Kawi Cho // #310112300 // kawic

Ray Chia // #200124508 // rchia)

Aaron Liu // 

// aliu1

Anna Wu // #301020021 // wuannaw

Brian Quan // #200082372 // brianq

Karen Yuen // #301008980 // khyuen 

1. Setup: number of sessions and number of people for session. Lab location and setup. A picture of the prototype setup in the room. 

Number of prototyping sessions: 3
Number of people for session: 1 each
Lab location: 3950
[image: image1.png]



2. Users: who are they? Age? Socio-economic status? Occupation? 

Kevin Kao: 22 years old, low income full time university student, moderate gamer

Stephanie Yin: 20 years old, comic book store employer, casual gamer, university student

Scott Ko: 22 years old, moderate gamer, full time university student  

3. Procedure: describe what you did, what did you tell the users? How did you introduce the game, if you did? 

What we did: 

· made a paper prototype 

· set up room with camcorder

· Anna played as Artificial Intelligence

· used a die to generate chance

What did we tell the users?

· We described the rules of the game and the abilities (types of splashes) the user has control over

· We reported the status of the user’s health
How did we introduce the game:
· The user goal is on the instructions sheet 

· We didn’t describe the story 

4. Observation notes: what did they say? Try to be objective and write everything with no bias. 

· we video captured the sessions

· Kevin Kao

· He didn’t understand why there are 3 different types of splashes with the largest splash dealing the most damage because there isn’t any risk involved.

· Well balanced game

· We should implement a short tutorial or a really long instructions sheet

· Stephanie Yin 

· Cute art work 

· The leaves obstacle was not obvious

· When and where are the agro range for the enemies

· She didn’t like how she cannot dodge the dripping slimes and bubbles (it was set up that it was dependent on the die roll by the AI)

· Scott Ko

· He wants there to be a choice to go through the leaves or run right off the cliff to the end point, but realizes running off the cliff, costs his/her life.
· He suggested that we could have the player be able to use the turtle longer with the cost of his/her life. That is, the turtle can be used as more than just transportation but also as a bodyguard whom the player can hide in the shell if they are encountering an enemy.

· Scott also complimented the artwork

· He also said that chance takes away the ability to make decisions (especially with the bubbles)
5. Reflection: what did you learn through this session? What conclusions can you make? 

· Our paper prototype does not exactly illustrate our mechanic (the range splash ability) and gameplay (AI) 
· Our users had a lot of questions on how to play it
· The players were suggesting more options like power ups
