Observe during Usability Test

Participant # ___
· Interface Usability (Immersion)

· System Responsiveness—How did the user feel about the system responsiveness?  Did it appear sluggish or too fast?

· Predictable Interaction—Was the user ever surprised at the outcome of a task or action?  How did he or she deal with that situation?

· Effective & Appropriate UI—How well does the user handle the controls?  Does it take time to learn and how does that affect the experience?
· Fidelity (Immersion)

· Understand Audio/Video—How does the user interpret the on-screen graphics and the sound effects/voice-overs?  Does it take time to realize what is going on and how does that affect the experience?
· Identification (Immersion)

· Accept Game World as Real—Is there any evidence of identifying with the world or avatars?  Is there evidence of the user distancing his or herself from the world or feeling detached from the world?
· Attention

· Task Performance—How far does the user get during the 45 minute study?  How much of the time was spent being frustrated or getting nowhere?
· Improvement through Learning—Did the user get better over time, both in terms of working the controls and interface better AND in terms of being able to solve in-game puzzles better?
· Level of Challenge—Did the user feel frustrated?  Did the user feel bored?
· Motivation—How determined did the user seem in solving continuing the game?  Did the user set goals for him or herself during the game-playing?
· Curiosity and Level of Exploration—Did keep playing because they wanted to explore what was in the game?  How lost did the user feel during open-ended parts of the game?  Did the user feel too restricted?
· Interest (no observable measures)
· Social Relationships (Interest)

· Create Lasting Change in Game—Could the user see any effect on the world due to his or her actions?
· In-game Socialization—Did the user want to talk to all the NPCs?  How much effort was put into forming relationships with the NPCs?
