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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 sessions: 1

Participants per session: 2

Lab Location: Room 3950, SFU Surrey Campus
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2. Users: who are they? Age? Socio-economic status? Occupation?

Derek Pante

5th year New Media Arts student with experience in game design

Manuel Pineault

5th year Interaction Design student with experience in flash game design
3. Procedure: describe what you did, what did you tell the users? How did you introduce the game, if you did? 

We started off by researching the scope of our game but realized that it was too difficult to implement with our current team. We do not have a dedicated programmer. So we went back to the drawing board and look at other genres and decided that dropping the real-time from RTS would be a viable option. Following that we started working on a prototype game board with minimalism on our minds. This gave us a stripped down version of our game.

During the evaluation phase we found out that it was unnecessary to set up a microphone and observe from another room. So we switched to the co-discovery process and had the subjects interact with each other and may interact with us when they want.

We told the subjects what this game is all about and the ideas behind the creation of the game as well as the intended values as they had experience since they took this course before.
4. Observation notes: what did they say? Try to be objective and write everything with no bias.

They liked the idea but did felt that it needed a lot of work, even for a prototype. There was poor mapping to start with and that the instructions were vague at times. However, they managed to complete the game in a reasonable amount of time which is a good thing but on the other hand, they were not fond with the amount of randomness build into the game.
5. Reflection: what did you learn through this session? What conclusions can you make? 

One thing’s for sure is that our prototype needed more work in order to be effective. We also received some good feedback on how to further improve the game and add more dynamic elements to the equation. We still need to determine which engine to use and flesh out more detail into this game. However, we think that it might be a good idea to revise the prototype and run another set of user evaluation sessions and see what we can get this time.
