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Setup
There was 1 Session, with 3 people at the session.  As instructed we booked and used room 3950 as our lab.  Picture of the prototype setup is included at the end.

Users

	Rasam

	Who is this?
	Rasam is an engineering major at SFU, little gaming background after casual play with the original Nintendo and Super Nintendo systems.

	Age
	21

	Socio-economic Status
	Middle Class

	Occupation
	Student


	Jason

	Who is this?
	Jason is a computing science major at SFU, extensive gaming experience in early consoles dating to Play Station 2 and X-Box.  Extensive gaming experience with PC platform largely centered on RPGs, MMORPGs and occasional text based games.

	Age
	20

	Socio-economic Status
	Middle Class

	Occupation
	Student


	Michael

	Who is this?
	Michael is an IAT major at SFU.  Has extensive gaming experience across a wide array of genres and platforms.

	Age
	20

	Socio-economic Status
	Middle Class

	Occupation
	Student


Procedure

The game was run as a fast version of a Dungeons and Dragons game, with several rule implementations spread across several encounters and puzzles.  The game was run as a team based adventure.  The logic for this was that even if the final version of the game will not have multiplayer capabilities, at least we will have tested out the strengths of each character against the others.

These rule implementations were largely centered on the special attacks system.  We wanted to test out three major methods for regulating special attacks among player.

· Cooldown System: Players were given various cooldown times on their special attacks.  These varied with the character’s magical prowess and were set over several turns.  The mage, for instance, had a 2 turn cooldown, while the warrior had a 4 turn cooldown.

· Token System: Players were assigned a token for each time they successfully hit an enemy, and for each time they were successfully hit.  After a set number of tokens were collected, a special attack could be used.

· Mana System: Players were given a set amount of mana.  Each time they used a special ability they would deplete the mana pool somewhat.  This would recharge over time.

A detailed procedure follows:
1) Players were introduced to the campaign with a sample story about a stolen pie.  They were given sheets with statistics for their chosen character.  Simple rules were explained as well as the starting implementation of rules regarding special attacks.

2) Player Characters (PCs) were lead into the first room which featured an encounter with several enemies.  A cooldown implementation of the special attack system was used.

3) PCs were lead into first puzzle room.  The surroundings were explained and all necessary items were mentioned, just as what would be seen on screen in the actual game.  The players were then free to deliberate on what needed to be done about solving the puzzle.

4) At this point player feedback was asked regarding current rules, specifically suggestions for change.
5) Players were lead into the next room.  This room was a combination of puzzle solving and fighting enemies.  At this time Token based system was used for special attacks.  Likewise, hit points for each character were reevaluated based on player suggestions.

6) Players were lead into a fight against many, larger and stronger opponents to test out new combat implementations, which included altering special attacks to make them better suited for the gameplay.

7) Players were lead into another room.  This one a mixture of enemies which turned into blocks which then were used to solve a puzzle.  At this point a mana regeneration system was used to regulate special attacks.

8) A larger puzzle which involved backtracking and ingenuity was introduced.  This was done in stages.

i) First part of the puzzle, involving bombs and blowing up a rock was introduced.  The surroundings and all necessary equipment was described and the players were left to deliberate.

ii) The Second part of the puzzle involving backtracking and switches was introduced.  All relevant effects were described to the users and they were left to deliberate on how to solve the puzzle.

iii) The last part of the puzzle was introduced.  All relevant environments and equipment was described.  The players were left to deliberate an answer.

9) Players were lead into a sample boss battle.  The boss needed to be lured into striking down at a player.  His sword would then stick in the ground and the players would have to hit him.  The situation and all relevant details were described to the players who then had to find a solution to how to beat him.

Note: This is as far as we got in the procedure.  We ran out of time at this point
10) After the boss battle, the players would have set against each other in a battle royal to further test each character abilities against the others.

Observations

Several observations were made by players.  They are as follows:
· A greater amount of enemies, or possibly better enemy AI would be necessary to increase the necessity of special attacks.

· Current Mage special attacks were underpowered.
· Current Warrior special attacks were useless in a multiplayer setting.

· Current ranged weapons were overpowered due to lack of enemies with ranged capabilities.

· Enemies were too easy in one on one encounter.

· Token system for special attacks was the most efficient and useful.

· Puzzles were relatively easy, though they hindered action oriented gameplay somewhat.  This was largely due to the fact that on the map, about 50% of the gameplay was puzzle based.

· Players noted that the rules were too dull in a turn based setting, though consensus between them seemed to be that in a real time environment, this problem would be rectified.

· Pick-ups were suggested to add to gameplay.  If nothing else, it was pointed out that we had no healing pickups, and no character had healing abilities.

· It was suggested to use pick-ups as special attacks by one of the players.

Reflection

There are several conclusions we were able to draw from the play test.  First of all, the debate surrounding which system is best for dealing with special attacks was largely ended.  Final word on which system is best will be left on play testing of a computer version of the game.  Similarly, we rethought the ratio of puzzles to combat.  This has also sparked the possibility of combat based puzzles or combat sprinkled into puzzles, which we are currently working on implementing for the next prototype.   Similarly we are rethinking some of the current special attacks for the characters.

As informative as this lab was there are several things which we can only playtest on an actual computer prototype of the game.  Our intended platforming elements are one example of this.  It would be very difficult under the constraints of a paper prototype to construct a multi leveled structure for players to run and jump through to test out things like timing and the lengths of jumps.  Likewise, the actual action portions of our game were difficult to implement in a paper prototype as we were aiming to have real time fighting.

Apart from these minor concerns however, we managed to collect a large store of data for improving our core game rules and several strategies on improving overall gameplay.
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The full prototype model
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The character models, with character stat sheets in the background
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A sample puzzle room
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The manual with enemy stats in it

