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A Preliminary Study on the Benefits of Integrating Different Puzzle-solving
Factors in Game Design to Assist College Students in Decompression
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Abstract: As time goes by, different pressure have been generated among college students. Thus, how to improve their
stress has become important topics. This research analyzes the impact of college students’ stress and the benefits of
different puzzle-solving factors in game design. Using different of puzzle-solving way hope college students can reduce

their psychological pressure during the game experience.
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