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Good afternoon everybody,
Thank you all for coming today,
Let’s get the introductions out of the way, 



David Tisserand
Senior Usability Specialist

Sony Computer Entertainment Worldwide Studios Europe
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My name is David Tisserand, and I’m Senior usability specialist at Worldwide Studios Europe, part of Sony Computer Entertainment.

I’m part of the team responsible for user testing our first party and external titles as well as supporting our American teams with tests of their titles in Europe.

And like everyone, I have a past, although mine is serious...
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…my early career was spent on testing the usability of French Air Force systems and it included full weapons training.

But that’s another story, and one better told later at the bar.



Today’s Talk

15 Years PlayStation user testing
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To start... today I’ll give you a brief history of 15 years of user testing at PlayStation.



Today’s Talk

15 Years PlayStation user testing

6 lessons for testing social games
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Before moving on to my main goal which is to share with you 6 key lessons I’ve learnt when testing  social & casual games.

Through this journey I’ll tell you how to avoid…
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... making kids cry at your test...
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... and getting arrested by the police



A Brief History of User 
Testing in WWS
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Before these exciting stories... let’s have a look at the history of user testing in Sony worldwide studios.  

For this we must travel back to the early 1990’s…



Games Design in Early 90’s
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It’s worth remembering what most games were like during this period.  

I’m sure most of the audience spent hours in front of screens like this one.




Arcade mindset
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Back in that time many game designers were still in the arcade mindset, and designed tough challenges for players ... 
in order to part them from their money.




Home console games often tough
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Although successful, home console games were also tough.

Even the family-friendly games of Nintendo required great skill, 

or a good cheat book, to get through them.





PSOne attracted less hardcore gamers
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But the launch of the Sony PlayStation, with its stunning 3D graphics and more GROWN UP image attracted a less hardcore audience.





Games needed to be more accessible
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It was clear that games needed to become more accessible in order to entertain this new audience without frustrating them.



PlayStation’s User Testing Pioneers

1996
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So, back in 1996…
That was the time when you had the choice between playing on a Nintendo 64, a Sega Saturn or a PlayStation.




Tokyo 1996
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And SCEJ decided to focus on improving the quality of PlayStation games to give us a competitive advantage.

So they set up the monitoring committee, testing Sony games with users for the first time.



The Pioneers
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They started by testing Japanese games like Parappa the Rapper, IQ and Arc the Lad.

But one day… 





The Pioneers
And then one day Crash Bandicoot came into the office…
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... Crash Bandicoot arrived in the testing room.

Although already on sale in the west Mark Cerny wanted to asses the appeal of Crash before releasing the game in the Japanese market.

Actually who played Crash 1 in this room? 
Please raise your hand those who played Crash 1.
How difficult did you think it was?

Well the monitoring team’s findings weren’t great neither! 
 




I quit!”I die...I die...“I die...

Movie
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Player’s feedback was that the game was typical “Yoge” 
(which means a foreign game in Japanese), 

very pretty but too hard 
(One of the famous quote from a Japanse player is “I die, I die, I die, ... I quit”)



California 1996
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Learning from that experience, Mark decided to bring the techniques home and test his future games with American audiences while still in development.



User Testing
Crash 2

How to make it 
less difficult?
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And this is how user testing started in WWSA... testing Crash Bandicoot 2.

The task was simple... make the game less difficult.



Checkpoint-to-Checkpoint
classic structure
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As I’m sure you’re aware, the Crash 1 had a classic platform structure where players progress from checkpoint to checkpoint.



≈ 160 Challenges
between checkpoints
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It set the player an average of 160 gameplay challenges between checkpoints, that’s 160 obstacles to jump or enemies to avoid.

As we seen, this lead to a lot of dead bandicoots ...

...and a lot of frustrated players.



only 10 Challenges
between checkpoints

Presenter
Presentation Notes
So, to reduce the difficulty, the solution seemed pretty straight forward, less challenges between checkpoints.  A lot less…

In fact only 10.

Less challenges would mean fewer deaths…. 
fewer deaths would mean more satisfied player.

But of course this was all just theory. How did it work out with real users?



only 10 Challenges
between checkpoints
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Well, the game was easier. 

But not as much as intended, it was still too hard. 




+ more Checkpoints
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So to fix this, as well as decreasing the number of challenges, Mark introduced a whole heap of additional checkpoints.

Which re-testing showed worked and reduced the number of deaths to a more acceptable level.



Players should get through a 
stage in 20 minutes
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And by Crash 3, the team was out of the arcade mindset.

Rather than having a set of challenges that users had to pass, 

Marc used time based heuristics such as wanting to get an average player through a stage in 20 minutes.



User Testing Spreads
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From these early successes...




User Testing Spreads
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... , user testing quickly grew out from Naughty Dog to all the major platform game teams. 





10 seats facility
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Actually WWSA built a testing facility in Foster City in order to test all these games with 10 users at the same time.

And by testing this way... they realised that testing with 10 users was great for gathering big volume of data in a short period of time. 

But it also has its downsides




Downside 1: Players Cheat
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For example, Players Cheat all the time

having 10 people playing games in the same room creates a social dynamic where gamers cheat by watching each other and learn solutions from the better players

And this biases our data... because we can’t tell how difficult they really find the game.








(simple) solution: put up barriers

Presenter
Presentation Notes
The simple, practical solution was to put up barriers to prevent users from seeing each others screens, 
give them headphones 
and make sure they didn’t talk to each other while testing.

So you can be more certain that your data is reliable.




Downside 2: Observation is difficult
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Now trying to watch 10 people playing at the same time is really difficult

But to tune your game you need solid data like where and when they die... and how often.

You can’t get reliable data just by taking notes as they play



1. Record to VCR
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That’s why... in the early days... everything was recorded on VCR.




2. Watch on fast forward

Presenter
Presentation Notes
After the test, the Producer would sit down and watch the footage at double speed 



3. Write down each death
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while manually recording each death and its cause.  

Not the most glamorous of jobs... plus it’s slow and prone to human error.



Let’s give it a try…

MOVIE
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So time for some audience participation, 
I will show you a small clip of Crash gameplay at double speed
and I will let you count how many times Crash dies AND the cause of its death



So, how many deaths?

x5

x1

x0
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OK, so how many did you spot?


Well, there were 6 deaths in that short sequence: 
- 5 from falling off a log
- and 1 from being hit by a fish
(The fish is a little hard to spot so to help…)

at least this player managed to avoid being eaten by any of the carnivorous plants.




X 8hrs of 
gameplay

X 10 
users

and repeat!

Presenter
Presentation Notes
But that was just one level.

Imagine doing this for the whole game, that’s at least 8 hours of gameplay 
multiplied by 10 users.

A LOT of footage to track without loosing focus.

It was obvious they needed a better solution…



Solution: Record Automatically
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…such as recording key events, such as deaths, to a memory card.

This gave reliable data that could be reviewed straight after the test.




Solution: Record Automatically
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These days, we are recording data via the PlayStation network 

& developing visualisation tools to help designers spot patterns and make the most out of the information.



Established testing process

2.
Questionnaire

1.
Playthrough

3.
Roundtable
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Thanks to 15 years of experience testing traditional games, WWSA has a solid testing process across all the titles

Starting by observation and data tracking
Asking users to fill questionnaires at key points of the playthrough
And finishing with a roundtable discussion to gather users overall feedback






What it achieves ?

Quality

Consumer relevance

Innovation
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And this testing process has been proved to increase the quality of their titles
But also increase their relevance to the target audience
And it supported innovation by allowing to test new ideas very early in development and validate them with real users. Something that the GoW team is doing very well. As soon as they design a new weapon, or a new type of enemy, they put it straight away in a grey box level, and test it’s usability with real users. This way they can quickly realise what works and what doesn’t when the code is still very flexible.





Evidence
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If proof was needed
the studios who are testing the most in WWSA have a consistent high rating.
Don’t take me wrong, I’m not saying this is only thanks to user testing 
They are many more ingredients like great team, great tools, etc. Etc.
But all these teams say that their games will not have reach this level of quality without user testing.





Europe 2003
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OK ... Now let’s have a look at Europe. 

Back in 2003 ...



Traditional games testing
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... we took on board the process from our Japanese and American colleagues for testing traditional games.
�And used it on titles like 
Killzone 2,
Little Big Planet, 
And Heavy Rain

PAUSE

And we’ve supported some key American titles by testing them with European users



Dedicated facility
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We also built a state of the art facility for testing those traditional games
And we recruited 5 full time usability specialists who work across all WWSE titles.

Although we’ve tested a lot of traditional games, it wasn’t actually these games that made us START user testing in Europe.








2003
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For that story we need to rewind to 2003.

At this time WWS Europe had never user tested their titles.



2003 as well
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In this year the London Studio created EyeToy: Play.  




Your body is the controller
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This was the first game that didn’t need a controller to play it.

Giving players an entirely new way to play videogames.





So you didn’t need to learn this…
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And by removing the barrier of a complex controller…



Accessible to new players
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It opened up gaming to new audiences.



Hopefully…
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At least, that’s what we hoped.  This was an entirely new interface for an entirely new audience.  Who knew if they would enjoy playing it  ... And even if they would be ABLE to?
There was only one way to find out… 



Let’s test !
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test it.

The problem was: test it how?  




Maybe we need to 
adapt our 

methods ???
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We quickly realised we couldn’t test it in the same way we tested traditional games in a lab.

In fact, this problem would occur again and again in the coming years…





And EyeToy:Play was just the beginning
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Because EyeToy: Play was just the first in many innovative social games that WWS would produce in the following years.




New interfaces, new audiences

2003 2004 2005
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And each would introduce new types of gameplay
with new accessible interfaces
for new types of consumers…




Fitness
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From personal fitness programs…




Singing
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To competitive singing games…




Quiz
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To buzzer powered family quizzes




6 Lessons for Testing Social Games
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And all of these games taught us new things about user testing, 
and that’s what we’d like to share with you today as we explore…
Our 6 lessons for testing social games.

To start with let’s review the 3 key differences between traditional and social games



Traditional vs. Social

Audience Environment Play patterns
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The audience who plays these games?
the environment in which they are played?
and the patterns of gameplay they imply

These 3 things have clearly influenced the way we currently test our games.



Audience
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So let’s start with the lessons we learned about the audience



Lesson 1

Test with the target audience

(they aren’t like you)
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Lesson 1: It’s mandatory to test with your target audience
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We all know these people very well. 
Most us were or still are like them. 

And traditionally they’ve been the type of people playing our games 
and therefore the kind of people that were recruited for user testing.




Social were titles intended for 

“non gamers”

Presenter
Presentation Notes
But the social games we started to develop in 2003 were intended for “non-gamers”



Think you know what 8 year old girls like?
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We thought we could predict what some of these audiences would like with some simple research.

Although this can get you somewhere,... you never really know until you test with this audience



First SingStar User Test
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For example, the first time we tested the competitive singing game SingStar:

We thought the game would appeal to friends or families with an interest in music and karaoke. 

At one test we invited two 11 and 12 year old sisters, along with their parents, and we gave them a selection of songs to chose.




Songs for teens
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The track list contained new pop songs which we thought would be suitable for the young girls



Songs for parents
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Along with older songs from the 60s and 70s which we thought would appeal to older players.




Songs for parents?
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Against all expectations, the 2 sisters spent the entire session singing the old songs dedicated to their parents. 

We were surprised that they even knew these songs, but in fact they knew them well because this was the music their parent’s played at home.
We basically had a wrong perception of our audience



“Competitive couples””

• Young professionals, affluent, urban
• Likely to live with partner
• 25 – 45, even M/F split
• Casual/lapsed gamers
• Likely to have HDTV
• Social gaming practice
• Play to entertain/impress friends
• Competitive but inclusive
• Often see friends at home for dinners

Your audience will surprise you!
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Since this session we put a lot more time and effort into our audience definition.
Of course which games they play, 
But also which series they watch, which music they listen to
how long do they spend playing games, online and offline, alone and with friends, 
what are their values, hobbies, etc.

This way we can ensure we get the right people through the door and their feedback will be focused on the actual gameplay, not the fact the theme of the game is not relevant to them.

So remember, always test with your target audience if you want the feedback to be relevant for your game.





Lesson 2

Test Kids with Friends
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Another lesson we learned came from testing with children.
And that’s probably the most important finding I will share with you today: 
So lesson 2
test with kids in pairs and test with pair of Friends
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Kids represent a big challenge when it comes to testing.

For example, most adults can cope with having a moderator asking them to play a game and taking notes next to them. 
They can also verbalise their feelings quite well. 




Kids are intimidated by adults
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On the other hand kids are often intimidated when they have to talk to an adult about their experience. 

Even with their parents in the same room, it’s often difficult to put them at ease 
and it’s hard to build a relationship with them when you only have one or 2 hours of their time.




Kids playing together talk freely
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We discovered this problem after several very dry sessions with single kids

So we decided to try testing with 2 kids at the same time. 

We though it would reduce shyness 
but also reduce the need to ask questions since the kids talk to each other while playing ... and verbalise what they think or what they are confused by.
 







Siblings???
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So we decided to recruit siblings, thinking...

 They know each other well so they should be less shy

 And they live together, therefore it’s easier to recruit two kids at the same time.

So here is a video of one of the first time we tested with 6 and 8 years old siblings. 
Just a bit of context. This is when I was testing EyePet. In this game you can customise the way your pet look. 




MOVIE
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Never again !
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Embarrassing hey?
We learnt the lesson: NEVER test with siblings again!

And you’ve only seen a small part of what happened. Basically the sister started by turning the pet Pink. Then we wanted to asses the brother’s understanding of the customisation tool so he changed it into something more suitable for him like a policeman. But the sister started moaning, so after the brother finished we gave her the controller back, etc.
Thank god the mother finally got involved. Before that she was looking at me kind of “ you created that, you deal with it” 

So you see, when testing with siblings you can quickly end up in fratricide arguments. In this particular case we even had to stop the session

And of course their final feedback about the game was mainly tainted by the argument they had rather than the reality of what happened. 



Let’s try with friends…
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So after this sad event, we asked our recruiter to recruit pairs of friends or cousins. 

It couldn’t go worst anyway so we gave it a try. And here is the difference



MOVIE
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Sorry if the sound is not good enough. 

Basically one of the kid is explaining things to the other, which is gold for us because we can assess their understanding of the game without asking any question.

Now he is even doing our job by asking to his friend in a very natural way which card he prefers to play with




Perfect !
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As you saw, kids can be very talkative when tested in pairs

kid was explaining things to the other, which is gold for us because we can assess their understanding of the game without asking any question.
He even did our job by asking to his friend in a very natural way which card he prefers to play with

But more importantly, with friends or cousins, even if they can still have some arguments, at least it’s not in the intrinsic nature of their relationship.

So remember when you test with kids, test with pairs but never with siblings!






Lesson 3

Test Social Games with Friends or Family Groups 
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Actually speaking about testing with pairs. We also learned a good lesson when testing social games with several adults at the same time:

Lesson 3: test social games with friends or family groups.

For the first social game we tested with a group of adults, we just used our traditional games recruitment process.
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So what we did was recruit several independent users which corresponded to the target audience. 
Like you recruit 10 First Person Shooter fans to test Killzone.
We recruited 10 music and karaoke fans to test SingStar

and we put them together in a room with SingStar mics, trying to recreate a social environment.



Let the party begin!
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And this is what we hoped would happen, 

But the results was actually ...




Boring !!!
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... just boring

Have you ever be in party where no-one knew anyone? Well that’s the same feeling.

Despite the fact we tried our best to put them at ease,
Users were too shy in front of each other
They didn’t have the typical interactions they would normally have had with their real friends
And their only feedback was that the game wasn’t that fun.




Recruit 1 person + friends
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So we tried recruiting just 1 person from the target audience and asked him/her to bring friends at the session.

This was a risk since only one user was screened and we were concerned that the other users would not be our target audience 
and therefore would not like the game.

So let’s see what happened.



MOVIE



People in the group need to know each other
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So, you see by recruiting one person who matched the target audience
it actually represents the real life experience. 
Somebody has a PS, buys SingStar and invites his friends to play along.

And by carrying on recruiting this way, we discovered that the interaction between players is key part of the core experience of social games.

For example, they compete a lot verbally in Buzz, teasing each others about their scores and lack of knowledge 
and this contributes to the fun they are having

All those interactions impact the way people play your game. You remember when I told you that players were cheating and competing with each others in traditional games. Well as much as we try to prevent them to do it when testing a single player game, with social games we do exactly the invert.

That’s why we will always recommend testing with Families or groups of friends when it comes to social games




Environment
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OK, we talked enough about the audience so let’s have a look at which part of the environment is different when you test a traditional game, compare to a social or portable game.



Lesson 4
Build your own Living Room

(No-one parties in a lab)
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Starting by our 4th lesson : build your own living room. Because no-one parties in a lab.
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Obviously you cannot throw a party in these conditions.

We knew we had to test the game in an environment which was more like people’s homes.



Home visits
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So we went to people’s homes…

And you can see here the first home tests we carried out BACK IN 2005 for the family quiz game: Buzz.

We wanted to check the overall understanding of the game mechanics, but also reproduce the online couch vs. couch component in between these 3 places. 

In many ways these were a great success & we’ll return to the importance of home testing later.

But it does have issues…





Moving kit, IT…
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Obviously you have to set-up the game in people’s homes.

Many of you will know the challenge of getting a demo to work in the boss’s office, 
let alone at some uncontrolled remote location.

It is also limited in terms of how many people can attend the test.

To cut a story short, we spent more time fixing IT issues for the online component to work 
rather than learning anything about it’s usability

So we needed a way to produce something like a home test but within a more controlled environment which was easier to access and observe.
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So we decided to build our own living room in the studio.

Just by using sofas instead of chairs, leaving some magazines on the table, basically what users are used to at their own place. 

Just by using this small trick I can ensure you that people feel very comfortable... and play your game like if they were at home.

So remember, you can save a lot of time and effort by bringing users to your lab rather than having to recreate a lab at every user’s home.



6 Lessons for Testing Social Games

1. Recruit the target audience

2. Test kids with friends

3. Test social games with families and friends

4. Build your own living room
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Now honestly we thought we’ve seen everything and went through a lot. But “that was only the start”.
We knew how to properly define our target audiences
We knew how to recruit kids and social groups
And we had a beautiful testing facility suitable for traditional as well as social games. 

But this is when we learnt another lesson about the environment. 
You remember what I just told you about bringing a sense of real world in your lab. 
Well sometimes you also have to learn that you have no other choice but to...





Lesson 5

Test in the Real World

(It’s a jungle out there!)
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... test in the real world. Which is our 5th lesson
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Even when taking care to reproducing the real context of gameplay in a lab, you still end up with a particular environment which remains consistent across sessions



But what about here?
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But if your game is dependant on the environment, how do you know if it will work the same everywhere?

People’s living rooms are very different, depending on who lives there and what type of house they live in.
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Augmented reality games are a good example of games being highly dependant of the environment. 
Therefore I’ll take the example of our user tests of InviZimals
just last year.



Augmented reality monster capture & combat

Presenter
Presentation Notes
InviZimals is a PSP game using the PSP camera, in which kids look around their environment to find creatures and capture them using innovative augmented reality mechanics 
And then they can battle them against the AI or friends.




inviZimals are found by seeking out specific 
colours in the real world
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I’m sorry for breaking the illusion but I guess there is no 8 years old kids in this room.
Right,
So InviZimals are actually not real 
The way you find them is by looking around for specific colours. 
When the PSP recognised the suitable colour, then you can place an Augmented Reality card in front of the camera for the magic to happen. 

In order to test the core mechanics early in development our first test was conducted on PSP development kits. 
�




That’s a 
cable !

That’s 
coloured 
papers !
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And a dev kit means the PSP is attached to the kit by a cable,
Which obviously limits how portable the device is.

So we had to test in a lab. 
And we had to use colour paper to ensure kids could reach the right colours without moving around too much.  

But when it was time to re-test, 
knowing that the game was highly reliant on the player’s environment, 
we decided to go and test at peoples home once the code would run on consumer PSPs.
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The good news was: kids really enjoyed playing it

However we found some issues which we couldn’t find in the lab. For example red ...



Light & shadows greatly affected colours seen by 
the camera

Red?
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is not always the same red depending on texture of the object and the lighting conditions.
And of course this is true for every colour.

The camera was definitely good enough but we needed to tweak the software and make sure colour recognition worked under unknown and highly variable lighting conditions. 

Obviously in our lab we had the same lighting and the same colour papers for every session so we couldn’t find that.

PAUSE

Another interesting finding was that when kids struggle to find a suitable place where an InviZimal could hide, the game tells them to look for specific colours. For example “look for red”





???
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But what do you think happened when kids where in this room?
There are 3 obvious places were it could have worked
The napkin on the table
The curtain
And the wall
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And the whole was THE place where the InviZimal was hidden

But the problem is that users needs their both hands to carry on capturing. We hadn’t thought about this use case before. 

Users were supposed to find colours on flat and horizontal surfaces.
But kids are resourcefull and what this user did is ...
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Call her friend to hold the trap while she was finishing the capture.

That was alright for this session but we needed to make sure that the game could be played alone as well.



Colour Recognition Sensitivity

Improved Tutorials
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So just based on 10 home visits, we found several issues that needed to be fixed. 
But the most important ones where the one we would have never found in a lab. 

So for ensuring kids would not be tempted to look too much on vertical surfaces, we added a bit of background story in the tutorial advising them to look for horizontal surfaces.

And in order to fix the colour recognition 
we just broadened the spectrum of colours recognised by the game. Not too much but enough, for each colour to be recognised whatever type of light conditions users were playing under.

And I can’t resist to show you the results
Mainly because this is my preferred picture 
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On the final test. This kid discovered the InviZimal on his friend T-shirt and asked him straight away to lie on his back to be able to perform the capture.
And you have no idea what I saw during this test. 
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Kids going in the garden to find green or running around to find books and stuff of different colours and bring them back in the living room creating a big mess.
The parents were quite happy when we left their house 
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Just to quickly show you how important it is to test at people’s homes, I would like to use EyePet as an example.



A virtual pet in your living room
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EyePet is another augmented reality game in which you use your PS eye in order to interact with a virtual pet in your real environment.



60
 c

m
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But the illusion works particularly well with a specific camera set up.

During the first test we wanted to make sure this set up was as easy to understand as possible so users would not break the illusion just because of a wrong set up.

Having learn from the InviZimal test, we decided to go straight away to people’s homes and see if they could set up the game 
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... in THEIR particular environment.

And actually nobody could set up the game exactly as intended because they didn’t fully understand the instructions 
But mainly people’s environments didn’t provide good places to put the camera.

Against our expectations some people had small CRT TVs, others had a lot of things in front of their TV, and others just had a very high TV furniture.

Another example of issues we couldn’t have discovered it in our lab because we would have tested only with one type of environment.
 
So we improved the set up tutorial and made the positioning requirements a bit more loose by tweaking the code to accept a broader range of set ups

I hope I have convinced you that sometimes you need to test in the real world. 
This is an unpredictable jungle and it will always surprise you how people will interact with your game when they are in their own environment.




Play Patterns
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Finally let’s have a look at the specific play patterns intrinsic to casual games.



Lesson 6

Let people play how they would at home

(they may not play at all)
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Which leads us to our final lesson. 
Lesson 6: Let people play... how they would at home.



Traditional games tested one big play-through
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Traditional games are often tested as one big play through. You can ask a FPS fan to attend a test over the weekend and he will finish your game in a day or two.



Social/Casual gamers play in short sessions over 
long periods
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But Social/Casual gamers often play in short sessions over long periods.




We couldn’t force feed them the whole game
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Therefore you can’t get a good representative picture of the experience over time by force feeding users your whole game in one session.



We couldn’t keep inviting them back
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It’s also not practical to recruit people to come to your lab every day over a long period of time.
They have their own diaries... 
they leave in different parts of the city...

Well you can try, but I highly recommend you not to.




In Home Diary Studies

Presenter
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What you can do instead... is give your code to users and let them play at their own pace.
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Let’s take the example of our Kinetic test.



Fitness program is inherently long term…

Presenter
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Kinetic was a camera based personal fitness game developed at the London studio back in 2005.

This is a good example because fitness programs are inherently long term.

So we needed to check if users felt they were becoming fitter thanks to the game.




Lend your game to trusted users
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So the only way to check was by lending test kits to users. 
And make sure they were trusted users because you don’t want leaking information or even worst... stolen test kits.

And by trusted users I mean people in your family, friends, the IT guys, etc.
People you know well but know nothing but the overall concept of your game

So that’s what we did for Kinetic. 



Provide users with a back up memory
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Of course you cannot go and observe everybody 24h/7 

But you can put in place what we call a diary study. 

There are several ways to run this type of study:
the most basic and cheapest one consists of lending a notepad to users and asking them to fill out a small questionnaire every time they play the game. 
A most advance solution is too allow them to take small videos of their experience and upload them on to a secured blog

It helps users to remember what they’ve done even if you ask them for their feedback 2 weeks later. 



So what happened?

Presenter
Presentation Notes
So what happened with Kinetic users?...

Well, fortunately one of the keys to successful diary studies is to phone the participants in the middle of the study just to check how they feel .. But honestly mainly checking if they are doing their homework. 

And luckily we followed the best practice because after a couple of days...




Add pic
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... users just lost interest and stopped playing. 

Most of them told us it was fun the first couple of days 
but they felt they had no target to work towards,  
and didn’t really feel they were working out because they didn’t know how to do it well






In-game support
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This is why we improved the virtual personal trainer in the game. 
He appeared during gameplay 
when users were not doing the right moves 
and helped them by showing the intended movement 
which if they followed it would help them to get fitter.

PAUSE

But we would never have discovered that in a 2 or 3 hours session in the lab. 





PlayStation Digital Comics
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Same method but different product, we also supported the user testing of the Playstation digital comics. 

FYI: PS digital comics allows you to read your favourite comics on the PSP. 

In the lab we tested the usability of the viewer because it’s quite innovative and leads you automatically through the frames.

but we were wondering what users would experience when using it whenever and wherever they wanted.
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Many users chose to use it in public – on the bus, tube, plane or train.

One of the findings was that it was rather annoying to try and immerse in your preferred comics 
with lots of external noise in the bus or the tube

They wanted to be able to listen to their MP3s while reading... to block out this noise.
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Thanks to this study you can now listen to your favourite tunes while reading your comics and not being annoyed by 
a bunch of teenagers listening to their loud mobile phone 

So you see, if we haven’t let the participants use our software in their daily lives and only invited them for a short period of time in our lab, 
we could have miss a simple function they wanted.




Summary of Key Lessons
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OK I definitely talked too much and some of you might want to ask specific questions.
But before to go I would like everybody to remember from this session that:
Testing of traditional games is well evolved ... and we will continue to improve our processes to increase the quality, relevance and innovation of our titles

But testing social, casual and portable games requires different testing methods and a couple of tricks.




1. Recruit the target audience
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So I hope you’ll remember to always
Recruit the target audience – because you never know what they really like



2. Test kids with friends, not siblings
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Test kids with friends, never siblings if you don’t want to end playing the nanny



3. Test social games with families and friends
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Test social games with families and friends and not isolated individuals even if they look very friendly



4. Build your own living room
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Build your own living room in your studio. It cost only a sofa and casual users feel better there than in a dry lab.



5. Test in the real world
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Test in the real world. It’s a real jungle out there so if your game rely on the environment you can discover issues that you would have never found in a lab.




6. Let people play as they would at home
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Let people play as they would, at home. You will discover behaviors which you just can’t see during short
sessions




Something missing ?
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I realise I forgot to tell you the story of me getting arrested as promised.
Well actually it’s the right time to talk about it now. 

I understand that some of you may think it’s easy for me because I work for Sony and therefore we have the budget to build our own lab and a living room set up with all the IT equipment. etc,

Well fair enough. But let me tell you that you can ALL do what I did when I started at PlayStation. 

When we didn’t have a state of the art dedicated facility we were conducting our user tests...



Before
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... in nice and cosy meeting rooms like this one.
After a couple of hours and help from an efficient IT team...




After
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... we were turning them into proper guerrilla testing facilities. 
Like this improvised 10 seat test with PSP dev kits and monitoring screens

The important thing to realise is that his isn’t the Sony office, it’s a hotel meeting room hired on a daily rate, every city has them.

So, even if you don’t have budget or space for a facility there are options. 
Most hotels will let you hire 2 rooms which you can link together using video cameras and long AV cables. 
 
And if you find one with a friendly manager, they’ll even take out the beds for you.. to make it feel more like a living room.
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This is what we did for an early test of the core game mechanics of Heavy Rain.

Now obviously moving all this equipment around is very time consuming and not always the best set up.

But what really made us decide to invest in a dedicated facility was the night when, after long hours of testing, we packed up all the kit, loaded it into a van... 
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...only to be arrested by the police. Obviously 2 young guys putting a bunch of HD plasma TV and PS3s in a van at midnight in a posh area was quite suspicious.

So that’s it. You got your story.

Now I would like to



Thanks to

WWSJ : Tuning & Monitoring team

WWSA: Foster city team, Naughty Dog, 
Insomniac, Sucker punch, God of War

WWSE:  Creative Development Group, 
User Testing Team, Singstar, EyePet, Buzz! ,

InviZimals, Digital Comics, Eytoy Play, 
EyeToy Kinetic,  Creative Services 

All the anonymous users

Presenter
Presentation Notes
Thanks everybody for attending today but also all the people who supported me to put this talk together

I hope you enjoyed it and found the lessons we've learned useful.
�Thank you




Questions?

user_testing_team@scee.net
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We should have some time left for a few questions ???



6 Lessons for Testing Social Games

1. Recruit the target audience

2. Test kids with friends, not siblings

3. Test social games with families and friends

4. Build your own living room

5. Test in the real world

6. Let people play as they would, at home
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