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1) For testing we had a total of three users in three isolated sessions. We gave each user an 11 question survey (attachment 1) which they were required to fill out during the testing session. We set up the room in the following manner:
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Screen shots of the game can be found in Attachments 2 - 
2) The following chart summarizes the three users we had experience our game:
	USER TABLE

	Age of Participant
	Occupation
	Degree/Level of Education
	Hours Spent Gaming a Week
	Plays RPGs

	22
	Student
	IAT
	15
	Yes

	17
	Student
	High School
	5-10
	Yes

	21
	Student
	Business
	12
	Yes


3) When the user entered we introduced ourselves to them and told them they will be playing a partial demo to the game Third Cloud. They then sat down and filled in the first three questions of our questionnaire and read the back story of where they are at the current stage of the demo. They then played the game and along the way, they continued to fill in additional questions of the survey. Finally, when the demo ended at the Shaman’s hut, they completed the rest of our survey.

4) A few major issues occurred during the testing process. The first issue was that the demo did not explain well enough how a character navigates through the system, the controls, how to equip items or how the player interacts in the world. 
Also, one of the players forgot to equip a weapon when attacking the snake avatar, which resulted in his death. He suggested a possible auto equip function for the first weapon the character finds. 

Players were disappointed when they would try and interact with different items and nothing would happen. They wanted to be able to see and interact with everything.
Finally, the player wanted to have more happening. The players really like activity around them whether it is side quests or more engaging dialogue happening with the npcs.

5) We learned that we are on the right path, however, the users wanted more. The biggest two problems with our project is lack of interactivity and lack of help in the game. Because of this, it is imperative that we have an owner’s manual or a tutorial for our game. As far as interactivity, we need to make sure all the sprites are able to be interactive in some way, including inanimate objects.
ATTACHMENT 01

IAT 410

Third Cloud User Survey

1) How many hours a week do you play games (board, console, computer, card, table top, etc)?

2) Are you a fan of Role-playing Games? If so, what would you say are your top three favourites? (This does not have to be only computer and console games)

3) What do you look forward to the most in an RPG?

a. Story

b. Power Leveling

c. Mechanics

d. Cool Moves

e. Other (Please Specify)

Scenerio:

You are a farmers son. You wake up one morning to find a strange object in your room. You pick it up. 

4) What do you think the dad should say?

5) Do you expect the farmer to help you in some way? If yes, how do you believe he should help you?

6) When you fight the snake, how difficult is it?

7) Did you Not Like, Sort of Like, or Like the combat menus?

8) What do you think the shaman should tell you?

9) What do you think should happen next?

10) Did you Not Like, Sort of Like, Dislike the game so far?

11) Any suggestions?
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Figure 1: Intro screen. Basic beginning interface for 3rd Clouds prototype.





Figure 2: Bedroom. The first area the player gets to explore when entering the game.





Figure 3: Object Interaction. The player found a club by opening up chest.
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Figure 4: Equipment Menu. The player decides he may want to attach that club of his.
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Figure 8: Snake Encounter. A snake blocks your path.





Figure 7: Farmers House. You can interact with other NPCs and they will give you advice.





Figure 6: Cabbage patch. Players wanted to explore this are and were disappointed they couldn’t





Figure 5: Players house. This is the screen you get when you walk downstairs.
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Figure 9: Combat Screen. Tested view for combat.





Figure 10: Shaman’s Hut. Where the player can find great wisdom.








