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Concepts and Methods

It was a pleasure to provide an introduction to a new volume on user experience
evaluation in games. The scope, depth, and diversity of the work here is amazing.
It attests to the growing popularity of games and the increasing importance
developing arange of theories, methods, and scales to evaluate them. This
evolution is driven by the cost and complexity of games being devel oped today.
It isalso driven by the need to broaden the appeal of games. Many of the
approaches described here are enabled by new tools and techniques. This book
(along with afew others) represents a watershed in game evaluation and
understanding. The eld of game evaluation has truly “come of age”. The broader
eld of HCI can begin to look toward game evaluation for fresh, critical, and
sophisticated thi- ing about design evaluation and product development. They
can aso look to games for groundbreaking case studies of evaluation of products.
I’ll briey summarize each chapter below and provide some commentary. In
conclusion, | will mention afew common themes and offer some challenges.
Discussion In Chapter 1, User Experience Evaluation in Entertainment,
Bernhaupt gives an overview and presents a general framework on methods
currently used for user experience evaluation. The methods presented in the
following chapters are s- marized and thus allow the reader to quickly assess the
right set of methods that will help to evaluate the game under devel opment.
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It was a pleasure to provide an introduction to a new volume on user experience evaluation in games. The
scope, depth, and diversity of the work here is amazing. It attests to the growing popularity of games and the
increasing importance devel oping arange of theories, methods, and scales to evaluate them. This evolutionis
driven by the cost and complexity of games being developed today. It is also driven by the need to broaden
the appeal of games. Many of the approaches described here are enabled by new tools and techniques. This
book (along with afew others) represents awatershed in game evaluation and understanding. The eld of
game evaluation hastruly “come of age’. The broader eld of HCI can begin to look toward game evaluation
for fresh, critical, and sophisticated thi- ing about design evaluation and product development. They can also
look to games for groundbreaking case studies of evaluation of products. I'll brie y summarize each chapter
below and provide some commentary. In conclusion, | will mention afew common themes and offer some
challenges. Discussion In Chapter 1, User Experience Evaluation in Entertainment, Bernhaupt gives an
overview and presents a general framework on methods currently used for user experience evaluation. The
methods presented in the following chapters are s- marized and thus allow the reader to quickly assess the
right set of methods that will help to evaluate the game under devel opment.
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Editorial Review
Review
From the reviews:

“The book promises to address the evaluation of user experience, it provides little in terms of actual analysis
and more in terms of anecdotes of data collection efforts for various specific games. ... provides a broad
overview of the practice of gathering user experience datafor computer-based games. ... The current volume
is appropriate for a course that introduces the concepts of collecting user feedback in atraditional HCI and
game development setting.” (Thom McLean, ACM Computing Reviews, December, 2010)

From the Back Cover

User Experience has become a major research area in human-computer interaction. The area of game design
and development has been focusing on user experience evaluation for the last 20 years, although a clear
definition of user experienceis still to be established.

The contributors to this volume explore concepts that enhance the overall user experience in games such as
fun, playability, flow, immersion and many others. Presenting an overview of current practice from academia
and industry in game development, the book shows a variety of methods that can be used to evaluate user
experience in games, not only during game-play but also before and after the game play.

Evaluating User Experiences in Games:

- Presents a broad range of user experience evaluation methods and concepts;

- Provides insights on when to apply the various user experience evaluation methods in the devel opment
cycle and shows how methods can be also applied to a more general HCI context;

- Includes new research on evaluating user experience during game play and after; and social play;

- Describes new evaluation methods;

- Details methods that are also applicable for exertion games or tabletop games.

This comprehensive book will be welcomed by researchers and practitionersin the field.

Users Review
From reader reviews:
Ruth Brinkman:

In this 21st millennium, people become competitive in every way. By being competitive at this point, people
have do something to make these people survives, being in the middle of typically the crowded place and
notice through surrounding. One thing that often many people have underestimated the ideafor awhileis
reading. That's why, by reading a book your ability to survive boost then having chance to stand up than
other ishigh. In your case who want to start reading a book, we give you this Evaluating User Experiencein



Games. Concepts and Methods (Human—Computer Interaction Series) book as beginning and daily reading
guide. Why, because this book is usually more than just a book.

Jerry Brock:

Do you one of people who can't read gratifying if the sentence chained inside the straightway, hold on guys
this specific aren't like that. This Evaluating User Experience in Games: Concepts and Methods
(Human—Computer Interaction Series) book is readable by you who hate those perfect word style. Y ou will
find the information here are arrange for enjoyable reading experience without leaving also decrease the
knowledge that want to supply to you. The writer involving Evaluating User Experience in Games. Concepts
and Methods (Human—Computer Interaction Series) content conveys prospect easily to understand by alot of
people. The printed and e-book are not different in the content but it just different asit. So, do you even now
thinking Evaluating User Experience in Games. Concepts and Methods (Human—Computer Interaction
Series) is not loveable to be your top collection reading book?

Arthur Dani€l:

Don't be worry in case you are afraid that this book may filled the space in your house, you will get it in e-
book method, more simple and reachable. This specific Evaluating User Experience in Games: Concepts and
Methods (Human—Computer Interaction Series) can give you alot of buddies because by you taking alook at
this one book you have matter that they don't and make an individual more like an interesting person. This
kind of book can be one of one step for you to get success. This book offer you information that perhaps
your friend doesn't recognize, by knowing more than some other make you to be great men and women. So,
why hesitate? Let us have Evaluating User Experience in Games. Concepts and Methods (Human—-Computer
Interaction Series).

Concepcion Bass:

Wheat is your hobby? Have you heard this question when you got students? We believe that that concern was
given by teacher to the students. Many kinds of habby, Everybody has different hobby. And you know that
little person just like reading or as studying become their hobby. Y ou must know that reading is very
important and book asto be the issue. Book isimportant thing to add you knowledge, except your current
teacher or lecturer. Y ou get good news or update concerning something by book. A substantial number of
sorts of books that can you take to be your object. One of them is Evaluating User Experience in Games:
Concepts and Methods (Human—Computer Interaction Series).
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