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1. Research scope
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2, Data Research
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Table 1. Game Playtime Data
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Table 2. Contrasting Playtime Data with development
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Table 6. Responding to Reasons for Exiting the Game
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5. Analyze
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Fig. 1. Graph of player skill and Flow condition over time spent

on Monster A content
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Fig. 2. Monster Hunter:

World Weaponry Screenshot

A Aol w2 22F A 4= olgAte] iy 22
Tl F8 Sk 7] 9 ] A Aol Edleloks dhel
E2EE FEloldt §, the DAl T% ofele 2 E sl
o8l A= 7] 9 s ARkl 71E ) f e

Bekg Bazk Gk ol SIS B2ES W Sdstoll
Sz, ol ukE Fejole] ol§7} AL o= B2 HH:

Qe YAl ¥k o] §7] o] taRlol),

5-2, 2AH siE = - s ¥y Tt
Fig 1.olM o3t Zdjojo] 28 sl Exllxd] I3t 32

Hh m

3 22 opfel, Zelolol} ARSI F19)
B2E FE A2z & 1459 WE
43} o] ham (6], £ gishs
wiolct. Fig. 1. ZeZol] FUgh #2EE uk
Mg olE AR 3RS 37K Fig 3.9 2ok
Skilt

Bordom

A /FLOW-
= 7

Minimum Player Skiil
to clear Monster A

Player Skill

Anxiety

Time to
Spent Hunting
Monster A

Change Change
Weapon Weapon

Fig. 3. Graph of player skill and engagement as a function of
time spent on Monster A content and weapon switching

Fig. 13} nR7IAR Edolo] A2e 248 AR wle} 5715k
Jet Zdojo] o] AlERt 24 w) 7] 1$HChange
Weapon) o] A¥al2} Ejolo] Aefo] #fsfiict. Afet 7 Zdo]o]

121



rol

S FE A LSS SiAstE

3| =28 H31H H25 (2023, 7)

Age JlE w7le] B4l Fh B Fephel 42 Aeg
23] wigolck 7] 18 offel ARk Aol weh e Sefol

il
W

o] Aol sk, 7 WA 7] Ago] whal )
olo] ejo] Afsfick. ofele 4L Fal Seolof sel
A8 w1 S oW ARE 9] Aol i) B,

il

=

ooy

&
i

ol TYUeh FRl=E thE WO E s shoax] Zdolo

Fig. 4. Monster Hunter: World Fighting
Championship entry screen shot
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