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Introduction 

As several authors refer, assessment tests with users similar to end-users is the most 

important tests, since it allows more direct and objective information on how the player plays 

the game and what problems faces. (Nokia, 2006) (Laitinen, 2005) (Nielsen J. , 1993). We 

intend to detect usability problems of the games from the point of view of users, and realize 

the level of fun that the games give to them. 

Test Description 

The tests took place in a family environment (computer room of the school or at home) with 

the necessary equipment - a computer with the application SchoolsPlay and the software 

video debut capture  to capture image and sound and to record the steps given by the users. 

The moderator's role is to register behavior and user feedback, answering any questions that 

arise, intervening as little as possible. 

Under the guidance of J. Nielsen (1993) and Rubin & Chisnell (2008), the test took place in four 

phases: 

• In the preparation phase it was checked, hours before, the  application functionality 

and the software used for the technique of Software Logging and recording of Think 

Alound (debut video capture software), as well as the availability of the needed 

questionnaires; 

• In the introduction to each child it was given the questionnaire to characterize the 

profile user. After that it was explained the purpose of the test and procedures. It was 

Safeguarded the ethical aspects such as: the user's confidentiality; their voluntary 

participation in the test, the information that the focus of the test was the application 

and not the user himself or his performance. 

• In the test phase it was asked whether the participant to play three games of 

Childsplay or in the case of CognitionPlay two. It was asked to the users to verbalize 

their thoughts regarding the games. When the participant completed the objective it 

was asked to fill out the usability and fun questionnaires with the help of the 

moderator. 

• In the final phase, "debriefing", the users answered a SUS questionnaire - System 

Usability Scale (Appendix 6), which measures the degree of satisfaction of the 

participant about the game. 

Testing the application ChildsPlay lasted about 35 minutes and about 45 minutes in the case of 

Cognitionplay. 

 

 



Sample and profile 

The sample was selected taking into account the profile of end users. Users had the same level 

of education and age, regular access to a computer and computer skills and Internet. 

In the case of ChildsPlay to identify differences in hypothetical results based on experience, we 

divided the sample into experienced users and inexperienced (Nielsen, 1993). Thus, we tested 

three children considered novices and three experienced, 3 females and 3 males aged 

between 7 and 9 years. 

As for CognitionPlay, we tested three children aged between 8 and 10 years, a girl and two 

boys. 

Results of the tests - ChildsPlay 

The following screens show the games tested the application ChildsPlay. 

 

 

 

 

 



 

The following tables summarize the results, organized by method: 

• Summary table of the results obtained by the method of Observation (for technical) 

Direct Observation Think Aloud Software Logging 

All users identified positively the exit 
button 

A user had difficulty identifying the 
button to change the level 

Five users demonstrated impatience 
with the delay in the appearance of 
the elements of the game "Keyboard 
Practice" 

A user showed up upset because 
when querying the number of levels 
that the game "Puzzle" the game 
window closed 

All users have shown interest in the 
game "Puzzle" 

One user took some time to realize 
how to play the game "Billiards" 
showing impatience 

All users have shown confusing to 
the change in the game play of the 
game "Billiards" in the passing from 
level 1 to level 2 

All users have shown enthusiasm 
playing the game "Billiards" 

Although there is a help button no 

user consulted despite the difficulties 

encountered in the game play of 

some games. 

Reference to: 

• Pleasant interface; 

• Delay in the arrival of the 
elements of the game 
"Keyboard Practice"; 

• Lack of difference between 
the levels in the game 
"Keyboard Practice"; 

• Difficulty in the game play 
when changing level of the 
game "Billiards"; 

• Failure to cancel a move in 
the game "Billiards"; 

• Dislike the need of having 
to respond twice to the 
question "Do you want to 
quit?". 

Users moved on the 
application without 
difficulty. 

There were no 
significant waiting 
times 

There were no errors 

 

 

 



• Tables summarizing the results obtained by the method of inquiry (instrumental) 

 

Usability questionnaire 

All participants were unanimous classifying their first impression and final impression as Good 

Globally all items were positively classified 

Items with two or more levels "sometimes": 

 There is a clear indication of the current location 

 Navigation is simple with no unnecessary levels 

 Only a single word or phrase is used to describe any item 

 

Fun questionnaire 

The heuristic that got the worst ranking was No. 3, having been appointed as a problem the 
lack of difference between the levels in the game "Keyboard Practice". 

Heuristics No. 2 and 5 were rated "poor" due to the fact that the user does not know how far it 
is the ultimate goal. 

Heuristics 6 and 7 were classified as "good". 

 

Satisfation questionnaire 

Globally the users say that they will use this educational software again 

All users claim that is easy to use ChildsPlay 

All users contend that the software is consistent 

 

Based on these results identified the following strengths and weaknesses: 

 

strengths weaknesses 

The interface is appealing to the users 

The application is easy to use 

The implementation is consistent  

 

 

The delay in the appearance of the elements in the 
game "Keyboard Practice" 

The lack of difference in the levels of the game 
"Keyboard Practice" 

The difference in game play between level 1 and 2 of the 
game "Billiards" 

Failure to cancel the move in the game "Billiards" 

The need to respond to the question twice if you want to 

exit the application. 



It should be noted that there weren't significant differences between experienced and 

inexperienced users. 

Recommendations 

In the game "Keyboard Practice": 

• place the elements to appear with less time interval; 

• with advancing levels place more elements simultaneously. 

In the game "Billiards": 

• enable the cancellation of the play. 

General: 

• In all the games place an initial explanation of the game with instructions and if there 

is any change in game play between levels put an alert message to the user. 

• When you reach the last level of the game notify the user that is the final level. 

• Allow the user to exit the application after answering once to the question "Are you 

sure you want to quit?". 

 

Results of tests - CognitionPlay 

 

 



 

The following tables summarize the results, organized by method: 

• Summary table of the results obtained by the method of Observation (for technical) 

Direct Observation Think Aloud Software Logging 

All users positively identified the exit 
button 

Two users had difficulty identifying 
the button to change the level 

Two users have shown impatience 
with the delay in the appearance of 
the elements of the game "Keyboard 
Practice" 

All users have shown interest in the 
game "sounds Association" 

Although there is a help button no 

user consulted him. 

Reference to: 
• enjoyable interface; 
• Delay in the onset of the 
elements of the game 
"Keyboard Practice"; 
• Agreeableness feedback to 
the sounds in both games 
• Dislike the need of having to 

respond twice to the question 

"Do you want to quit?". 

Users moved on the 
application without 
much difficulty. 

There were no 
significant waiting 
times. 

There were no errors. 

 

• Tables summarizing the results obtained by the method of inquiry (instrumental) 

 

Usability questionnaire 

All participants were unanimous in regard to the first impression and final impression 
classifying it as Excellent 

Overall all items were classified positively 

There were no items with two or more levels "sometimes". 

 

Fun questionnaire 

Heuristics No. 2 and 5 were rated "poor" due to the fact that the user does not know how far it 
is the ultimate goal. 

Heuristics No. 3, 6 and 7 were classified as "good". 

 



Satisfation questionnaire 

All users said that they return to use this educational software. 

All users claim that CognitionPlay is easy to use. 

All users claim that the software is consistent. 

 

Based on these results identified the following strengths and weaknesses: 

 

Strengths Weaknesses 

The interface is enjoyable to the users 

The audible feedback is essential to capture 
the attention of users 

The application is easy to use 

The implementation is consistent 

The delay in the appearance of the elements 
in the game "Keyboard Practice" 

The need to respond to the question twice if 

you want to exit the application. 

 

 While applying the tests we identify some difficulties in getting results due to shyness 

of the users. For more reliable results we would need to have a time of habituation between 

the elements that were performing the tests and the users so that they feel comfortable to 

express themselves. 

Recommendations 

In the game "Keyboard Practice": 

• place the elements to appear with less time interval, however not as little as in 

Childsplay; 

General: 

• Allow the use exit the application once after answering the question. 

• Given the wide pleasantness shown by users to the audible feedback we suggest to 

apply it to all games.  


