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Appendix: Research Methods

N [ Player behavior analysis
Behavi Eye movement teSt* Udata real-time platform
ehavior * Real gun experience ' o AB test Personalized recommendation

What did users do

Heart rate test B Noah Stream Computing

|
[
|
Y Car Racing Experience 7 Internationalized Games experience Index

M Map Creator Data Inquiry
Data Interface Intelligent Bl

Desktop Research EEG test

] ] UX Comprehensive Diagnosis
Accessible Design

Operation load analysis * Prometheus
* CAA test

B Overseas observation sites )
Data Crawling

* Industry mapping Touchpoint heat map
Basic Experience Assessment Enhancement Model

Competitive product
disassembly

B KOL test ! Visual fatigue analysis Conversion Funnel
Mix |- - e
RB Test
® VIP Test I
I Game Rankings
Competitor Library Middle Office | Third party industry research
Reality Test [ . .
Lab Test | Frontier Insider
. S|nk|ng Market Research: Public Opinion Monitoring Analysis

qcream Test

In-H Intervi
e . . * Light Questionnaire
Top Players Interview

Online Questionnaire
Phone Assisted Questionnaire

Focus Group GAC view Information

Tieba cross-analysis model

Telephone research Interactive questionnaire

Attitude In-depth interview
What did users say

Real-time questionnaire

~

Qualitative Mix Quantitative
Why did they say/do it? To what extent

(O Basic Method
[ ] High-level Method

* Innovative Method

High
Cost



