
 

Deconstruction 

Introduction 
Beat Saber is a rhythm game released for Windows on Oculus Rift and HTC Vive on 

May 1, 2018 and for PS4 on PSVR on November 20, 2018. The game was developed 

and published by Beat Games, and it averages an 85 on Metacritic. 

Intended Audience 
Beat Saber’s intended audience is fairly broad due to its accessibility of play. Due to its 

exclusivity to VR headsets, most of the target market can be seen in more hardcore 

game enthusiasts, but the audience is for all ranges of gamers that can get their hands 

on it through VR-owning friends and family. It’s accessible because the gestures of 

swinging a sword are pretty universal to most people, and the difficulty options allow for 

players of all skill levels to feel challenged enough for fun. The game attracts players 

who enjoy electronic music, which makes up the whole of the soundtrack, and rhythm 



games, which is the basic gameplay. The electronic music theme carries into the visuals 

and sound effects, which feature a lot of blacks and neon blues and reds. Fans of 

games that make the player get up and move will also find enjoyment, as the game is 

said to average 8-10 calories burned per minute playing at the higher difficulties. 

Gameplay and Experience 
The gameplay of Beat Saber involves the player wielding two colored light swords with 

their motion controllers and slashing at colored blocks that fly at them. The player must 

slash the blocks in the 

designated direction and 

with the sword of matching 

color to the beat of the song. 

Players must also avoid the 

big, red obstacles with their 

head and bombs with their 

swords. If the player misses a 

block, hits a block in the wrong direction, or hits an obstacle, they lose a portion of their 

health bar which can be regained with successful play. A player wins if they complete 

the song, while a player fails if their health runs out before the song finishes. 

 

Points are given based on how wide of a swing each block was hit with, as well as how 

close to the center of the block the hit was. A combo and point multiplier grows as 



blocks are hit in succession and obstacles are avoided. High scores are kept in a 

leaderboard, and players receive letter grades for how well they performed. 

 

The game offers many ways to change up the gameplay beyond the standard play. 

Songs have difficulties that range from Easy to Expert+ that change the amount of 

blocks and obstacles for the player to interact with during the song. Modifiers such as 

making the song faster or removing the ability to fail change the difficulty in exchange 

for more or less points. Players can activate a one saber mode that forces them to use 

a single saber to hit all blocks during a song. Finally, there is a single-player campaign 

that asks players to complete songs with various challenges involved like a minimum 

combo or missing no more than a certain number of blocks. 

 

The resulting player experience from the target audience’s perspective is challenging, 

gratifying, and physical. Players are swinging brightly-colored swords to the beat of 

energizing songs, and the game’s many player-created goals are very satisfying on 

many levels, from just finishing a song to completing it on the highest difficulty with no 

mistakes. As previously mentioned, it’s also a decent cardio workout that gets players 

moving and sweating. It challenges their physical coordination, as well as their ability to 

sense beat and rhythm. Player mastery is a key takeaway from games like this, and it 

gives enough options to the player so that they can rise to become very skilled at the 

game, no matter what level they start at. 



Game Systems and Mechanics 

Rhythm 

As is with most rhythm games, the major system behind it is the ability for the player to 

stay on beat and perform the correct inputs. Half of this system is comprised by the 

game’s base mechanics, while the other half is dependant on the player themselves. 

Blocks and Sabers 
The core mechanics of Beat Saber are slashing the oncoming blocks with the correct 

saber in the right direction. 

Blocks are specifically placed 

along with the beat of the song 

so that players not only can 

visually see them coming, but 

can hear when the correct time 

to slice them will be. Correct 

timing will yield a sound effect that 

plays with the beat of the song to confirm the successful rhythm, in addition to a solid bit 

of haptic feedback. The player’s senses pick up on the rhythm, but must be physically 

translated into the game with the sabers. 



Coordination, Timing, and Player Input 
Players must have the ability to tell when blocks must be hit either visually with when 

the blocks approach, or audibly with the beat of the song. This leads into physically 

moving their body to perform the actions. They must actually move their arms to swing 

the sabers, in addition to moving their head out of the way of oncoming obstacles. 

Audio 
Obviously, audio is a huge factor in rhythm games. While it’s possible for a player to 

play solely based on seeing the blocks approaching, the experience is enhanced by 

feeling the player’s actions that contribute towards the music. Timing can be anticipated 

based on the music. The soundtrack is pretty much essential to the whole game. 

Challenge and Mastery 

Though the game’s base challenge involves keeping the rhythm, as was stated with the 

last system, the overall challenge of the game can be played with to make sure every 

player finds a place where they feel properly put to the test without being overwhelmed, 

which contributes to the feeling of mastery over the game. 

Difficulty Settings 
The most basic mechanic that the game has in terms of allowing mastery over its 

gameplay is difficulty settings. Players can choose from Easy, Medium, Hard, Expert, 

and Expert+. This setting changes how many blocks and obstacles the player will 



encounter. As the difficulty increases, players have to input more slashes and dodges at 

a faster rate. 

Modifiers 
The game includes modifiers that can 

change a song’s challenge beyond the 

number of blocks and obstacles. If a 

player is having trouble learning a song’s 

moves, they can slow the tempo down, 

turn off the health system so that they 

can’t fail, or remove the obstacles so that 

they only have to focus on the blocks. 

On the opposite side of the spectrum, 

players who are looking to challenge themselves even further can turn on modifiers to 

allow less or no mistakes, make the song faster, or have the directions that the blocks 

must be slashed disappear after a short time. 

Campaign 
For players who want a good way to quickly get better at the game or want more 

structured challenge, the campaign offers a lot of structure for players looking to test 

themselves. The campaign is just a framework of various playthroughs of the songs with 

challenges, but the gameplay is roughly the exact same. Players start on Easy difficulty 

songs with fairly manageable challenges to overcome, but the game adds modifiers and 



harder challenges as it continues to give players a lot of milestones to try and 

overcome. 

Score 
The score system in Beat Saber is fairly obtuse, with most of the points based on how 

wide of an arc each block was hit with in addition to the modifiers and multipliers, but it 

and its letter grades give players a good baseline to show how well they did on a song. 

Leaderboards are there to challenge those who want to get very good at the game, 

while others may be content just getting an S rank on a song they’ve struggled with. It 

isn’t a huge part of the game, but it’s there for those who want to see their progress. 

 

Player Experience 
The major play experience of Beat Saber is a fun and physical environment that sticks 

pretty well to the saying, “easy to learn, difficult to master.” Rhythm is something that 

most humans are naturally are drawn to, and being able to be a part of the rhythm of a 

game is very satisfying. As stated before, rhythm games are also about mastery, and 

Beat Saber offers a lot of area for any player to get in, have fun, and improve. Similar to 

a game where players must get better at learning enemy attack patterns and when to 

strike in order to get better, players of Beat Saber must learn how to recognize the 

blocks and obstacles and react to them faster. 



Success 
Overall, the game succeeds highly at creating a visceral experience for players to learn 

and master. While playing the actual game, the player feels incredibly badass swinging 

the swords around and sort-of dancing to the music, even if they look foolish to people 

watching. Finishing a 6 minute song on Expert is insanely gratifying after trying and 

failing many times, and the player works up a sweat in the process. The only failure I 

see is the limited amount of content currently. As of right now, the PSVR version only 

has 17 songs, and getting more songs in the PCVR version requires modding, which is 

a higher barrier to entry. 

 

Through personal experiences and countless videos 

shared online, Beat Saber has proven to be an extremely 

popular game for players of all skill levels, from engaging 

newer players to giving seasoned players something to 

work towards. The game is only in Early Access and has 

many additions planned for the future including more 

songs and modes, which are sure to continue to enhance 

and lengthen the experience for players. 


