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DESIGNING FOR FUN:  USER-TESTING CASE STUDIES
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· Conclusion

The goal of this chapter is to demonstrate that extending current usability methods and applying good research design based on psychological methods can result in improved entertainment experiences. This chapter will present several case studies where user-centered design methods were implemented on PC and Xbox games at Microsoft Game Studios. The examples were taken from several series of larger studies on Combat Flight Simulator (PC), MechWarrior 4: Vengeance (PC), Halo: Combat Evolved (Xbox), and RalliSport Challenge (Xbox). These examples were chosen to illustrate a variety of user-centered methods and to demonstrate the impact user-centered design principles can have on an entertainment product. Furthermore, these examples are presented in a way that illustrates a progression from addressing usability issues similar to those found in productivity applications, to extending usability methods to address more unique aspects of game design, to using survey methods to address issues related to fun for which standard usability methods do not suffice.
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