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Abstract Hidden object game is game that searches for various items hidden in the screen. In this research, we propose
to use the eye tracker to measure the movement amount of the gaze of the player and apply it to the level design. As a
result of measuring the movement amount of the gaze of the player using the existing hidden object game, it was found
that the clearance time indicating the degree of difficulty is proportional to the eye movement amount. Next, we
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experimentally produced a new stage considering the amount of eye movement, and verified its usefulness for level
design.
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