What Are Video-Game Baddies?

Observing and Evaluating Player Perception on Video-Game Villain Designs

Revhan Pradantyo?, Scott Bateman?! University of New Brunswick
1. HCI Lab, Faculty of Computer Science

In this task you are going to be presented with
numerous video game characters.

Your job Is to simply use the keyboard
and press "Y" If you agree with the statement
or press "N" If you disagree.

Be as quick as you can!

The first round will be a practice round.
Click the start button below to begin.
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