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[l The Main Subject
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Fig. 1. BunnyPang Game Screen
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Table 1. Difficulty Failure
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Table 2. Stage Average
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Fig. 2. 59 Level of BunnyPang Game
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Table 3. Stage Difficulty of 59 Level
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Table 4. Player Exit Rate of 59 Level
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Fig. 3. 2 Level of BunnyPang Game

A e wpsoll] SR HiE el ubsRs shel
208 Rot weg AR ik S ehle 20z o
Aol Zutol] Sgs1= apolt). sy Ple FohB(ZE)o]
A8 Gl A2 Fololt e 828 WF A8 WA
AREA Felolald de 4TE 5 .

Table 5. Level Difficulty of 2 Level
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Table 6. Player Exit Rate of 2 Level
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