Analyzing Feedback

I. Intro discussion (5 mins)

II. Focus Group Feedback

a. Reading content (5 mins)

b. Discussion (10 mins)

III. Tutorial Feedback

a. Reading content (5 mins)

b. Discussion (10 mins)

IV. Playtest Feedback

a. Reading Content (5 mins)

b. Discussion (10 mins)

V. Open discussion / Buffer (10 mins)

Intro Topics

· Anyone have any experience in using feedback sessions?

· What types of feedback are used in game development?

· Focus Groups, Surveys, Usability Tests, Playtesting, Beta Testing, Bugs

· What can you do with that feedback?  

· Why do you want feedback?  What do you hope to get out of it?

Focus Group Topics

· What are some conclusions we can draw from this data

· Which ones showed well / poorly, statistically

· Drawing secondary conclusions:

· Academy: confusing name, not function

· Failures in structure of test?

· What elements contribute to good / poor identification?

· Props

· Scale

· Expectations

· How can we minimize influence of external factors?

· What is the most useful info to get out of a test like this?

· How can we promote more useful feedback?

· How important is the experience level of the users?

· What other ways can we test recognition rates?

· Does it even matter?

· What other kinds of data are good to get out of structured focus groups?

Tutorial Feedback Topics

· What issues did the testers run into?

· Testing effectiveness of tools 

· Finding problems that need new tools

· What can we infer worked successfully?

· Problem of only observing problems

· What are useful topics to get from this sort of tutorial testing

· Interface?

· Game concepts?

· How far should you go to accommodate new users?

· Scrolling?

· Mouse operations?

· Game jargon?

· What experience level is most useful to test?

· How to juggle tutorial difficulty & complexity for different skill levels?

Playtest Feedback Topics

· Calibrate feedback by user’s specific experience

· Whatever I won with is balanced

· Whatever I lost with is a screw

· How important is the experience of the tester?

· Veteran feedback for balance

· New-user feedback for concept exposure

· How to compensate for user’s skill

· Bugs vs observations vs opinions

· How much do you explain up-front vs getting testing on in-game help systems

· Bad design vs good design implemented badly

· How to tell?

· Unrelated bugs interfering with accurate evaluation

· Accuracy of user experiences

· Facts vs anecdotes

· Importance of verification of results

