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USER-CENTERED DESIGN IN GAMES
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The intent of this chapter is to review principles and challenges in game design and evaluation and to discuss user-centered techniques that address those challenges.  First, we present why games are important, followed by the definitions and differences between games and productivity software.  In the next section, we discuss the principles and challenges that are unique to the design of games.  That discussion provides a framework for what we believe are the core variables that should be measured to aid in game design and evaluation.  The chapter concludes with some examples of how those variables can be operationalized in which we present the methods used by the Microsoft Game Studios User-testing Group.
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