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Who am I?

A Engineering Master in computawenalistics
A Technology developer (EU FUGA project)
A Game design researcher

A Investigating quality of fun in gameplay
A BTH Game and Media Arts Laboratory

A Player experience and interaction studies
AEUf unded project: AFun of
A Game Usability

A Consulting in psychophysiological studies
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We start with a general definition of

usability and games. Then we explorel) Deflnlthn Of game usablllty

the concept of game usability.

We get some hamisinsight into
psychophysiological study of game
experience and its implications.

Subsequently, we take a brief glanc
at new interaction forms in games.

We summarize and conclude the
potentials of game usability studies.
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2) Experimental player studies
3) Interaction and fun

4) Conclusion



Definition of game usability




What is usability?

AAchi eve goal s withe
A Efficiency
A Effectiveness
A User satisfaction
A Nielsen (1993)
A Learnabilitfeasyto-learn)
A Efficiency (high user productivity)
A Memorabilitieasyto-remember)
A Errors (low error rate, rectifiable)
A Satisfaction (subjechiueof uge
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Karat’s (1997) definition

NThe usabi |l 1ty

attribute of the product alone, It IS

attribute anteractiowith a product
In acontext of useo
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Usability evaluation methods*

A Empirical usabillity evaluation

A Performance tests

I Task effectiveness (speed, accuracy, errors)
A Attitude surveys

I User satisfaction and perception (questionnaires, interviews)
A Common examples

I Thinkaloud protocol
Useidata collection (cf. performance test)
Psychophysiological experiments (eye gamaeh&diG, EEG)
Surveys and guestionnaires
Interviews
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Usability evaluation methods*

A Inspection methods
A Heuristic evaluation (rules of thumb, expert review,
A Cognitive walkthrough (learning of tasks)
A Design walkthrough (scenarios for design element:
A Consistency inspection
A Feature inspection
A Theorypased reviews
A Standard inspection
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Why usability?

A Usability forms basis of user experience
A Can be broken down into measurable ite

A Time (tasks, completion, movement)
A Errors
A User Initiated Events (UIES)

A Evaluating user satisfaction is difficult
AHow do you measure Af ur
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Link to game systems

AKIm et al. (2008) of Microsoft User Resex

NThe most compl ex
usability practitiorier

humannteractiomwith
videa@ames 0O
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What are games?

A Structured activity of enjoyment
A Goals
A Rules
A Challenge
A Interactivity
A Skill development
A Learnable

A Satisfaction
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Origins of game research

A Game studies deeply rooted in cultural s
A AarsetiMayraluu)Jarvinen
A Early research using
A Reflections
A Humanities approach
A Qualitative evaluations Gagsalyo
A Education (Jenkins, Séueaskizgenfeldiielsen)
A Few to none empirical studies (e.g. Yee)
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New breed of game research

A Empirical studies (using scientific methot
A Surveys (Y@&gchsen
A PsychophysioloBayaj&almineiivikangas
A All of the above (Lindley, Nacke)
A BehaviordlU&selsteigt al.)
A Communication scienkémmMmy

AResearching NFUNO
A Objective and subjective measures
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Game usability

A Study the activity of playing a game

A Towards measuring fun
A Combination of scientific approaches

Als the game
A Learnabldéun to playmemorable, fadfe
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Experimental player studies




Scientific method

0000000



Design experiments

ABef ore designing e

A Compare two identical situations

A With one (or more) differential variables
A Control conditions

A Cause present vs. cause absent
A Randomization

A Null hypothesis

A Falsification of hypothesis
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Game Design
Considerations

ThiHalfLife 2 levalas designed
especially for increasing levels of
challenge, divided into three
different rooms, each containing
different opponent types and
attaclpatterns.

The player is limited to using the
crossbow and crowbar weapons,

Flow Check Level

Player Start
(equip suite,
crowbar, crossbow)

making combat mechanics difficultie

in themselves.
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(in crate)
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npc_zombie spawn points
item_item_crate ammo/health supplies
high ground cooldown spots
npc_fastzombie spawn points

doors w/ conditional triggers

npc_headcrab_fast spawn points
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None of the doors @ can be passed through. ‘
The player is limited to fight in the open
corridor.




Psychophysiological
Instrumentation

Solution

A custom instrumentation solution
was built that integrates in the
HalfLife 2 Hammer Editor.

The event code system directly
connects to the psycho
physiological hardware (Stellmach
2008 to be presented at
International conference on Fun
and Games).




