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Preset Level Selection:
Leading to the proper degree of difficulty in short time

ENDOH Masanobu™ KOJI MIKAMI2

The mismatch of player skills and level difficulty is an important issue in the game. In contrast with the automatic difficulty
selection method, we created a new method called Preset Level Selection which enables player to choose the level of difficulty by
choosing forward or backward of the difficulty level. We were verified significance by play testing, on the implementation game.
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