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Abstract : "Party game" is a game mode that enables players to maintain a good social and interactive experience. The
common game modes include Teamwork, Team competitive, Independent competitive, Battle Royale. Party games are defined
as a game with easy rules, easy to play, quickly spice up a party, and support four to six players. It also needs to let the player
feel satisfied no matter victory or defeat. However, players may feel negative or angry when the game is imbalanced, especially
when they play with teammates. Some players care about winning or losing, and they will blame it on the game mechanics.
What is more serious is that the player will cause the argument, which is unnecessary. These behaviors that trigger quarrels
and negative emotions often originate from the player's determination of the victory and the ratio of victory during the
competition. In view of this, our research invited a group of subjects to the experiment, which is going to inspect player’s
emotions by Electromyography (EMG) and Electrodermal Activity (EDA) when they are playing party games with others. When
a player wins or loses, the negative and positive feeling will be recorded from the game beginning to the end. At the same time,
physiologic and emotional reactions are also being recorded in each part of the game. The game will be designed as telling the
interaction when players are in the quest of a party game. The experiment content includes the emotional changes affected by
the physiological values of game victory and defeat between “player against friend” and “player against stranger.” Through
this experiment, the balance between winners and losers lies in the basis of good game interaction and game interaction in the
game and explore the emotional positive and negative effects caused by the result of the party game. The result shows that
“player against  friend” has a significant negative emotion and significant positive emotion at  “player against  stranger.”
According to the result, the player's experience will be affected with winning rate or form when they play the party game. We
suggest the developer balance the game with our experiment method to let players get a better experience.
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