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There are many ”skilled tasks”, which require people a lot of time to acquire skills. In these tasks, it is important
and difficult that instructors properly understand the proficiency stage of the learner. This study aims to develop a
method to estimate the proficiency stage by combining the performance with the task difficulty consciousness. We
proposes a proficiency stage model which has two axises of learning outcomes and difficulty consciousness. In order
to estimate the two values, we utilize the learner’s performance and physiological indices. We created a shooting
game task and experimented to consider the utility of this model. As a result, LF/HF tended to react if the learner
was considering a new method for solving the task, and SCR tended to react if the learner was establishing it. This
result suggests the utility of physiological indices to estimate the detailed changes of difficulty consciousness.
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