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Presentation Notes
Intro of myself
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ETCglobal

Carnegie Mellon

“The Graduate Program for the Left and Right Brain”



Presenter
Presentation Notes
Background of ETC.  It’s a program with a vision to bring students together with all kinds of backgrounds and foci.  Bring them together to produce ground breaking research and creative work on the cutting edge of entertainment.  Realized by the visionaries Don Marinelli and the late Randy Pausch
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Presenter
Presentation Notes
Augur started when representatives from Lockheed Martin approached the ETC and asked that we solve a big problem for them.
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Our Mission:
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Our Mission:

eMake Artificial Intelligence Better


Presenter
Presentation Notes
Big Mission Statement: Make AI Better.  Really tough for a small team of young creative and technical people.  Veritable holy grail of technology these days.  Lockheed is interested in how we may try to solve this problem in a short span of time with limited resources.
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Our Mission:

eMake Artificial Intelligence Better



Presenter
Presentation Notes
What is the difference between the AI of today and the AI of tomorrow?
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Our Mission:

eMake Artificial Intelligence Better
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Anticipation and Prediction

Ability to make a logical GUESS of user
behavior


Presenter
Presentation Notes
One of the big answers to ‘improving AI’ is Anticipation.  AI should be able to make guesses at opponent behavior and build internal models.  But this is tough against a human opponent.
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Anticipation and Prediction

Ability to make a logical GUESS of user
behavior

We need to observe human behavior!


Presenter
Presentation Notes
The only way to guess human decisions and behavior is to observe human behavior.  We needed data on what people do and this was a problem.  To overcome this obstacle we decided to leverage a service provided by Amazon called Mechanical Turk.
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amazon mechanicalturk™

Artificial Artificial Intelligence

eCrowd Source Labor
eDigital Distribution
oLOW Cost


Presenter
Presentation Notes
What is Mechanical Turk?
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Our Gameplan

1. Construct small prototypes and tools


Presenter
Presentation Notes
Simple gameplan.  We would start making small minigames based on the initial questions that we had.
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Our Gameplan

1. Construct small prototypes and tools
2. Launch products on Mechanical Turk


Presenter
Presentation Notes
Launch these minigames and tools onto Mechanical Turk using their interface and controls.
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Our Gameplan

1. Construct small prototypes and tools
2. Launch products on Mechanical Turk
3. Collect data on users/players


Presenter
Presentation Notes
Collect data from users as they swarmed in to play. Observe the data.
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Our Gameplan

Construct small prototypes and tools
Launch products on Mechanical Turk
Collect data on users/players

Study data and formulate new questions

» w bk


Presenter
Presentation Notes
Build new questions from that data.
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Cyclic lteration



Presenter
Presentation Notes
Our approach eventually produced more of a cyclic iteration process.  As we gathered data and observed it, we were able to formulate new questions and modify our prototypes to help us answer them.


GAME IT SUMMIT GAME DEVELOPERS CONFERENCE® 2012 MARCH 5-9,2012 WWW.GDCONF.COM

End Results

. 3 Full Prototypes
. 2-3 lterations for each prototype
. 3 Databases for collecting data about user experience

“‘LABYRINTH" “INVESTOIDS" “OARS & ONAGERS'



Presenter
Presentation Notes
The results of our rapid prototype iteration process.
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Respondents

eMore than 3600 Tests
«2500+ Unique Testers

oFinal Budget Cost
o Approximately $470
e Average cost per test: $0.17


Presenter
Presentation Notes
Quick overview of what kind of volumes we got out of the project and its expense.
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Why Mechanical Turk?

eDigital!

eBroad User Base (Not Just Gamers)
eUser/Test Control

eINcentives


Presenter
Presentation Notes
Digital distribution and handling of data was paramount for us to be able to gather the necessary resources in time.

Mechanical Turk also offered us useful demographics beyond gamers.  Tapping social gaming networks wouldn’t have given us access to many variances of people.

User control was important to allow us to ensure that we were gathering data off of naïve guests.  Repeat players would have harmed our results and assumptions.

Incentives help us keep users playing and testing for longer.  Without incentives, and with the game framed as ‘fun’, we may have had higher quit statistics.
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The Tip Anecdote

eTIpping as a Motivator
eINcreased Player Investment
eINterest Spike

eReturning Players


Presenter
Presentation Notes
Tipping.  Simply introducing the concept of tipping as available by mechanical turk.  How did we use it within our designs to better motivate players to perform in the game and give us usable results.  Also produced interesting results and strategies to observe in player behavior.
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And the Al?

Node Based N-Gram
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Presenter
Presentation Notes
Quick demonstration of our data at work by comparing AI build accuracy numbers.
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Takeaways

eGames as tools have unigue advantages

eDigital Online Crowdsourcing can rapidly
streamline survey or reporting projects

oClever Incentives can help generate more
Investment from User Communities


Presenter
Presentation Notes
Takeaways:
Games should be considered as a viable tool.  It helps to alleviate stress and boredom on your test subjects by framing any data gathering in a more entertaining way.  It also gives your users objectives beyond ‘give you data’ which may make them more compliant.

Digital Online Crowdsourcing is powerful, cheap, and fast.  For limited resources and time, it is a good substitution over traditional surveying and testing methods.

Clever Incentives can work to your benefit.  Try to use incentives to help drive player motivation and give them real, concrete objectives.  Do NOT try to just pay more money for their performance- More money rarely equates to better or happier testers.
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FIN.


Presenter
Presentation Notes
If Time: Ask Questions.
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Special Thanks

The Team: Advisors:
Brandon Perdue Jesse Schell
Nora Bastida .

Jim Burke

Russell Mester
Jitesh Mulchandani Sabina Fletcher

Chenyang Xia

http://www.etc.cmu.edu/projects/auqur/



Presenter
Presentation Notes
If there’s time, get to thank the team and others involved.  Direct audience to our project website for more information and the post mortem.

http://www.etc.cmu.edu/projects/augur/
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Interesting Findings
MAZE RACE RESULTS

INVESTOIDS PLATFORM PREFERENCE
Experienced Players (3+ Plays)

WOMEN MEN
29%

58%



Presenter
Presentation Notes
Time may be cut short so this slide isn’t necessarily going to make it into the presentation.  This just demos some of our results and findings for various experiments.  Left is pictured the learning path of players for Investoids, broken down by gender.  As you can see, women tended to play with Blue (low risk, low reward) preference vs. Men who played with Green (moderate reward, volatile risk) preference.  To the right is our maze experiment in which we used color to differentiate users.  3 identical mazes were given different color palettes to see how color may or may not influence play.  As noted, users tended to complete Red mazes much faster than Green or Blue.
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