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Testing the Hypothesis about the Cause of Increasing Score by 
Analyzing the Play Data of Original Arcade Game ‘Aomorhythm’ 

 

Takashi NAKAMURA†1 Kazunori MIYATA†2  
 
Abstract: Aomorhythm' is a game which is created and developed by students and the author of this paper who belong to 
Kanagawa Institute of Technology, and is also a original arcade video game. We had a chance to exhibit the game to two facilitiies 
in Aomori prefecture for 257 days total. We’ve gotten various play logs like the time-stamps players game start,scores,play 
accuracy, We got over 22,900 play logs during the exhibition. At the same time, we got video data by using IP cam for about two 
months in one of the facilities. 
  We analyze the play log data and videos, and we test the hypthesis that a player can learn and be good at the game even if they 
don't play the game.In this paper, we mention about the results of the test the hypothesis it. 
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