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ABSTRACT: The work aims to evaluate the user experience of the game more intuitively and effectively, so as to elimi-
nate the uncertainty in single evaluation standard. From the perspective of traditional MDA game design, the biometric
feature measurement of user was introduced to construct a user experience evaluation model based on Dynamic Bayesian
Network. User experience elements were selected from the MDAUX framework as the input layer nodes of the Bayesian
network. EEG and eyelid movement state of the user were selected as the output layer nodes of the Bayesian network
through the biometric feature measurement. The first-order Hidden Markov Model represented the influence relationship
between the user experience on two adjacent time slices, thereby realizing a dynamic evaluation of the user experience.
The feasibility of the model was verified by biometric feature measurement and a knowledge platform was established to
practice the application. The user experience model based on biometric feature measurement can effectively reflect the
status of the user experience.
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Fig.2 Construction process of user experience evaluation model
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