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Levels Attempted Levels Completed

Box Plots: 10th, 25th, 50th, 75th, 90th percentiles Significant differences



Levels Attempted Levels Completed

No differences among conditions for Challenge Time

Box Plots: 10th, 25th, 50th, 75th, 90th percentiles Significant differences



Highest Rating Per-Level Rating

Box Plots: 10th, 25th, 50th, 75th, 90th percentiles Significant differences
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