Evaluation of a Violent Video Game

Perception AnalysdrResearch

for
Office of Film and Literature Classification

*
*
ISBN 978-0-477-10306-0 (PDF) “n +
research *
*



w

w

Methodology

The purpose of the research was to evaluate perceptions iien Origins: Wolverine

¢ Wolverinehad already been classified as R18 by the Office of Film & Literature Classification (OFLC) and was alread
available to the public in stores

¢ The OFLC decided, however, to use the game as an example for developing a better understanding of adult audienc
perceptions of violent video game such\&@slverine.

The OFLC commissioned UMR Research to conduct two sessions using Perception Analyser technology
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¢ It can perform a range of functions, the most relevant of these being the fact that it allows reactions to video clips to

be measured on a momesity-moment basis.

UMR conducted the Perception Analyser sessions, while participants discussed the clips afterwards in a
group discussion run by Bill Hastings, the Chief Censor

¢ This report covers only the Perception Analyser portion of the resedceparate report of the discussion is
available at www.censorship.govt.nz/censorshgsearch.
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Each group included 12 participants

One group was with people who played similar fpstson actioatype games

The second group was with people who did not play these games

Each group contained a mix of parents and 1paments

Each group also included a mix of participants by age and gender.
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Approach

w OFLOas a game tester who helped with developing clips to be tested in the research
¢ He was asked to play the game the way a normal gamer would
¢ His game play was recorded and divided into the clips tested in the research
¢ This approach was essential as it meant that all participants saw the same parts of the game
C

The clips included botbameplay(action controlled by the gamer) and full motion vidéd\)
sequences (action not controlled by the gamer).

w Participants were shown three clips

¢ An introductory clip (this was only used to ensure that participants understood how to use the
technology, and is not reported on here)

¢ Clip 1 (this showed 5% minutes of game play)
¢ Clip 2 (this showed 4%2. minutes of game play from later in the game).

w When viewing the clips, participants were asked to imagine that they were actually playing
the game

w Clips were recorded at the highest resolution the Perception Analyser technology could
handle, and played back with the maximum quasioynd
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Approach (continued)

w They viewed Clips 1 and 2 twice, rating the clips on a motteentoment basis on a-Q0
scale where 0 meant that they were completely comfortable and 10 meant that they were
highlyuncomfortable

¢ The first time they were asked to record how comfortable for themselves they were with what they
were seeing and hearing

¢ The second time they were asked to record how comfortable they would be withl® Y2ar old
playing thegame.

w Towards the end of the session participants were also asked to answer a number of
guestions summarising their overall feelings about the clips

¢ Whether or not they would consider the game an appropriate gift for an 18 year old niece or
nephew

¢ Whether or not they would consider the game an appropriate gift for an 16 year old niece or
nephew

¢ Whether or not they would consider the game an appropriate gift for an 13 year old niece or
nephew

¢ Whether or not they would consider the game an appropriate gift for an 10 year old niece or
nephew

¢ How they would classify the clip (choosing from G, PG, M, R13, R16, R18 andbanned

w Participantswere not told that the game had been classified as R18 before they saw it
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Notes on the Charts

w Most charts show the Perception Analyser line for the duration of the clips
¢ The X axis on these charts shows the number of seconds since the clip begar

¢ Most charts show two lines (e.g. comparing the results from gamers with the
results from norgamers.

w Some charts near the end provide discrete (as opposed to motoent
moment)results

w While participants were asked to react on a momegtmoment basis,
sometimes their reactions were not instant
¢ The report provides images of key moments in the clips. In some cases the

movement may not have been due to the exact image being shown, but to
the longer scene that is going on either side of it.

¢ We have usually chosen images that appear to start an upward trend (the
actual peak may occur a few seconds later because participants have not all
reacted instantly).
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