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Study on the user behavior of a three-stage evaluation game
RyotaHIRAKA ' ENDOMasanobu*
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AbstractThere are the games that provided an assessment of play by three stars. This level design provides the same
difficulty to the player.However, the different skill levels player, satisfy in form of a number of the acquired stars.We
regarded as the degree of difficulty method of preparation most suitable for a playerthis way is different in the skill
level.So | investigated this evaluation method about a game and looked for the usefulness.As a result, being given to a
player different in the skill level found out that the different of purpose.This is Evocation to a motivation of play
continuationis the effective method.

KeywordsDigital Game, Difficulty Adjustment, Game Design, level Design,
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