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Action game skill acquiring support that focuses
on time-series pattern

Konpo Yukih® Fujir NoButob2:P) KATAYOSE HARUHIRO!©)

Abstract: The progress of the action game it is essential to learn a variety of button input pattern of con-
troller. The input pattern often require accurate timing. However, mastery of timing for game experts can
be difficult. In various fields, approach to efficiently learn the timing has been studied. But those focusing on
the action game character operation is small. In this study, we propose a method to support the acquisition
of action game skills by using a sound. As a result of verifying the validity through the subject experiments,
there was highly effective under certain conditions.
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K 1 [ULTRA STREET FIGHTER IV @4 — A
Fig. 1 Game screen of “ULTRA STREET FIGHTER IV~
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Fig. 2 Example of command and the timing of sound
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Table 1 The experimental conditions of each group
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Fig. 3 Environment of experiment
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Table 2 Task 1 experimental results

HAHY BT p value
HREEREE (43) | 175 £ 1.9 185 = 1.7 n.s.
D&z 104 + 1.2 124 + 1.2 n.s.
PN dEIE- 108 = 13.8  135.6 = 18.9 n.s.
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Table 3 Task 2 experimental results

HAHY B p value

MEERT (2) | 174+ 1.7 286=*0.9 p<0.01
[PRZIEIE 10.2 = 1.0 3822 p<0.05
ENCC(EIR" 109.8 =42 1554 *86 p < 0.01
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Table 4 Task 1 questionnaire

HHY B p value
HH1 | 36*05 4.4*02 n.s.
HE2 | 44%+02 26=*04 p<001
THH 3 | 4402 4.6 =*0.2 n.s.
THH 4 | 36*04 24+02 p<005
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Table 5 Task 2 questionnaire

HHY B p value
THHA1 | 44+0.2 48+0.2 n.s.
THH2 | 46*0.2 24*+05 p<0.01
THH 3 | 46 0.2 4.6 0.2 n.s.
THH 4 | 34+02 18*+04 p<o001
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