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Who am I?



Do you play video 
games?

What is involved in 
designing and evaluating 
video games?



How early should you think 
about user experience in 
game development?

Activity: Brainstorm your initial goal(s)

● Target demographic
● Emotion
● Challenge
● Learning objectives
● Experience a context or scenario

● Shooter
● Platformer
● Puzzle
● Fighting/Brawler
● Survival horror
● Stealth
● Shoot ‘em up
● Role Playing Game
● Simulation
● Strategy
● Sports / Racing
● Party



What do people want?

What NOT to ask
● How do you feel about video games?
● When you are playing a video game, do you think about 

the moral implications of your in-game actions?
● Shouldn’t all games help people improve themselves?
● What mechanics do you like in RPGs and puzzle games?
● What do you like about first person shooters?
● Have you ever identified with the trauma a video game 

character endured? Which character?



Activity: 10 Question Exploratory Questionnaire

● Remember your goals!
● Focus on open questions (and some closed ones)
● Think about things like:

○ How people feel about what’s available today
○ What people want

Activity: Review of the Design Space

● Research your genre
● What has(n’t) been done?
● What do people want?
● What do people like?
● What do people complain about?



Mechanics

Activity: Core Mechanic(s)

● Keep design space in mind
● Base on your goals
● Only one or two things



Level Design

Activity: Level Design (NOT Prototype)

Design a level on paper. It should:

● Introduce the core mechanic(s)
● Add challenge through stationary/dynamic obstacles
● Take longer than 5 minutes to complete
● Take into account

○ Progression
○ Tempo
○ Tension



Personas





Activity: Persona

● Picture (drawn or from internet)
● Demographic: Name, Age, Gender, Occupation
● Bio: Paragraph about who they are

○ Personality: Attitudes, Extrovert vs Introvert, etc.
○ Skills: Math, leader, etc.

● What they want / Gamer type (relevant to games)
● What frustrates them (relevant to games)

Prototyping



Activity: Paper Prototype

Make a paper prototype of your level. Remember:

● Grid/Turns for time
● Dice/Cards for randomness (use computer)
● Figure out “control” scheme
● Should take more than 5 minutes for someone to play

Design Principles / 
Heuristics



Visibility of system status

Flexibility / Efficiency of use



Aesthetic / Minimalist design

Help and documentation



Consistency and standards

Variance



Activity: Heuristic Evaluation 
(Armor Games, Archive.org, etc.)
Pick 3 small games and play them. Look for:
● Visibility of system status
● Flexibility / Efficiency of use
● Aesthetic / Minimalist design
● Help and documentation
● Consistency and standards
● Variance

How can you make the games better?

Activity: Heuristic Evaluation (Part 2)

How do you plan to address the following in your game?
● Visibility of system status
● Flexibility / Efficiency of use
● Aesthetic / Minimalist design
● Help and documentation
● Consistency and standards
● Variance

Update menus/level/mechanics/controls.



Playtesting

Playtesting Design



Playtesting Preparation

Activity: Playtesting

You will be playtesting each other’s prototypes.

● Pick an aspect(s) to focus on
● Silent or think aloud?
● Write a script (We’re not judging you!)
● Make a questionnaire (closed questions)
● Pick moderator/observer

Groups should pair up. Take turns playtesting 
and debriefing.



The Takeaway

Thank you!
Anna Loparev
Wellesley College
Human-Computer Interaction Lab

      aloparev@wellesley.edu
      @annaloparev
      http://cs.wellesley.edu/~aloparev/



Menu Design

Activity: Menu Design and Integration

For your game, design and draw:
● Main menu (continue, new game, settings, etc.)
● Pause menu (status, inventory, save/quit, etc.)
● Heads-Up Display (HUD) (status)

Try to stick with your game’s aesthetic.

Add these to your paper prototype.



Platform

Consoles

● Pros
○ Family friendly
○ Guaranteed specs

● Cons
○ High barrier to entry
○ Not everyone has

● Both
○ Limited/Specialized controls



Computers

● Pros
○ Prolific
○ Less ecosystem restrictions*

● Cons
○ Different OSs and specs

● Both
○ Potential for complex input

Mobile
● Pros

○ Prolific and always close by
○ Ease of access for users

● Cons
○ Fragmented market
○ Limited screen space

● Both
○ Touch/gyroscope/GPS controls
○ Low barrier to entry
○ Short bursts of play



Activity: Platform and Control Scheme

Pick a platform and determine player controls. Think about:

● Short vs long interaction
● Existing standards of input (research)
● Synergy of mechanic(s) and input scheme

Activity: Narrative

● Develop a story/setting/theme for your game
● Integrate it with mechanics and level objects
● Redraw level
● Create storyboard for start/end of your level



Activity: Secondary Mechanics and Level Design

● Develop secondary mechanic(s) to address user wants
● Modify level design to include new mechanic(s)


