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Comparative Survey Method of Amusingness between various
gaming devices and differ among age groups of users

Genki Kunitomi' Akira Ishikawa'' Yasutaka Tadokoro'' Akihiko Shirai'

This paper contribute to share an evaluation technique to define amusingness (Omoshirosa). Amusingness does not match the
impact of the first impression from the experience. Interactive system is believed to have contributed directly to the impression
that triggered the "interest", "usability" and "attractivity" in general. In this study, it had been experimented before-after exhibited
on three devices with a same content by forced choice method questionnaire. As a highly interesting result, interest, usability and
attractivity did not match the direct cause of the amusingness after the experience. Exclude 13-15 years old people, the device

which has chosen as a best usability was not selected as the best experience in total.
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