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BIE: HEEFHBICBWT, 2—F—0NFENERMN T 2R T 27201203, BYIRESEICK 28
7 A=<V AQMA LRI TRL, BEEFHBICRER AT +—< ¥ ZAOBHIEIERHE T % 2 HIEHED
HHEZESESBEBRLTL 3. AHKTE, HEERECEL Ty 7o —FIck 3082 B L THR
FNCESE L, A R BT 28NS EFHRO TR LT L O L 3 RBIRICEH L TERT 3.
EROMR, 12— —ORMNAEHEZZE LGS, YO EFEEZND ANz DDA FENEH

THEPERETS.
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1. kLI

F—h s ZAR=Y - UNEY - HEORHFEHLIC, &
A7 BT B2 —DONENEEMN T (v 7 —I XY
b, BEFR=—arRY) EERRLT R0, Hrpa—
P —DRAF UL U CHEYI R 5 E 2Rt 2 FlEoOLE
MREF-oTETWE., ZhSHDOHFTY, FENTHEES T2
HE5 B % BNRFIY I B BER%E 3 2 B EE S FE3%E (Dynamic
difficulty adjustment: DDA) & M:IN 2 FENTHZIR
CTWw3 [1][2][3]. DDA DE$HIHEWT, 77XV hD0H
%% Csikszentmihalyi 12 & D42IE & L/ 7 o — 35w [4][5)
WEDL b DHBE. 2D &5 REGERETE, MLk
WEEICHSERKIMIODD, XAZAOMESE2{ET
BEICELSTS, W3 ML—FA7DREERHEL S T
5., 7R VWI DX, ZDLIK ML — A7 DIREE
Z7a—r WY, 7o—EBEEL TIDEELR ST +—
< Y AR T 5 AN E - JRIR L T < GETE T BER
ftLzzdboThHs. Zhickh, BHIRENR 7o —1ck?
IOCHGERFE LT, NT7r—~ %A LEXESZ
ERVWCHEREYTREMANZLRoTETWS. L1l
2 —H—DONFEREEST T & 2 DR, #E5EH
FICEBR T+ —< YV ADME EZIF TR, RIS
0287 =< ZOBREHSPHRETE 2 HEEDOH
HELZCDHECHEBRLTL . o%b, YARICIEMHICH
GEZETETY, 21—V —OFMNAHICKZ a2 X b
(=¥ —ax ) PETUIZORPIREI NN 2
bH D70, FHOHSEREOREESBEEHECH
THRILEERTLILIEETH .

AT, BRARDBTFICBY 2 HG %Y 7 o —F
W28 EBL CTIRRIMNMCER L, 2o T3d DDA Obf
FHEANIH L TLZ—F—aX PR PIRERLTEELTY

<. ZTHIBELT, MEDR R DEMLICHE->T, DDA
WHEMEEFELRD ANONDE LDICR-oTER. %
7z, DDA Z k4 RBETHEAL TV ET, (1) 2—%—
T AR THEEE TR TE 5, (2) EED
HOEY HIEHEE LTHRETE S, (3) KB T —&Zty b
WX AERAHEZDE L LRV, O3 DODOEHENEEHR X
NTV3 [6][7). Frc, (1)(2) GHES EFHEE OIS HiZ
BEHEICHEFRT2DDOTHD, 2—F—a X b DOHIBICE
DRAREED BB, ZD7-o, BERNLRENE LT, #HK
HHFHRIC L S DDA ICHESEY T, Ho (1)(2) ZHiMC
BRELTWL. ZEEOME, 2—F—axr2ZEL1Y
&, CORMEBFELZRD AN DDA FENEETH
EEPGEL TN, LArL, FEETLVEHBET I5E,
FHEENE - FERRR A RKITIR B 720 TR, ZL0%E
BEME (LR —F—DZ 2 TidRW) BREICKS
Zrbdb. INE Q) KBEFRTIZLTHD. 20k
AT ARFBICHE»Z RN (AT LIRE) RO
BOTRICELTHER L TIREL TV L

2. HFBERE

3%, DDA 25 b OPHGEFEOHTEY SVl
PR T AVICAB D ERT. R, HREEFEE R
D ANz Dh D DDA FEICEL T, Zh s Of5EA
HEMHLUZETHELTWL.
2.1 F7FO-FIC&B39E

X1, HEERECEL Ty Fu—FI2k 2 5EE
LTHRRILLZEDDTHE. 7574 >DH T3 VX, FHl
WERINIZEX R T DG ERE (easy, normal, hard 7%
) OMBERERL, BEINLBEEELL—V— 18
HT23DOTHD. I, VI7AVEXAL DT
VB RHREZ, XA 7OBITHICEEXNS. 20
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Difficulty adjustment
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Reinforcement Neural Classification Regression Probabilistic ~Search
learning networks models models models algorithms

X 1: #BEFARO 7 IO—-FICL 398

EEFEIFHE AHO 2 o0 F IV ICHETE 5. F
Boh 5TV T, fle LTa—¥F—5mAA ok R
LLTHIGNE DD D [8], 2—V—FX A7 DHFE
PEETES. —J, HHEOAFIVIZEN LD 2
DHATIVIZHETES. fIETIE, 2—F—DIXF LI
BIfR72 <, XA 7 OMEITICHE S BN - Bl 2 iciioun
THSENZL TV, BETE, BEEIZ1—V -1
HLUTEIMEINEZRETHZ LT, 2—HF—DA XL
PREIGRBICH SV TH G ELRET 2. ZofFBI T
V% DDA 2R, DDA FEIX, 1—MEINWTERY
DG EEEEEZNL—NRN—R LM EMEE LT
EFERILLETF—Z RV T D200 FIVICHETE 3.
IR LT, RETCHHMICEAL T L

2.2 BN#ZEHRE (DDA)

WO T 2% O, 2—F—DRXF L
BB IRBE 1T HE DWW T H B H o BRI HE 5 BT % 3 %
DDA FEZHFEL TV 5.

2.2.1 JL—JLR—Z DDA

N—NR—Z DDA T, XA DOHGELREHT 57
DI, THOFHEBNA—NAEZERLTEL. r—idz—3—
DT F—< Y RT3 23 7RG Pic o
bDTHD, RRAIZFTHICREDLV—AHEHINS &,
B2 DHMBENEEINS. %L DWFFER, L—nR—2Z
DDA FELIFEIGR S ORI L T, =% —D 87 4 —
TUAREIEZ B EEHE LTV,

2.2.2 F—RFUJ> DDA

F—&ZFU 7Y DDA TiX, XRZ7OHGEEHAET 3
72Dz, FETRBEEE ORI RT3 2 T —¥—
DITERBEETMLT 5. BWEEE, ava—X&
AT LIDBHRNR TR 7T IV TELICT =R 5%
=R HEINCRET 200D THE. T—X
FU 7> DDA FETIE, 2—F—DAF LT TR IEE
PR R ETUELINATE D, 2—F—DfTE%
BHROWOroflHZTFHILTWS. AFETIE, K11
BT LI, T—X KUY T DDA FEERHFT->TW3
B ETRIC LD 6 BEICOET % by, R
AT XA, HHEETN, BFETL, BERETL, —a—
Fuxy b=, LURTE, &2 LT, T2 h o

12817 5 DDA FEDWIZEHERF| 2 OFIZE L TH L.

Bt¥E (Reinforcement learning: RL): Pagalyte [12]
513, RLOTZ7VL—247—2ZHWTX— Vil — 412
DDA FEFBA L. =—Y ¥ MZiX SARSA (State-
Action-Reward-State-Action) 713V X A2 & 2 HillfHE
FIOMHARAENTED, 2—F—DRAFNIEDLEITE)
OFERICE D HMBEZHERHIES 2T, B —2128
FBBRDOANT Y RER - TWS. Zhang [13] 1, HE
AT LD DERIES — 2128V T, DDA % RL [
#e LTtERMLT 272012, ZHiANr T4y e 7= T
7 v 7 HRAE (Bootstrapped policy gradient: BPG) @
RL 7V =272 %RaI L. 7 5RAKZ Y 7TEOKT
TR—F e 2—F-ORFOT VA BE,» LENCEDE
TR DMGET % 2 TR BRANTEFH L TBD, 20
FUF U IITHEDLITRICE DHERINCH S E 2T 5.
BR7ILIV XL YT HeRER (Monte Carlo tree
search: MCTS) &, ba— VAT 4y 7RFER7LITY X
LTH D7D, HERETOENBELIEE S — LBV
THRINGEA STV S, flZE, MEEFo T4 2%
IS T 7z DDA IZBWT, MEAHTF & HMICEKZ 5 £ 512
TENEIR A2 EE T2 Alo—Y = v FORKGFHTHVW SR
TW3. Ishihara [15] Hid, 2 —F—D 7L A Fik2HER
bk 512, MCTS I & 2 TEIERICHENT Al =—
Yz Y DO ERLITE NS 5 DDA FEEHRE L
Moon [16] 51, 2—F =07 — 2Lz A LX¥ 27D
2, 2—F-REFREF NV ZFH L MCTS 12X D Al
T—Yx Y b DROITENZEIRS 5 DDA FEERRE L.
48ET )L (Classification model: CM) . Blom [9] 5
1%, 22—V —DRFERE L 7 — 2 NOHES ERE DRI
BRENT3ILT, lr0a—F IRl S I IUR
X¥2% DDA FiEERE L. HROZRBAEEZER L 1-RIG
It B BAE T — X EHUS L, Y X L7+ LR MR
(Random forest classifier: RFC) % W T2 —4% — Dk
LL (I ENEZE) 24054 0 TFIT 5. %
7z, ZORRE SIS THEICH S 2RI ED, 7 —
LNOHEG E 2 RS 5.

EllFET)L (Regression model: RM) : Fernendes [7]
5%, BYRT 4w 7T & D RE ORISR ICERERIC
HSERFEICX &5 DDA FEEZREE L. BHIORT v S
T, #EEL FIEFHX 3 HfliZe DDA 712 Y X A
WKRFET 5. LrL, TOFTRERNMNEDO T —XRA
FEIEST S, aYRT 4y ZEFICHIDEDS. B YR
7 4y ZEETIE, FEORBIERITHIET 2 H—0D X 228
BEHET 3.

EZEET)L (Probabilistic model: PM) : Elo L' —7 4
VIV RATAE, BEIVLAY—IEHE (L—F 4 > ) BE|
DYTT, ALESRLV—T4 7DV A Y —[[+t%Zx
HEET, SNERICL—T 4 VI 2EHTL2HDTH 5.
HE S AT 27 %EHINC Elo XN— 20 DDA 2B S h
TEDH, ZOHEE BT IEEDEZ RAEM L H

-2D2-07-



© 2024 BARN—F¥ILYTI)T4ER

2D2-07

£ 1: DDA F£EQ1—H—OR b RF LR MIETRIER DN

’ Reference ‘ Category ‘ Method ‘ Dataset collection ‘ Target of DDA ‘ Iterations for convergence
7] RM d-logit One participant Specific state 15
9] CM RFC Many participants | Balanced state 12
[10] PM GPDM One participant Specific state 14
[11] PM Glicko rating One participant Balanced state 10
[12] RL SARSA One participant Balanced state | Several to a dozen times
[13] RL BPG Many participants | Balanced state 20
[14] NN Affective model | Many participants | Balanced state 10

MOXTE Y UTHI L CTW3. Schadenberg [11] H1%, T+
ftrory v VRS arEALXEEEDIC, F
e X — AHEERRIC LV —T 4 YTV AT HITED,
7 — LFREOHG E R THDO 2 F MIHIS X ¥ % DDA F
WERREI L. MEDOL—T 4 ¥ 7OHEIC, Elo YLK
ELTL—7 4 YT ONEFEEZER L7 Glicko L'—7 4
VI RT L %FAT S, Goutsu [17][10] H1F, VR EREE
WCBITBITAERRAZIZBWT, HBE L IR DME%
EHERINCHEZ 2 2210k D, FREOMIIRER G T 5 i
GEZERIGT 2 FEERE L. BEE v RINEROB %
DET MU, HU REEERYE TN (Gaussian process
dynamical model: GPDM) ZFHLTW3.

Z—a—3)L%y bT—2 (Neural network: NN): Chanel [14]

B, T—H—HEIEICIZT — L DRI =< Y AT TR
KPVAHDOREREDEHETHEL LT, 7 MY AT —
LR T A E AW DDA FERER L. EEEY
FRHOEBEBEEF ML, 22— —0EHENESD O RR
CREEMEL, 205 OERROBEREICRS X5k
TIRHEIE 2 i3 2 CTHER BT 5.

3. BMHBERAEROMEEFICETIER

#1103, FECTHAAL 7 DDA FHRIIH LT, 2—F—
ARAPMEIRTLAARMNIETZHAZELDHDTDH
5., 2—¥—ax MBELTIZ56FEDEED, Y27
LaX M LTIZ45BoEENZOLZONE LTV 3.
72721, HIETOMRNITEWTYZIEEICHE T 25 #h
Do 7zbDIFRAN LTV S.
3.1 A—Y—AXFDBEEHISHER

RHD “Iterations for convergence” DIHHE L, HE5 &R
BOBBEZERT 2 ETIBEIC R /7 +—< V ZADHE
HEBZERLTED, RO EFABOEHICHET 3
bDTH3. Ryoah5 X512, BHEEOHEIL, Pk
WIRHZ 10 B TZ ORI 20 BRI o TV 5. ¥72, [11]
C [14] 1%, HEMICEBIEBD D RN e e D, T2
L, ZOEHOKMIZ, #x1DHETH->TVWBERRAIR
BT 27 3 —< Y ROEHICHKIF T 2728, HC
FNOZET 2 TEBAZIETE S L VWHARTIER
W, B1ZIE, [10] EEEE U AE X R 2 THO BIREIE
ZEHIT 20, [11] 3824k 2 EEEHE o HAE B

325D THZ. 2D/, WEELEIH 2 RS
HEDENPICRS 2 ETORERLR Y, MmoIHE S ML T
s 2 BB H 3. ZHISHROBEICK S,

%72, £HD “Target of DDA” DIEHIZ, Feibo#EsE
FROHEEHECHETZ2D DTHS. ZOHEE LD, KF
@ DDA FENHGEZ AT ¥ ZOWNIIREE (), 48
R 50%) [CEL 72D BHDTHDH (Balanced state) , FF
FEDRY KHERL HEE L § 21H9¢ (Specific state) &
Pl e nhsb. LrL, 2—F—DEFR—2 a3V
EED L7012, BRIFLLDDLELTEI e
RBuweAlsnTED [6]]18], FED BEEANOFHBIINE
RBIDTH5. ZHCHHELT, Y=o A Y —0Df7H)
PR ETFHT 22007 1LAY—EFT Y 27X, DDA F
BeMAETEII2ICED, F—20#BEE TS L A Y-
LT TEZ72DICEETHS 3. LAY —ETNLK
BWT, S ¥v—r—skEolE~y ¥y 7558
PR OREN B E T UL, FEDBEEANDOFHBIIX S
WCIEHEIC 72 2. ZD®, F—20BFIZBII 20200
D, LAY —FF VU 20 NN 2l & U7
BHMiEFERH L TN [19][20). £, L4 vY—ofT8E
TV YR BITIEARFE L OEBOHFT, NN ZHW
T RIEEE DME A2 DITENFRIRTEIRI . WS M CTHRET
HDIrHhRENTVS [21]. Y —212B0T, 7L
A ¥ —DITEEELICRHT 2 2 e TENUE, TTOTS L
AXY =L FERCAF LV ER oo —Y = v FDITEI R4
T2 TES. ENNFEHLI-B7EHICHEKT 2
e, BAEEOTENGHEIG LR LR ITIUER S0
Z YT, REETHEN 7 DDA 2T 5. MloZ v,
KBS — A TOFECEE ST, B4R HEFO DDA IJBHT
xHreEZILNS.

3.2 YZATLOARMOBRNSHER

FKHOD “Dataset collection” DIHB X, ZNZHN DY
BRETHWONET—X Ly b2, — ANDOEBRSINE D
SINEXN/=D DD (One participant) , BV EZ D
BRSINE» SINE X N=H DH (Many participants) %32
LTW3. ZLOEBBNEDL LEEH T — X2 NET 34
ERH 250, TUOOFREISATLIR MR LD
EWHIBERENDH D, 9] & [14] 1ZER D RNV EFRFOERK
DEBBINED L DORET — X EEW/OAN LT B0
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12, 13 IR T — X2 R I NTEH T 7 2 &%
TP —WEHELE XA DHWZES > x> TR T 3
72, FREFRASYRATF LR MREHALTHS. Lol
AT LARNERHIET B72012, T XL XN S
¥EF—REKELUT2FERD 5. FlZIL, HEREE
ZHWE VR 27 %5 — 450 DDA FEICBWT, ¥ 3Ia
L—Yay FCERLEERRANT T — 2% NN OF#i¥
FHRAL O30 D 5 [22]. £/, KEOATTF—X
K= ANDL—F =B LIV ET -2 MR T —&
ty FEAWEZ LT, BEHLI-Y—HLD/DHD NN %
HBELTWRHEADH 5 23] FRRFEIBVTD, F—
ZLRRFMI 2 E D ARB 2 8T, FERIICIES AT a3 R
FMEHRTE 2 EZ 5N 5.

4. BBbHDOIC

DDA ¥ M3 2 BIHEES R IC BT, @RS
W& BT+ —< Y ADA LT TR, 22— —DFHIT
BHCRZ2AR N EERT LI BEETH L. 20D,
BB FIEZ I ANT2W L 220 DDA FEEICHR LT,
S EHROIEECEEAREICET 22— —ax b
PHUDNC, FHEFAOERICHE LR ERSINERICE T
VAT LAA NS EDTHEMUERE L. BREOHMEER,
Za—5 %y Y —2EHWE DDA FEIIH LT, T
D3 EERERNIZ e TER XM RERD
BRERPUENIR DD, MOFEL AR THENIZD 08
7+ —< ¥ ZAOEBIAET DDA O HERINKHTE 3 Z &,
=Y —DITEFREBRDET Y VI EMiBRELTETE
D, =V —FNLOTRMRERERAN D EE 5 2 & TS
ERBOBBMEPEHICRETES X5k dZL, 7—
ZALERFEAMT R EL D AN B Z & TREREBHBIMELE HIR
T&E3Zr. LIdoT, 2a—¥F—ax+2FELLES,
—a2—F)ty bU—=2%EHW]: DDA FEPELETH S
tEZHNS.
SEE ARFSNIE, JST [(a—r 3 ay MURFRBIFHEE] ~
7 ¥ &S [JPMJIMS2034] OXEEZZIF7=2HDTT
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