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RESEARCH PROGRAM INTERNET OF DATA

Behavior Complexity
An entropy-based quantitative measurement of in introduced find its correlations with 
performance through iterative plays in the progress of skill acquisition.

The lines tends to link the 
bottom left corner to the 
upper right, suggesting 
experience gain co-exists 
with complexity increase.
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Abstract: Analysis of game data is 
used to study player behavior. For 
puzzle based games where solutions 
are usually defined by their action 
sequences, player behavior can also 
be studied by their solution 
complexity. This poster present a 
visualization system to facilitate the 
research of how actions, timing, and 
strategy adjustments change with 
solution complexity. Multifaceted 
behavioral patterns of different 
players are found through the system. 
The tool is expected to be useful in 
assisting game stage design and 
player cohort analysis.

Strategy Signature
Specialized glyph system is implemented to find 
qualitative differences in choice of strategy.

The Game: Players assign actions (such as 
Jumper) to a bot, allowing it to interact or 
change the landscape in a certain way so that 
following bots can take a different path 
towards safety. With good timing and 
arrangement of the actions, player try to lead 
as many as possible bots to the indicated 
destination without death. For example, a 
player can assign the Miner to dig a tunnel 
into a hill or assign the label Platformer 
which is useful in modifying the pathway 
before it becomes too steep for safe passage.

Players can sometimes "over-
complicate" their solutions 
after successful attempts 
which seems to run the 
opposite of optimization for 
simplicity.

The is glyph renders a 
(long) action sequence 
into a compact circular 
polyline. Coordinates 
of serial points are 
determined by their 
actions type and order.
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Example of Strategy Signature allows for visual 
distinction of qualitative strategy difference

Similarities of most successful attempts. A new 
action sequence is more likely to win if it falls 
into on of the categories.
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