PLAYER JOURNEY MAP

Device: Keyboard - Gaming Experience: Guilty Gear Series, The King of Fighters Series - Highest achieved stage: Stage 83 (Survival C Course)

v SUMMARY The challenging HP management and limited rewards in the Survival C Course contribute to a high perceived difficulty (4-5/5) Q. How likely are you to continue playing it?
s o) P ] O v EARLY STAGE (173) Struggled with HP management and point allocation in the Survival C Course; rewards after each stage felt insufficient
- Male, 34 v MID STAGE (477) Kept facing HP challenges in the Survival C Course; rewards felt insufficient - Enjoyed the Story Mode's plot, visuals, and voice acting * All 11 Participants' Average: 2.6/5
v LATE STAGE (8710) Kept struggling with HP management and unsatisfying rewards in the Survival C Course - Practiced combos but rarely used tutorials and guides
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