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• User	Portraits	
• Interviews	
• Direct	ObservaCon	
• Internet	Review	

Learning	as	much	as	you	can	about	the	habits	of	users	while	disturbing	
them	as	li8le	as	possible.	

USER	RESEARCH		(FAST	&	CHEAP)	
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Examine	games	your	intended	user	is	currently	playing.	
Determine	what	they	have	in	common,	what	it	is	in	these	games	that	
a8racts	users.	
Also	look	for	current	features	that	might	detract	from	users’	enjoyment.	
Try	to	understand	*which*	features	are	good,	which	could	use	
improvement,	and	*why*	the	games	are	doing	what	they	are	doing.	

COMPARATIVE	ANALYSIS	
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