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An overview

This study presents a quality evaluation
procedure along with its results, of an online
virtual game environment with educational
purposes, named SimSafety.




At a glance

1 Online virtual games
; Definition of quality and its factors
1 The online virtual game:  SimSafety

 Evaluation procedure

v Evaluation results




Online virtual games

1 Entertainment aspect

1 Educational aspect

.



Entertainment aspect

rUser s sati sfacti on
1 Playing for fun

1+ Collaboration

v Socilalization




Educational aspect

Use a game as a learning tool

Enhance collaboration and socialization

Enforce logical thinking and decision making
Enhance studentsoOoO moti va
Demonstrate practical skills

Stimulate perception and problem - solving
skills and strategy planning
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Quality should be assured for games

Online virtual games like all other software
types have an interface that should provide
effective and efficient means of Interaction
between the user and the game.




What is Quality?

Quality Is described by using six factors:
functionality , reliability , wusability , efficiency
maintainability and portability , which are
associated to a number of criteria In a

hierarchical manner, and finally to a set of
metrics .
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Quality evaluation

Quality assessment with emphasis In 4 of 6
aspects due to the evaluated environment

1 Functionality
1 Efficiency

1 Reliability

1 Usability




Games Usability
Usabillity iIs a major factor of quality for games

A game is usable when the player is able to
1 Learn

1 Control

1+ Understand

1 Intrigued

} Enjoy

Easily the goals of the game.




SimSafety environment 1/3

1+ Educational online virtual game

tOExposed chil dren, saf el
} Supports role - playing scenarios inreal -time

} Target group children

. Learn how to overcome internet risks
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. Predefined scenarios in order to succeed
specific goals

+ Learn through the experience of playing the
game

» Parents or teachers are also participate

; Collaboration of groups from different
countries
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First Name:
r Welcome

Last Name:

Password:

- apply for a new avatar

imSafety
Client

Above the park
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In the park
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} Methodology
B Actions Logging
B Experts Observation
B Interview

1 Participants
B Childrenamong 9 - 13 years old
B4 members of the SQRG of HOU participated as evaluators

v Place
B Software Quality Research Laboratory of HOU

y Scenario
B Predefined scenario with 7 tasks
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Methodology

Actions Logging

1 Quality evaluation method
tRecording useros activit
1 Use specialized equipment and software
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Methodology

Experts Observation

rAdded evaluator so commen
1 Combine comments with video of the
evaluation

1 Digitized, synchronized and analyzed the
collected data using specific software
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Methodology

Interview

; Discussion with participants

1 Ask them If they found usable the game, if
they easily accomplish their goals etc.
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Participants

} 6 children and 5 parents (two of the children
were brothers) participated in the evaluation
experiment
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Participants

1 4 members of the SQRG of HOU participated
as the evaluators.
B2 were responsible for the observation and the
recording of the procedure as well as the gathering

of the data and were sited inside the observation
room

B1 was inside the room where the rest of the
children played the game and

B1 evaluator was available outside the test room to
aid in case some advice regarding the evaluation
was required
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Place
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Scenario

The scenario of the evaluation was composed of
7 tasks

1 Navigation

1 Communication
} Collaboration

1 Internet risk
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Scenario- Example 1

Task 1:Learn how to navigate in the virtual world
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Scenario- Example 2

Task 2: Visit the house of knowledge and find out what you
should be aware of when you navigate the Internet

House of knowledge is called Info Center
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Scenario- Example 3

Task 3: Meet new people, make new friends minding the
rules you have found out in the house of knowledge
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Evaluation results 1/3

The majority of issues detected during the
evaluation procedure were:

1+ 2 functionality
1 lefficiency

1 1reliability and
1 5 usability
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Category Detection method Short Description

F Observation The goal of the game is
not always clear to the
children.

F Observation and Some videogames

interviews perceived as

from the children.

E Data logging Delays in the avatar
during walking through
the SimSafety areas.

R Observation and data System crashed.
logging
U Data logging Children had more fun

exploring the
environment, rather than
playing the games.
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Category Detection method Short Description

U Observation and After exploring the area
interviews and playing all the games
there is nothing else to
do.
U Data logging The lack of a visible

scoring system reduces
competition and fun.

U Interviews Children asked for more
items to use in the
SimSafety area.

U Data logging and The stating requirements
interviews of some videogames are
not clear to the children.




Conclusion

The results of the presented methodology
revealed a number of Important
Issues  regarding usabllity as well as
functionality, efficiency and
reliability, providing the programmers of the
game with useful feedback that
lead to the improvement of the game's interface




Future work

1 Apply other methods of evaluation in virtual
games

; Comparing the effectiveness and learning
outcome of the results
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