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Developing a user experience evaluation method for serious games and learning effect
s using pulse waves and eyeblinks
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In order to evaluate the learning effects of serious games, there is a need to est
ablish evaluation methods of user experience, such as enjoyment and the sense of reality of the game, amon
g others. This study investigated whether biological signals, such as pulse waves, and button operating be
haviors might be useful as objective indicators of user experience. The results indicated the Lyapunov exp
onent of pulse waves and the freguency of button operation could be effective indicators of psychological
states and operating behaviors of players, which might be applied to developing user experience evaluation

methods.
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