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1: Setup

Testing Session 1: Room 3950 SFU Surrey Campus

Subject 1 (Angelus) and Subject 2 (Betty)
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Testing Session 2: PM home

Subject 3 (Sean)
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2: Users

Subject 1: Angelus, 26 years old, full time SIAT student and part time gymnastics coach

Subject 2: Betty, 20 years old, full time SIAT student

Subject 3: Sean, 22 years old, full time engineering student

3: Procedure

All testers were told the premise of the game: That they were on a search and rescue mission as a tadpole that develops into a frog. They were all given a written set of rules regarding game play and were allowed to ask as many questions as they liked. We were present to make sure that the rules were properly interpreted and followed. We represented the game AI by rolling the dice and tracking points and health units. 

4: Observation notes:
Subject 1

· Enjoyed the game, did not find it too easy

· Won the game without having to go back a level

· Did not find it too repetitive

· Said he found it intense during the end fight because he had a strong desire to beat the game

· Was kind of annoyed by having to physically roll the dice to simulate odds (this will not be an issue in the digital game) 

· At first was slightly confused by rules, asked quite a few questions to clarify;

· The rules made more sense once he was playing (note: many of these rules will be system imposed in the digital version so do not need to be learned by the user to play)

· Player caught on to rules quite quickly during game play; noticed things we missed. 

Suggestions from Tester

· When encountering 2 enemies at the same time, think about changing from having to fight 2 enemies back to back into having to fight both at once

· Possibly reduce points available to make it more difficult

· Would like to have mini bosses and the end of life stages/levels and win things for beating them

· Add pointless things to the game to make it more fun and random
· Likes the idea of adding some type of puzzle to the end of a level to break up the game
Subject 2
· Enjoyed the game

· Did not having time to play full game during testing session

· Found it challenging; found there was strategy involved with trying to avoid enemies 

· Found the rules a little confusing when first presented with them, but found they made sense once she was playing 

Suggestions from Tester

· Adding weapons for special attacks to add more power, so that battle outcomes do not only rely on odds
Subject 3

· Enjoyed the game

· Found it straightforward and easy to play

· Found it decently challenging (couldn't avoid the minions) 

· Found the rules straightforward, did not have to ask many questions 

Suggestions from Tester

· Give incentive/rewards for the player to kill all minions in a level (because many players will do it just for fun)

· Add weapons to make fighting more involved and varied (believes this will be partly accomplished by the growing of the tadpole through stages)

· Add caves to explore
5: Reflection:

· Players want more incentive than just the end goal of the overall game, so we should add more rewards and mini challenges to each level.

· Players want the game to have lots of variation; its seems the more random it is the more fun it is, so add different elements to the game (such as the cave suggestion)

· Add an element to the game to break up continuity (such as adding some type of puzzle to the end of a level to give a rest from all the fighting and swimming)

· Players like weapons … add weapons

· Many of the issues with the paper prototype (such as learning and remembering the rules of play) will not be an issue in the digital version, they will be system imposed. 

