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Abstract
In this paper, we ask how we can explore engaging new
and inexperienced spectators by utilizing autobiographi-
cal design as a starting point. As eSports become more
and more ever present in the gaming zeitgeist, the chal-
lenge of engaging new spectators, ones who may not be
experienced game players, becomes increasingly important
as an untapped viewer market. We frame this preliminary
exploration with our current work in which we utilize auto-
biographical design as the medium for a first-hand account
of a return to a long-term game experience. Our experi-
ence with using autobiographical design as a means for
preliminary exploration of a games experience has shown
promise. We ask if and how an autobiographical approach
can help us in understanding, and engaging, prospective
eSports spectators.
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CCS Concepts
•Human-centered computing → User centered design;

Introduction
The past decade has seen eSports rise to become a cul-
tural behemoth with millions of fans and a staple in the
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mainstream games industry. Competitive games like Over-
watch, Fortnite and League of Legends continue to draw
fans who tune into live streams to watch professional play-
ers and teams play their favorite games. A gamer who plays
Overwatch, for example, might be interested in watching a
match in the Overwatch League to connect with fellow fans,
keep up with the latest trends and updates in the game, and
of course watch professional Overwatch players play at an
elite level.

For spectators such as these, it is easy to understand the
appeal of attempting to engage with games they already
love not as a player, but as a spectator. What about prospec-
tive spectators who are not Overwatch fans? Can they en-
ter an Overwatch live stream and engage in the same way?
Can we design better experiences for them such that they
don’t need to buy and play Overwatch to truly appreciate it
as an eSport?

These inexperienced spectators are the focus of our ex-
ploration here. We are interested in this particular demo-
graphic because of the untapped potential found in design-
ing eSports experiences for them. Investors are pouring
hundreds of millions of dollars into eSports, yet for the in-
dustry to be sustainable and profitable, eSports must be
more easily accessible to viewers who are not “in the know”
about the game in question.

In order to better engage prospective spectators who are
not overly familiar with a particular eSport, thus increas-
ing its popularity and revenue, we seek to understand how
those prospective spectators feel when spectating. Where
do they struggle the most when spectating an eSport? Is it
the commentary or the speed of action? What parts do they
enjoy? How does their experience compare to experienced
spectators? These questions, and many more, lie at the
heart of our preliminary exploration.

Leveraging Autobiographical Design
When evaluating potential avenues to explore this problem,
we began by reflecting on our current work involving returns
to existing saves in long-term game experiences. Our work
is focused on understanding the transitions and processes
a player undergoes when returning to their previous save
in a game they committed dozens of hours to. As a start-
ing point for this exploration, we turned to autobiographical
principles as the entry point for understanding the factors
involved in return experiences first-hand.

Neustaedter and Sengers work on autobiographical de-
sign in HCI [4] provided our methodological frame and was
tempered by critical work on the form from Desjardins and
Ball [1]. Neustadter and Sengers’ work champions Auto-
biographical Design as a method for learning more about
the design space and developing an understanding the po-
tential of the system. It is a process that requires exten-
sive self-usage of a system to learn more about the design
space, then evaluating and iterating the design based on
the first-hand experience [4].

In our work, we did not use autobiographical design as a
means to evaluate a system we already built, but rather as
a starting point where we evaluated an existing system, a
long-term game experience, using first-hand reflections that
helped us understand how to iterate on that system in the
future.

Translating this to the prospective inexperienced specta-
tor context, we propose a similar starting point wherein we
utilize autobiographical design principles as a means to
evaluate existing spectator experiences from the perspec-
tives within our research team. By placing this target demo-
graphic at the center of our research exploration in the form
of a primary researcher, feedback on the experience can be
provided from both a designer and inexperienced spectator
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perspective. This means we can potentially understand how
the existing system fails to entice inexperienced viewers,
thereby paving the way for iterating within the design space.

Formulating the Autobiographical Study- Poten-
tial Avenues
Autobiographical design provided the conceptual framework
from which we conducted our original returns study, how-
ever we still needed to design the study to gather our re-
quired data. This autobiographical study involved a primary
researcher revisiting four previously played games and re-
flecting on the return experiences using diary studies [2].
Our procedure for this video game returns autobiographi-
cal study involved returning to four different games for three
hours each, and documenting the experience using diary
studies.

A different procedure than the one we used in our video
game returns will need to be developed and extended. In
our original procedure, we utilized diary studies, particularly
the snippets technique [3] as our primary means of reflect-
ing during the experience. Given that this written journal
approach required pausing the game in our study, it may
not be the best way to document a fast-paced, eSports
spectating experience. As an alternative, we suggest us-
ing video logs where the primary researcher reflects on the
experience vocally while spectating. In addition to these re-
flection and journaling approaches, it is possible to track bi-
ological cues from the primary researcher to evaluate their
experience as well. Eye tracking, for example, can reveal
where the primary researcher, as an inexperienced specta-
tor, looks on the screen when viewing a match.

Extending the Autobiographical Study
The autobiographical approach provides an accessible
starting point for the research team to understand where

existing spectator experiences fail to engage prospective
spectators. In addition to leveraging autobiographical stud-
ies, we suggest extending the procedure to participants
outside the research team. In other words, we can use the
designed procedure with inexperienced spectators outside
of our research team, and we use the data from our autobi-
ographical approach to create metrics to monitor.

While this approach extends the definition of autobiograph-
ical design, and in some ways returns to traditional user
evaluation methods, there are multiple strengths to this
extension. First, using the logging techniques established
by the study procedure with other participants provides a
much larger, and richer dataset. Not only are there more
participants, but the participants’ different backgrounds and
experiences will diversify our dataset and increase our un-
derstanding.

Furthermore, extending the study outside the confines of
the autobiographical approach will allow us to compare
our results and experiences with the external participants,
which reveals another avenue that has great potential; we
can design studies across demographics that can reveal the
differences between them.

Examining prospective spectator experiences can possibly
be explored by extending the autobiographical approach
even further to not only inexperienced spectators, but also
experienced spectators as well. In this scenario, we again
use the logging techniques, the procedure and observations
from the original autobiographical approach as indicators
to monitor, but we also compare the results across the two
different demographics. With this approach, we ask: how
exactly is the spectator experience different between expe-
rienced and inexperienced spectators? What exact kind of
assumed knowledge that the experienced group possesses
is necessary for understanding the interface and the experi-

3



Leveraging an Extending Autobiographical Design SEEGames’20, April 25, 2020, Honolulu, HI, USA

ence? What knowledge gaps exist within the inexperienced
group, and how can we best fill them?

This comparative approach is another iteration on the orig-
inal autobiographical approach we proposed and provides
another gateway to understand how to design better eS-
ports spectatorship experiences for new and inexperienced
viewers.

Conclusion
Our area of focus proposed here is new and inexperienced
prospective spectators. We ask how we can begin exploring
the design space for engaging inexperienced spectators.
Inspired by our existing work, we propose leveraging auto-
biographical principles to design a preliminary study with a
primary researcher, who is an inexperienced spectator, as
the subject.

With this starting point, we can begin to understand where
the existing spectator experience fails inexperienced view-
ers. This can then be extended to inexperienced spectators
outside of the research team to diversify the dataset and
solidify the understanding of the design space. Finally, we
suggest a further extension of the original autobiographical
approach wherein we compare across the experienced and
inexperienced demographics to understand how and why
the demographics experience spectatorship differently. Our
goal with these proposals is to facilitate the creation of bet-
ter interfaces and spectatorship experiences that engage
inexperienced viewers, which will solidify eSports’ potential
as a sustainable industry in the future.
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