What makes gameplay videos enjoyable to watch?
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What makes some action sequences more enjoyable to watch than others? Videos varied in how enjoyable they were Vlfjeo§ judged as rl.slfler Were.assoaated Videos Judge.d to have higher map f:llfﬁculty
to watch. with higher map difficulty ratings. were also reliably rated as more enjoyable.
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Future work should develop input-computable models that predict reliable variation in enjoyment, not only
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