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Variable BLIND RATINGS CHOICE

Challenge Time 515 791 897

Levels Attempted 7 10 12

Levels Completed 5 7 8



Variable BLIND RATINGS CHOICE

Interest/Enjoyment 63% 65% 63%

Perceived Competence 57% 52% 57%

Perceived Choice 78% 80% 82%

Effort/Importance 83% 86% 83%
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