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ABSTRACT

The purpose of this study is to identify the functional role of music, which is one of
the main elements that make up PC games. To this end, theme music by genre of PC
game was divided through analysis and then the relationship between variables was
analyzed by visually positioning the distance between ‘music type’, ‘structural element of
music’ and ‘image’ using multiple correspondence matching analysis. As a result, it was
confirmed that there was a difference in location between the types of music by game
genre, the structural elements of music, and the characteristics of the image.

Keywords : AlY<S-9HGame music), BlvFE2(Theme music), F2(Genre), %45 F(Music
type) =< FZ(Music structure), &% ©]"|X|(Music image), UThatl-&Y2E4(Multiple
correspondence analyses)
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— A Study on the Location of Game-themed Music by PC Game Genre
: Focusing on types of music, structural elements of music, and ima —
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[Table 1] Game classification by genre

Classification Characteristics

As a sub-genre of the actio
n game genre, it is called first
-person shooting game. The n
ame of shooting does not alwa
ys mean shooting something. I
FPS nstead, they often use violent
elements as the main core of t
he game mechanism. In most
cases, shooting focuses on the
behavior of avatars using wea
pons [19]

Role playing game. Game ge
nre derived from role-playing
board games. The player takes
on a role and proceeds accordi
RPG ng to the set rules, and the m
ain goal is to venture through
the story of the game and gro
w the character through the e
xperience point system [19].

A game played based on rul
es such as real sports/racing c
ompetitions. Not all sports/raci
ng games are realistic, and so
metimes they are exaggerated
or reduced[19].

Sports/
Racing

Game genre rooted in board
game. The game is played acc
ording to the set rules and is
Strategy . . .
designed primarily to conquer t
he opponent by these rules [1
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[Table 3] Meaning of musical components of music

Classification Meaning
A constant relationship in
Tonality which sound or harmony fo
ms a center.
Rhythm A beat repeated by certai
n rules
The sound of two or mor
Harmony .
e notes gathering together.
Tempo the rapidity of sound
Pitch High and low of sounds
Volume Amount of sound
The characteristics of a s
ound that appear according
Tone Color .
to an instrument or perform
er.
A rule on the form of m
Form . . ..
usical music composition.
Melod A temporal combination o
Y f high and low melodies.
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[Table 4] The effects of structural elements of

music

Classification

Effects

Tonality

Largely divided into major
and minor, which have a brig
ht sensation in the case of th
e major, and dark and gloomy
in the case of the minor.

In some cases, a mixture of
major and minor exists in the
music, and the absence of a t
onality gives a strange or my

sterious impression.
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It is divided into 4beat, 8be
at and 16beat, and the smaller
it is, the more colorful and el
Rhythm aborate it feels. Also, genre di
stinctions are divided accordin
g to the location or pattern of
the rhythm.

If the two notes have a har

monic, it called a consonance,
if not, it is called a dissonanc
e. It has a stable feeling in th

e case of consonance and an

Harmony

uneasy or unpleasant feeling i
n the case of dissonance.

It means the speed of the e
ntire song. Depending on the
song speed, it gives feel like

Tempo
a light and heavy. harmony w
ith rhythm is important.

It refers to the number of

unit notes used in a bar. (e.g.,
4/4, 2/2 etc.) The smaller the
Time unit beat, the more cheerful a
nd strong it is, the smaller th
e unit beat, the more stable a
nd significant it is.

Depending on the compositi

on of the musical instrument,
Instrument the genre of the music is divi
ded, and the size of the music
al instrument gives a grand o

r simple impression.

sore] olnlxE gobe HgomM WS
Aol s AR BAe dvanzleldd 4
S8 B WA AAZ A% 9L Furs
o) ‘WAoleta FeH2l. 1w oldF 4H
of tigk FeA slelHel Fare oluA'e] v

oL
02{:‘1‘
s
=
S

Young(1973)2 ol&s GA4 A og =
729 F3(14]8 87HA FFE Lok ol
[Table 5] A A= o] )

[Table 5] Types of feeling by emotional process

1. A simple feeling of pleasure or discomfor
t in response to sensory stimulation.

2. Negative, positive and organic feeling suc
h as hunger, thirst, after-dinner satiation, and
physical comfort

3. The feelings of activity like a desire or
disgust

4. The attitude formed by moral, aesthetic,
religious and social feelings and prior experien
ce, and education and training.

5. Continuing feelings such as cheerfulness,
anxiety, sadness, and elation

6. Pathological emotions such as depression,
coldness, and hostility

7. Emotions such as fear, anger, laughter, p
ain, and embarrassment

8. The tendency like vitality, cheerfulness, a
nd capriciousness

*Source : Il Do Choi(2008)

sote] omAE EAE| 93 HER PEAE
HAFS o]83lth Hevner(1935)& &<l tigh 7|2
&S 73] 9 H 677H | FEALE AL 9
Rl SASATH1L]. <
A} L%’\P% EISES J%(/qg g dw s,
beths 2y =&k °]-r
Famsworth(1954)t Hevner9] FEAL Fool A
£ U 845 BARIFA Zelele dals A
i Hevner®] @8AF & 50714 B84 97H49] =
o= Al sk )= [Table 6]l AAI= )

10 U TR - )

[Table 6] An adjective that describes an image of

music
Brightness Fancifulness Gracefulness
bright
cheerful
say fanciful .
happy . delicate
. light
joyous . graceful
quaint .
merry L. lyrical
whimsical
playful
sprightly
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Peace Longing Solemnity
dark
depressing
dreamy
. doleful
leisurely
. . gloomy
sentimental longing .
o melancholic
serene plaintive
. . mournful
soothing pleading cad
tender yearning .
. serious
tranquil
. sober
quiet
solemn
tragic
Horror Robustness Interest
agitated
dramatic exalting
scared emphatic exciting
spiritual majestic exhilarated
triumphant impetuous
vigorous
*Source : Farnsworth(1954)
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—PCAIY 2o & A Hubgotel X3 A SA4FH/, 599 Fx24 84, onAE FAHoRE —
5. o7 &1} 2 time 2 5
3 time 4 10
B AT AgE EEES SOEH, 29 T ime e e
’ Odd
24 9% et ojulxo] @ /|BHQ F& A Meter N
= S 31 7k
= U3 2ok Conesonanc 33 825
. . Harmony Dissonanc
[Table 7] Music Types of PC Games Theme Music . 3 75
Cassification Criteria Frequency % Mixed 4 10
Creative Orchestra 21 52.5
Creation Music 35 875 Insttrume Band 3 20
Released - 125 " Electronic 11 275
Music ' Cases 40 100
Cll\?[S&'cal 13 45
usie [Table 81 %3] PC Aldeld AHgd evpgot
Pop Music 8 20
Genre Light o] fx2A Q4o ) Lottt ¥lxE= F3F oH
Music 1 275 X (Moderato)7} AP o] AREHL, FAHOERE
Modern 3 75 | AE Faugom: guE elEel, WAt 4d
Music ] Aele] ur 66T . -
7 ogE= & ol7|HA o 7=
Kind of BGM 32 80 Aol uapr), geors #ahe, orjHygom
Background | Song 6 5 erlzEe Bo] A4 wol ASBE & 5 gtk
Music BGM+Song 2 5
Cases 40 100% [Table 9] The Image of PC Game Theme Music
Image Frequency %
[Table 71914 veldt A3tE 2y PC AY H Brightness 4 10
upgehe Aol 7MY =2 HIERE AREHA Q) Fancifulness 1 25
om, gui 2 S0 Al AR Peace = 0
o Solemnity 7 175
76‘%9‘]—01 '};.T_:% ‘ﬂ»‘l:—i /\]'%—E]jl 9/131, %‘%ET_‘ T& RobustneSS 17 425
sl geto] b Eol AHgES & & S dTh Interest 9 225
Cases 40 100

[Table 8] The Structural elements
of PC Game Theme Music

Structure Classification | Frequency | %
Allegro 8 20
Tempo Moderato 23 575
Andante 9 22.5
Major 23 575
. Minor 9 22.5
Tonality Mixed 7 175
Atonality 1 25
Zbeat 1 2.5
Main 4beat 12 30
Rhythm 8bheat 24 60
16beat 3 75

[Table 9]¢]
AHE¥ olm A=

A3 PC AR HEkgotlN 2
Aol olmA% vepgel a7

OMAILE E2 HMER AMEHILL

4 =
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[Fig. 1] Diagram of the "Game genre"
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