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v Background & Problem

number of unexplored minigames for 166 participants
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What we want to do:
Reord o Push most

eor erITlnlgames |:> challenging
personaility minimages to players

at the early stage

e 10-16 hours to finish the game!
e 24% finished all

e (Quit rate increases with the game

progress

Problem:

The inefficiency of game process causes
incomplete data collection

Maximize data

:> collection efficiency
for researchers



Total score of each minigame
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Personalization:

Optimized Minigage Order (Priority Challenge)
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Using our model, the learning performance for People sense
increased by 12.2% an average than the original performance

Steeper Learning curve:

Priority challenge learning curve
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