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Rollings and Adams (2003) define a user’s experience as the impact three gaming elements —
Interaction, Visual and Audio — when used in conjunction, have on their overall satisfaction with a game.
While several texts offer consistent and detailed descriptions of what metrics should be measured
against in relation to these three elements, little is offered on what methodologies are best for gathering
requirements against these metrics, especially in a commercial environment. This workshop is
therefore aimed at those with an interest in gaming to explore various approaches to gathering
requirements across all three gaming elements and how these approaches might vary across game
genres.

Gaming, interaction design, games Ul Design, audio feedback, user-centred design (UCD).

1. INTRODUCTION

For commercial games testing, many approaches to user-centred design can be deployed. Reliance on a think-
aloud protocol in one-on-one testing may offer excellent feedback on the quality of the interaction. However, does
the mental load of trying to verbalise their thoughts while playing affect their performance and subsequent attitude
towards the game? This workshop is designed to address questions of this nature by discussing common and
novel approaches to games testing. During the course of the workshop participants will explore: 1) various
methodologies or approaches and their suitability for addressing the interaction, visual and audio elements of a
game’s design; 2) whether or not these approaches would vary depending upon the genre of game being tested; 3)
the commercial feasibility of employing various methods. The end goal of the workshop is for participants to come
away with a paradigm for testing user experience across varying game elements and genres by addressing the
pros and cons of each approach discussed.

1. DEFINING USER EXPERIENCE

Rollings and Adams (2003) 3 axes of Interaction, Visual and Audio are used to provide a common definition for
user experience as a foundation for discussion.

2.1 Interaction

Interaction is the ‘feel’ part of the ‘look and feel’ of a game. While it is highly connected to the visual element of a
game, it is more concerned with execution. Both the pathways and navigation that is required for successful
gameplay and the actual physical controls used to execute moves (Rollings and Adams, 2003). Metrics for
assessing interactivity include: how much of what a player wishes to do does the game allow for, how well does the
game translate a player’s inputs (e.g. is the game going to make the avatar jump as high as the player wants it to
jump), and how well does the game display it's reaction to a user’s inputs (how does it represent the height and
style in which the avatar jumps on screen) (Crawford, 2003).

2.2 Visual

The visual element is the ‘look’ of ‘look and feel’. This involves artwork and graphics, and is closely related to
interaction when also taking into consideration how executed actions are visually represented (Rollings and
Adams, 2003). The visual element also addresses the use of graphics and colour to set context and convey
meaning without words. For example, a red light flashing in the corner can signify a potential danger. Dim lighting
and shadows can build the sense of fear and anticipation. (Oxland, 2004)

2.3 Audio



The audio element concerns any aural components of the game: sound effects, music, and verbal dialogue. While
audio is often focused upon less than the other two gaming elements, it is an essential component of feedback and
creating an appropriate atmosphere. Audio should provide: feedback for distinctive actions (e.g. distinguishing
between positive and negative actions), help create pace and provide context (e.g. music speeding up in Tetris to
let a player know they're close to losing the game), and general gameplay enhancement (e.g. each time a
particular character comes on screen their theme music plays) (Oxland, 2004).

3. METHODOLGIES

Currently there are 4 main methods used for testing games: 1) Focus groups, 2) Interviews, 3)
Questionnaires/surveys and 4) Ethnographic research (Sweetser and Drennan, 2003). It is feasible that the
approaches that come out of the workshop are one, or a combination, of these aforementioned methods. The
purpose of this workshop is not necessarily to come up with novel methodologies. Of utmost importance is
proposing approaches that are likely to be the most effective depending upon the gaming element and/or genre
that is being explored. This could be a completely new approach or a fine-tuning of existing methodologies.

3.1 Commercial constraints

While there are no restrictions on the methodologies and approaches to be addressed, the end result is to discover
approaches that are feasible within a commercial design environment. Therefore, of secondary concern are the
time it takes to execute an approach (e.g. ethnographic research vs. diary studies vs. one-on-one sessions) and
the financial feasibility of a technique: How much is it likely to cost? What equipment would be required?

5. GAMES/GENRES TO BE EXPLORED

During the workshop, participants will have a chance to recommend approaches for testing 3 games, each varying
in terms of input methods, graphical representation of gameplay and proposed audience. Three of the following 4
games are most likely to be used in the workshop: 1) A first person shooter for the PS2 console; 2) Singstar
(karaoke game); 3) a game for the Sony EyeToy™ ; 4) game for the Sony PSP (portable handheld console)

6. WORKSHOP PROGRAMME
The one-day workshop will be divided across four main phases:

= Phase 1: Introduction — outlining the days agenda and the rationale for the workshop

= Phase 2: Position papers — participants present their position papers (c. 10mins each) with open
discussion

» Phase 3: Game interaction and discussion — an organiser will demonstrate the 3 games in turn. After each
game demo participants will be broken up into groups to discuss the best approach to addressing the 3
user experience elements for the game in question. The games will be available for participants to interact
with throughout discussion.

» Phase4: Conclusion — groups will be brought back together to discuss the pros and cons of each proposed
approach for testing each game and their commercial feasibility.

7. PARTICIPANTS

This workshop is designed for both academics and practitioners interested in games design. Potential participants
should submit a position paper between 2-4 pages long detailing their experience or interests within games testing.
Papers can range in topic from a well-researched literature review of existing methodologies to addressing issues
with various approaches from personal, preferably commercial, gaming research. Important dates to note:

= Deadline for submission: June 15"
= Notification of acceptance: July 1%

After notification, position papers, a recommended reading list and any workshop updates will be made available at

the following web address: http://www.amber-light.co.uk/hci2005/gaming. Participants are encouraged to read
all position papers prior to the workshop.
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