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3. One can describe the interface between player and game as simultaneously occurring
within two layers. The first layer concerns the player, who presses buttons on the
controller to manipulate the avatar, and also call the "user-avatarj interface. The second
layer concerns the avatar and how it manipulates various objects within the universe of

the game, and call this the Favatar-game world 5 interface.

Try to deeply answer the questions below

I. Why to distinguish between user-avatar and avatar—-game world interfaces? Try to
concentrate on the user-intuition in Psychology, and describe your analysis. (15%)

I1. In many classic game designs, the complexity of the user-avatar layer is fixed at a
low level. Usually there 1s just one directional control and perhaps one or two action
buttons to manipulate the avatar. How about the complexity of avatar-game world

interface in classic game design? Try to describe your frame of references. (15%)
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