Rhythm Games: Competitor Analysis

Based on Raw Data

Hi-Fi Rush

The game is an Action Rhythm Game that merges the rhythm mechanics with an Hack and Slash based
gameplay featured in games like Devil May Cry & Bayonetta.

The game reached 2 million players by March 2023, which has been counted as a mix of both digital
sales and downloaded Game Pass subscriptions. By August 2023, the game reached 3 million players
between purchased copies and Game Pass subscriptions.

The main success of the game, based on the players review are the following:

e The combination of the genres (Hack & Slash, Rhythm Game)
e The art design & animations
e The music
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The game was recently nominated at the Game Awards for Best Art Direction , Score & Music, Action
Game, Audio Design which then proceeded to win the last one. The success of the game can potentially
lead the market into Rhythm Games which is further reinforced by other similar games released only this
year, such as:

Rhythm Sprout

God of Rock

Headbangers: Rhythm Royale
Theatrhythm Final Bar Line
Rythmos

Another interesting element is that each one combines the Rhythm game with other genres



https://twitter.com/hifiRush/status/1691846131548913781
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Crypt of the Necrodancer

The game was originally released in 2015 and then released throughout the years to other platforms up to
its last release on Android in 2021.

Based on the data, the copies sold on Steam are estimated to be between 2 - 3 Million copies.

The game success led into the creation of a Nintendo Switch only spin off called Cadence of Hyrule: a
cross-over of Crypt of the NecroDancer with The Legend of Zelda franchise.

The key element of success of the game are the following

e Innovative Gameplay Mechanic: The combination of rhythm-based movement and combat with
traditional roguelike elements was an innovative concept, making it stand out from other dungeon
crawlers. The game features procedurally generated levels.

e Challenging and Rewarding Gameplay: The game's difficulty level, combined with the roguelike
nature of randomly generated dungeons, provided a challenging and rewarding experience.

e Additionally the soundtrack of the game
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Metal: Hellsinger

The game copies sold are estimated to be over 1 Million as for December 2022. During the first month
after the release almost 100 K copies were sold generating $2M of revenue.

The game achieved similar success to other FPS Rhythm Games like Bullet per Minute and Pistol Whip.

What was praised What was criticized
e Music e Enemy & boss variety low
e Doom Vibes e Same for weapons
e Gameplay
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Everhood

An Indie game that subverts the expectation of classic 2D Rhythm Games. Similar to Guitar Hero, the

battlefield consists of five lanes that the player can move between freely. Each enemy in the game has
their own battle theme, and will time their attacks to the song's beat. However, unlike standard rhythm
games, the player is meant to dodge the enemy's attacks rather than hitting them.

For a game developed by two persons, it found success, selling an estimated 350K copies. In 2023 a
sequel of the game was announced, scheduled to be released in 2025.

What was praised

e Music
e Gameplay
e Humor

What was criticized

e Story had too many plot twist
e Grammar errors




Super Crazy Rhythm Castle

The game was released on 14/11/2023, thus data on copies sold cannot be retrieved yet.

The game has received positive reviews. Its main element is the fat that it's a CO-OP Rhythm game that
can be played solo, however games designed to be played in cooperative as primary element brings into
cutting a big portion of playerbase




