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For measuring and controlling the "fun" of games related to the "presence”, "thrill", and
"superstition behavior" by some behavioral indices, our research group has focused on the
response timing in video game play, and studied about its relation to some game elements such as
tempo of music or background visual patterns. This year, in order to find a method to enhance and
stabilize effects of the game elements, we introduced a procedure to reduce the overall response
frequency and tried to increase the sensitivity of participants to game elements. In a video game
scene, participants watched an icon moving up and down on a wavy line streaming on a PC
screen, clicked a button at an arbitrary timing, and got some points when a hit occurs. Response
timings of various operations during the play of was recorded. Response costs (deduction of
scores by response) and increase in VI value (extension of time until score acquisition becomes
possible) were introduced as experimental conditions. Only preliminary experiments have been
completed due to the inability to conduct experiments with high accuracy of time measurement
under the COVID-19 control. We will conduct main experiments as soon as possible, and examine
whether the overall response frequency of participants decreases by these manipulations and
whether the correspondence between wave shape and response timing is strengthened.
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For measuring and controlling the “fun” of games related to the “presence”, “thrill”, and “superstition behavior” by some behavioral
indices, our research group has focused on the response timing in video game play, and studied about its relation to some game
elements such as tempo of music or background visual patterns. This year, in order to find a method to enhance and stabilize effects
of the game elements, we introduced a procedure to reduce the overall response frequency and tried to increase the sensitivity of
participants to game elements. In a video game scene, participants watched an icon moving up and down on a wavy line streaming on
a PC screen, clicked a button at an arbitrary timing, and got some points when a hit occurs. Response timings of various operations
during the play of was recorded. Response costs (deduction of scores by response) and increase in VI value (extension of time until
score acquisition becomes possible) were introduced as experimental conditions. Only preliminary experiments have been completed
due to the inability to conduct experiments with high accuracy of time measurement under the COVID-19 control. We will conduct
main experiments as soon as possible, and examine whether the overall response frequency of participants decreases by these
manipulations and whether the correspondence between wave shape and response timing is strengthened.
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