TR AL 2 2 83 [l [ K&

7L-01

Progression® s —I J 4 r—oa U1 —HEFR—I 3V ICEZZHE

PRARBERT
1SR R

LRERNT

1 ELC®HIC

F—=IT74r—=vavild [(F—L0FZXHPTY
AV AN ABREDERE T — LAPS D2
IEEPY —EAICHHT 26D [1] LEHRSINDHD
Thd. EE, 7F—I 747 =3 VIFRGEITHE KA
ATEY, HEPLEIVRARAL VWL BETHWSNT
W5, FAS BT — LABERAEZI D AN ERORE%E
THA T2 HITESEL, ZEOREANDEST
Rt e FEEMRE B2y —I 74 5= a VDSET
HBWPEMEELTWS [2]. #R&LUT, 9FIB LD
mEDNS BEIZERTE ) PEHBERPEE 572
REL WS R T 4 TREZENELNTVS. 0D
I =3I T4 5=V aviEEBERPEV R AL VS
LHGTHENTH DI EWRINTVEHDD, T —
LEFEXAMANRE S Vo 2 HHEICANTH DD,
FA—HYDEFR—Va iDL REELHEZ S
MEWVWS ZLIZOWTIE, FAMEINTWE LIRE
AR,

Bex i, FERMICHTIAR T —I 7147 —Yay
REIDATRE L 70 B & D ARSI OEE HEEL TH Y, %
T, 3 DD Progression D7 =3I 74 r—a v THh
% Game Progression, Player Progression, Performance
Progression ZE#H L, ZD 3 DDEENKRY T 1 7%
INT A TIRRAZIZH LT, a—HFEFR—T a3y
CHEZHBIZOWVWTHMT 52 L 2 AIROHIT &
LTW5.

2 EHLE3IDODTF—LER

AWFFETIE 3 DD Progression ([ k) 7y —3 7 ¢
r—avEEHL. 1 DHOD Game Progression I
T LBEROHSBEOE R LD T LA
Y—Z2F)om E, 2 2HO Player Progression 135k
LRSI L XYy T2 2 —DL VDAL, 3DH
@ Performance Progresssion (I —% DA 237 (/X
74— VA) OALEEEELZHDTHE. T3
D® Progression BEFEIZHEONWT, T—HEFR—T 3
YOEEZHLZHEDTH 5.

Examining the effect of progression-based gamification on user moti-
vation
1 Shunta ADACHI {1 Kenta SUZUKI
+1 Shinsuke NAKAJIMA
11 Kyoto Sangyo University
T2 Kyoto Institute Of Technology

12 Panote SIRIARAYA

1-393

Panote Siriaraya’

Hr i
2 5O T AR

2.1 Game Progression

Game Progression (&7 — & HIEDEIT L, #BPIT4
N BIFEHPEN ENE T —I 70— avE
FETHD. Fle LT, 1985 FIC) ) —RAEhiz <
VAT ISP V) =ZXBREITF5NE. AT—V 1-1
TS DHHRIZ ) T TE ARG ETHEIN
THY, BEHER T — LAY AT LAZER. 2—Y)
AF VXM E IO BIZONT, AT —YDHY
EixEND, ZOZeRaA—FDEFR—Yavmk
DEo>NT RSB,

2.2 Player Progression

Player Progression (& H 73 D#ET 5 F ¥ 7 7 X —ip
HEEZETZLIZEO LTy T ERT5—I 71
T—YavERATHD. Fle LTI 1996 F12) ) — A
ANz [Rry bEVAXR—] V) =B IFon5.
VAR LK oaE D, HFEEHRL THET Z &I
L ORBEPADS L IZHIET 2F v 7 7 X —128
mEi, LRve UTEREBTEiENS. 7z, Bl
EMHFUZHZAITTAD L, H—T= v TR ENEET
SNG. H—=TF=V 7 THNIXIEDOREERZS Z L
MTEDRITRDMED L RURENB 20Ny
HEND, ZOLSZ2—FDLRLT v TE2EKT
5 L2112, ZOZEeNRA-—TDEFR—=—a v
M LEDEsRhTFE5.

2.3 Performance Progression

Performance Progression |3 /E3£ %17 5 LT/ A2
7 (RT7A—<VR) ZFERL, FONA AT EHEN
BB —I 74— avBEFZELBZ->TWS, i
LLUTIR1984 Fiz) ) —2sn [Fh YA v ) —
AT oD, T UERONA AT TH10 75T
HNEL—HEZDONA AT % 1 THHIT72DITT
RKTBEITRY, DR I—FEFR=Y 3 V0DH
FEDEonFeins.

3 EERETE
AFFEDERTIEA— Ry F U2 0Wbh ) 5 ks
WERHWT, 32007 =3I 747 —YarvhRy5T47
EXHNTATDRAZIZN U THR D82 HET 5.
F7o, EHIEEREEETE (3] 2R 5. FEEESHE
HEIIANOHEEPER, YL o724 2 IEE)E
BETHD. TNENOEEIZIGFEMEBIRNEINT

Copyright ©2021 Information Processing Society of Japan.

All Rights Reserved.



TR AL 2 2 83 [l [ K&

B, R SRS OBEEZ232 AT+ 7HREH,
M - BRI OEHE2RY T4 TREHET 5.
FEEEEEEEITT A ) HITEELTWS A SR
ERTERLTWS 7D, HAMNMIAREY) 2l gerEd
Hot=hd, FIAEMAIZ &S & HRAKRZEEIN LT
FEDERE Ui, AV Y FILORIEME L ZLh e
WeDZETHo72728, RERIZBWTEHMHAL T
HERWEEZONS.

31 ERFE

FEROFEL LTI Ry F KT —3I 74
r—vavEBNL, =BT AT5. ERETD
EFDOH & UTHR1ITRT. 7 —LIFH D & HifE
INLbND D, HRICHENHTU XS aaEMED
Hb, TZTIFRORD LS IZ—VEIZH %D —
T4 —YavEHLYT, REEHTRIZTS.

#* 1: ERRe 17 5 IHE

IN—=T1 TN=T2 IN—=F3 IN—T4
1HH Game Player Performance JENIL 72\
2HH Player Game JEAL 72\ Performance
3HHE | BU%4\ Performance Game Player
4 HHE | Performance EHIL 72\ Player Game

32 FHfSE

Ml GEIE 2 D55, 1 DHIZZ—RTL 1L, B
FHNR T U= oRE X %255, HlZIX, K57+
TR AT LT, 1 U HIZ Game Progression, ¥X
\Z Player Progression Z Bl L CHEER %2 1T - 725 &1CH
WT, BIEN20TRT, BEVSHTRTE275
£ 1% Game Progression & ¥ Player Progression O /5534
FMEDSE N & 2 5. 2 DHIZ GEQ[5] #HWT T v
r— %47 5. GEQ Tl% lCompetence] * [Tension]
o e — LRRBRIC BT B IHH I DWW T 5 BT
fili & 47 5.

33 ERFIR

SN & JAE2Z 0T, FEEROBMECHM, #IEH
R EEBFAT S, 72, [EX L AT 252 LAHWK
TRV ZE2@HTS. £9, 2—FEIRYF4 7
MAHTT A TDELLDRZRAZIZRHLTH— Ry F
VI ERATIDERT S, RICA—YDHE NI —F
IV ITBHIETRIZAITAZZIENTES. 2D
H—=RKP =T Fy =002, 1DORT
BN LT [score] DEDY 1) iEI N, o7z
T %R [Tries Left] OED 1] RIS, 7z,
M1EEPRSEBINTESy—I 747 —YaviEERZ L
MT & 5. Player Progression Z B L 72354, [Player
Level] 23F%R S NWIEfRT 5 12 0%, 20% & flH E579

1-394

%. Game Progression % 3B L 72354, [Game Level
MERIN, B—FR6HN15 10MIZEZ 5L \\Wo7z
S EN EF9 5. Performance Progression % B L 7z
B, miE T VA UzRgd N4 237 H THigh Score |
DHIZFRING.

Score: 1

|
|

Tries Left: 4 same Pre

orfoms ion,

v

M1: 2—H¥ A E—Tz—ADTa b EAT

4 BEbHYIC

4 alE# U 7z Progression Bl — I 7 4 r—a v ®
iz 7 — L EHRIG 7 SAFET 5. HIRIE, B
NTIT 2 7V A R4, 7—ANTOEERE L
Wo RFINERN BT 5NS. ZhoIicBLTEE
FR—VaVILER DB EFTET HHTISIZHL
, BHIT =374 75— avEEhcEsdon
Rt DMER T E B,

I

ARHFGED—Ek 1%, ISPS BIAZ 17H01822, 20H04293
DR ZEZIF LD THB. T2 L TREZ2ERT.

SE XXk

(1] WAL, =3I 74— a v RERLULEREMN -
BT xE TSy b 74— LA0RME L EE,
IH AR 5 2236 SCEE Vol.55 No.6, 2014.

2] BARS, 7= 74— avaiEMALERFEE
DHFFEMAZDNWT, HAT YV Z IV — LA %42 2012
FLIERKZ, 2012,

[3] International affective picture system, Lang, Bradley,
Cuthbert, 2008

[4] FTAA: FEE, HARANKRZEIZ & 5 IAPSEBRIEE)
BEE) OIEE O, & FKFEHE LN ESE
EERE Y v X -5 E 56 15 5 9-15, 2016.

[5] Usselsteijn, W. A., de Kort, Y. A. W., & Poels, K.
(2013). The Game Experience Questionnaire. Tech-
nische Universiteit Eindhoven.

All Rights Reserved.

Copyright ©2021 Information Processing Society of Japan.



