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Roller coasters, as one of the most popular attractions in amusement
parks, offer an exhilarating experience that is loved by players all over
the world. (Image credit: Pexels, licensed under Creative Commons

Roller Coasters, with its numerous loops and towering heights, bring
joy and excitement to players. (Image credit: Unsplash, licensed
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The boss battles in the God of War series were analyzed via the
game-refinement theory and motion-in-mind, where their entertain-
ment aspects were determined. These aspects provide an exciting
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