After the first game activity (exploratory interview)
BRIERIEN LSRG EREVTRO
1. Player Experience 3% 56

The purpose is to identify the enjoyable aspects and the problematic areas. H )&k 2] 5k i
I A

1. Today, we played various games. How do you feel about your overall experience
today?
S RBAT 0 747 JURM e,  BREAR B B ARE?
o Which game do you like the most out of all of them? Why?
FEIX LG AR B, b R — A7 BRERIR UL, et 4 Ty 1R ) =0 2
2. lIsthere any stage of any of the games that you enjoyed the most? Why? (Follow up
prompt if needed: Are there points where you felt happy or very focused?)
FEIX LR B, A EA R — B R R =52 . Rl B2 - ame?
(WERTHFELE N A EAWAI R, S ORI L, 8RR OfEI? )
3. Isthere any moment or any conversation that you remember particularly clearly?
A8 — TS KRB, AERAR— S, SEW—BRIIRNE, LEIEAR
KFFANEHE . ENRIRZI 2
4. Isthere any game that you find particularly challenging? Why? For example, is it the
operation, understanding of the game, or cooperation?
BEAWAWE, EEA B, AP ? R R AT ?
Fe R AE OB B R A U AN KL, IR ERE I A AR 5 ?
o Isthere any part of a game that you find a bit difficult or not going smoothly? ( For

example, it could be about timing, the amount of information, or just needing a
moment to figure something out.

TR, HRAW—/NB, IHERASE SR A SAN?
XAl SICIEMNAIA S, B EEEE R — N A RZ, B EE N RE—
8, AHIET PR EAM?
5. During the games, were there any moments that felt frustrating or tiring? Or moments
where you found yourself getting more and more engaged? Can you tell me about them?
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2. Game Mechanics, Design, and Teamwork J#kPLH . it 5 HE A UME

To understand whether the design logic is reasonable and how teamwork and
communication influence the play experience.
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1. When you started playing, were the game rules clear and easy to understand?
— AR BT i, AT AR U B NS R 7 P AN LT PR AR 2

2. During the game, was it easy for you to operate and control? Were there any parts that
were less smooth for you?

(for example moving the character, clicking buttons, entering information)?
FEPFARIEAT b, BAEX BRI EATINT-? GEAame )y, EEREH AR
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3. Of the games you tried today, which game felt most suitable for partners with different
backgrounds or experiences? Why?

AR IR LAk B, AN EGE S YR AR R A
N—ilEhe? ot A X1 e ?

4. How would you describe the teamwork with your partner? Were there moments that
went particularly smoothly, or times when communication felt difficult?

Ty, BMSRXMVBEEIEEREARE? AERAW—SrE, BKaSRnn? 4
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5. How did you and your partner decide on roles or division of tasks? Did this
arrangement feel comfortable, or would you prefer a different way of working
together?
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6. Was there anything in the gameplay that felt confusing or unreasonable, especially
in terms of how it affected cooperation or communication?
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3. Intergenerational Dynamics fAfx 5.3

The purpose is to assess intergenerational values, which is the core of MRP. iX —#l /3 & 48

I
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1.

Compared to playing games of any kind with people your age, did anything feel different
today? UIRIRAMEEALZF LN —BITtEEER, EwESRXMER T, A1
AR ?

Can you tell me about any moments today when you and your partner supported or
helped each other during the games?

E—RE AR T, HBEAWRLER i, B TAET . TR ?
REANREERFL A E—S, IR HLECH IR B ?

Based on today's experience, was there anything that gave you a new perspective
on the other person ?

REALSRIZR—BItHAR:, B RARN XA ERE Ik Ea — SR ?

4. Improvement & Future Potential B3t 5 Rk

The aim of these questions is to help improve the games. iX — ¥4 & AT W R 2, 47

EFATTZ IR R PLIE I R A B G & RIS s S N

1.

Are there any parts of the games that you would like to adjust or improve? What would
you change?

FER LI, A A MRLEI Ty, IR — 2, SRR 4 ?

T AR R R TR T ? TR A ?

o Are there any features or elements you think should be added or expanded in the
game? Or are there some parts where you think it could be simplified a bit?
BRARRE, AR A sh i, RATUHZ — AL M E— &
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Thinking about today’s flow, were there parts that felt especially smooth, or parts that

you think could be arranged in a more convenient way? (For example, such as the

introduction, group formation, time arrangement, etc.)
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3. What kind of gameplay do you think would be more suitable for people from different
generations to play?
B, Hrarembus, HBOE G AFRFERPNES RIXFE—Eh?
Billn. WG — AL IR, 238, BE R — RS THRE. RSN
H AR AR A 2

4. If there are other games available for you to choose from in the future, what kind of

experience do you hope the game to have when you play it? (i.e. What features do you
expect it to have?)
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5. Would you like to participate in similar activities in the future? Why? 415 DL 5 F 7M5%
S RIXFERES), LSS ?
TR LU, A48, B N AT RE S ?



	第一次游戏活动结束后（探索性访谈）
	1. Player Experience 游戏体验
	3. Intergenerational Dynamics 代际互动
	4. Improvement & Future Potential 改进与未来


