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Game User Experience Measurement Method Based on CV

LI Xiao-juan, TU Jun, ZHANG Hao
(NanKai University, Tianjin 300071, China)

ABSTRACT: The paper aims to analyze the user’s behavior of subjects in the role playing game (RPG), explore and es-
tablish a research method of game user experience that meets different needs, so as to provide an objective basis for de-
sign and evaluation of RPG. The specific content of the study was determined through pre-experiment. The usability of the
game cue was studied through the eye-track technology. The experimental result was analyzed through novice - expert
paradigm based on behavior observation and self-report. The eye-track data were basically consistent with the public
cognition, but were also influenced by the game design itself. Evaluation on a game was largely influenced by the game's
combat effect and difficulty setting effect. CV (coefficient of variability) was a good reflection of the differences between
group and the differences in group. The difference between the novice and the expert reflects the difficulty level charac-
teristics and other design characteristics of the game. Studying different behaviors of expert group and novice group in the
game through CV can reflect the relationship between the difficulty level and user performance.
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