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Table 1 Storage of the log data for tester version of shoot them up game 

File Name Storage 
Log_Time Current time of the device 
Log _Acc Accelerometer’s value 
Phone_Info Smart phone model name, resolution and 

memory size 
Log_Location Player’s location 
Log_Touch Player’s touch position on the screen 
Log _Gyro Gyro sensor’s value 
Log_Status Food, Wood, Arrow, HP, Score and Members 

The data in these files is of two types i.e. in-game data and 
context logs. In-game data refers the actions chosen by the 
players and resources which are available and being utilized. 
Action includes hunting, arrow making, wood collecting, and 
rest. Available resources include a number of arrows, foods, 
woods, remaining HP and joint members in the group. The 
resources being utilized includes a number of shoot arrows, 
consumed foods, consumed woods, and passed days. Based on 
in-game data we can figure out the strategy used by the player 
for efficient resource management. 

The context logs refer to the outer environmental conditions 
of the player and the mobile device. These variables include the 
starting and ending time of the game, location of the player 
while playing the game, position of the screen being touched 
by the player and movement of the mobile device. Based on the 
data, we can figure out the expertise level, interest in game, 
time and location of the player as when and where the player 
used to play the game. 

 
Figure 3 Player's Movement while Playing the Game. 

IV. DATA ANALYSIS 
In this work, we interpreted the behavior of the game player 

based on context logs. First, we analyzed the data of the 
accelerometer. Accelerometer records the position co-ordinates 
(x, y and z) of the player. Given the co-ordinates at two time 
instants, we can calculate the distance covered by the player 
using Euclidean distance formula. The resultant distance can be 
analyzed to interpret the player’s movement. Second, we 
analyzed the data of the touch screen sensors during the game 

play. Observing this data, we can deduce the understanding of 
the player about the game.  

Figure 3 shows the acceleration (Euclidean distance) for 
three different players. It can be seen that P2 shows very less 
variations in the acceleration. It reveals that the player is 
playing the game in static position. P3 shows large variations 
revealing the fact that the player is playing the game while 
traveling. However P1 shows static as well as dynamic 
behavior. Figure 4 shows the understanding of the player based 
on touching the screen of the mobile device during the game. 
P2 seems to be well aware of the game that touches the screen 
at exact points while P3 is a novice player that tries to explore 
the other options in the game. P1 in more aware than P3 but 
still it seems to have moderate level of understanding. 

 
Figure 4 Player's Touch Points on the Mobile Screen during the Game Play 

V. CONCLUSIONS AND FUTURE WORK 
In this paper, we have shown the significance of the data 

logs collected to interpret the behavior of the game player. In 
addition, it can also be used to develop good quality games and 
improve user interface. The initial analysis reveals that we can 
interpret the position of the game player and understanding of 
the player about the game. In future, we will also in-corporate 
in-game data to interpret the behavior of the mobile video 
game players. 
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