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IDEA: Use Function Composition to Define and 

Transform Difficulty Curves
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Play Time Levels 

Attempted

Levels 

Completed

Perceived 

Competence

Highest 

Level Rating

INVERT 516 4 0 23 1880

INFLATE 433 4 2 17 1517

FIX@50 527 5 3 16 1587

FIX@START 413 6 5 26 1222

STEEPEN 618 7 4.5 25 1587

BASELINE 610 10 7 25 1260

SMOOTH 762 10 8 28 1416

DEFLATE 682 15 14 28 1328
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Transforming difficulty curves did impact player engagement 

thus supporting our hypothesis that different curve 

transformations would affect player behavior and experience
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