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Sound effects Gameplay
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A/B Testing
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Metrics

e Levels completed

e Time played

e Return rate
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Secondary

Objectives Tutorials

Aesthetics

Tap on a seed packet to pick it up!
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Refraction Hello Worlds Foldit
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Refraction
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Hello Worlds!
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Player Tracking

e Flash cache / login name

o« New players only
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Statistical significance

95% confidence level (p<0.05)
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Result:

Music and sound effects did not matter
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Experiment #2: Animations
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Result:

Animations improved engagement
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Refraction

Levels Completed

1No Animations
M Animations
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Refraction

Return Rate (%)

1No Animations
M Animations
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Hello Worlds
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Hello Worlds

Return Rate (%)
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Experiment #3: Secondary Objectives

B
(Super Mario Bros., Nintendo 1985)
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Hypothesis
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Reality

100 With Coins
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players

Levels
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What about time played?

100

% of
players

Time



SOCIAL 6 ONLINE GAMES SUMMIT GAME DEVELOPERS CONFERENCE" 2012 MARCH 5-9,2012 WWW.GDCONF.COM

Hypothesis

100 /="y With Coins

% of
players

~

~
‘



SOCIAL 6 ONLINE GAMES SUMMIT GAME DEVELOPERS CONFERENCE" 2012 MARCH 5-9,2012 WWW.GDCONF.COM

Hypothesis
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Reality: Many Players Quit Sooner
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Distribution of Time Played in Refraction
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Result:

secondary objectives harmed engagement
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Saracens Flag Collected

9 /100 Saracens Flags

were collected from Damascus

(Assassin’s Creed, Ubisoft 2007)
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Maybe easier is better?

(Super Mario Bros., Nintendo 1985)



GAME DEVELOPERS CONFERENCE" 2012 MARCH 5-9, 2012 WWW.GDCONF.COM




SOCIAL & ONLINE GAMES SUMMIT GAME DEVELOPERS CONFERENCE" 2012 MARCH 5-9, 2012 WWW.GDCONF.COM




SOCIAL 6 ONLINE GAMES SUMMIT GAME DEVELOPERS CONFERENCE" 2012 MARCH 5-9,2012 WWW.GDCONF.COM

©
- o
| e
= 8
./ \ r




SOCIAL 6 ONLINE GAMES SUMMIT GAME DEVELOPERS CONFERENCE" 2012 MARCH 5-9,2012 WWW.GDCONF.COM

| w—




SOCIAL 6 ONLINE GAMES SUMMIT GAME DEVELOPERS CONFERENCE" 2012 MARCH 5-9,2012 WWW.GDCONF.COM

100| ™oy

\\ Off-path Coins

% of ™\
players

———
-~

Time



SOCIAL 6 ONLINE GAMES SUMMIT GAME DEVELOPERS CONFERENCE" 2012 MARCH 5-9,2012 WWW.GDCONF.COM

On-path Coins
% of \\ P

players




SOCIAL & ONLINE GAMES SUMMIT

MARCH 5-9, 2012

GAME DEVELOPERS CONFERENCE" 2012

WWW.GDCONF.COM

Distribution of Time Played in Refraction
100 ,
]
{as
[
I
o 807 /
) !
= !
s [ s
8 60 -
(®)
Q
o
£ 40 .
Q 1
3 |
v i
& 20 !
!
1
[
O I I I T I T
0O 15 30 45 60 75 90 105 120 135 150 165 180 19
Time Played (minutes)
No Coins ==Off-Path Coins ==0On-Path Coins




SOCIAL & ONLINE GAMES SUMMY

GAME DEVELOPERS CONFERENCE" 2012 MARCH 5-9, 2012

WWW.GDCONF.COM

100

Distribution of Time Played in Hello Worlds

(o8]
o

o))
o
|

o 60 -

s~ 50 -

-~ a0 \

30

Percentage of Players
=
o

N
o

15 30 45 60 75 =10] 105 120 135 150 165
Time Played (minutes)
No Coins ==0n-Path Coins =QOff-Path Coins




SOCIAL 6 ONLINE GAMES SUMMIT GAME DEVELOPERS CONFERENCE" 2012 MARCH 5-9,2012 WWW.GDCONF.COM

Result:

secondary objectives were good if they
supported the primary objectives
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usi “E"’ s This is the BACKBONE of the protein
("‘“” 0‘ Tell'me more.
<A> 8 <D>TO

MOVE
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Refraction and Hello Worlds:

no effect
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Result:

text tutorials helped only in
the most complex game
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USE <LEFT> 8
<RIGHT> OR
<A> B <D>TO
MOVE

This is the BACKBONE of the protein

Tell me more.

13 24
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(2/6)

@ Click on a laser to view its value ) .-" .
| with the magnifying glass - " You can bend the laser using benders.

Benders have an input and output
direction, so place them carefully.

Laser beams cannot go through asterocids,
80 make sure to avoid them!

Context-sensitive Context-insensitive
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Result:

context-sensitive help was better
(if tutorials helped at all)
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Let’s gather more data

e Let us A/B test your games!
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