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How can we compare players?

What can we learn about the 
players?

Methodology

Challenges

● Survey results not clear
● Large number of extraneous 

player logs
● Player information hidden

Areas of Interest

● “All about me” responses
● Play speed and completion

1. Process Aspirational Avatar logs 
for player information

2. Identify sequence of events
3. Log average time spent on 

minigames and completion 



Modeling and Evaluation



Found a meaningful way to compare 
players

Much left to analyze within data

Reflection

Major Takeaways

● Students in the higher and lower ranks had slight differences in 
goals and priorities

● As time went on survey results shifted to the left and showing that 
the students were better at refusing drugs



Appendix

Score Calculation



Linear Regression



Scatterplot


