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Abstract

An Investigation into Smartphone Game Engagement Factors

for Children

Naoteru JINJO

In recent years, the usage of games in smartphones for children has gained popu-
larity. Also, tablet or a portable game machine is used for education in which game is
known to enhance the learning effect. For children, in order to continue, it is important
to identify the cause of fun in games. However, little is known what fun factors of games
in smartphones for children. Thus, it is difficult that designers develop approvable and
effective games in smartphones. Therefore, we investigate the cause of fun factor of
games in smartphones for children. This paper conducts an experiment where partic-
ipants were asked to play a set of given mobile games, with varying complexity and
features. The results suggest a significant correlation and a main effect of three factors:

interaction, difficulty and realistic.
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