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the Setup


We had a total of 3.5 sessions with 2 players present for each. Our own team members did the first two sessions. We wanted to look for any obvious flaws in the game before our official session. For the official playtest, we set up the game for the players and left a page of rules for them to read and figure out the game themselves.
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the Users

	Name
	Age
	Socio-economic Status
	Occupation

	Courteney Chu
	21
	Upper-middle class
	Student

	Cody Church
	21
	Upper-middle class
	Student

	Dan Jagger
	21
	Upper-middle class
	Student, ACS

	Scott Ko
	22
	Upper-middle class
	Student

	Yohei Shimomae
	20
	Upper-middle class
	Full Time Co-op Student

	Darrell Yeo
	21
	Upper-middle class
	Student

	Stephanie Yin
	20
	Upper-middle class
	Student


the Procedure

The group started off the playtest session by setting up the pieces and the board.  We told them to sit down and read the instructions; after that, they played it out without any further discussion on our part.  No oral introduction was necessary.

the Observation


The following will be a transcript of the notes taken during the playtest session:


Observation (5 rounds)

· C: confirmed w/ Y

· Located the pieces

· C: “We can only use these a certain amt of times”

· Discussion of Battleship. C has played, Y has not

· C: “Why infinite amt of these...(looks at Peas & Corn card)”

· Flipped coin

· C wins coin toss

· Chose P&C, F5 square

· “do I have to say a person?” (referring to character cards)

· Y: “hit, do I put the marker on the piece?”

· “marker doesn’t stick”

· C: marks grid

· Y: “stick won’t go in?”

· “do we use character cards?”

· Completed round 1

· C: “you killed one, what do I do?”

· C: “missed, didn’t keep track”

· Y: “am I supposed to tell you if you’ve killed it?”

· Players had trouble marking opponent grid

· Also had trouble using hit sticks

· If Player A pies Player B, and B loses turn, does B move to next round? Yes, because their turn is lost

· Players will scratch out squares with pens, instead of using “checkmarks” and “X”

· Yohei wins game

Feedback

· Courteney

· Hard to understand, easier to understand when playing

· I like the durian

· Character cards kinda pointless

· Don’t see why they’re together

· No theme

· Better if food connected to characters some how

· Set traps?

· Board: flimsy, easy to knock over

· Yohei

· Don’t need character cards

· More durian cards (1 x (3x3) AoE card ( 2 x (2x2) AoE cards?)

· Flimsy coin ( too random, makes a difference

· No point in saving big food cards for later

· Board: pretty solid

· Divider: good that it isn’t bigger

· Cream pie: harsh, especially during last rounds

· Pie and sausage had the same effect

· Maybe add character attributes to make people care about dying

the Lesson

Throughout this testing session we realized that the instructions for the game were not quite clear as the players seemed to have quite a few questions initially, however, as they started playing and progressed through the game, things became much clearer to them.

Questions asked by users:

· Why infinite amount of peas & corn?

· Do I have to target a character card to attack?

· Do I put marker on piece?

· Do I use the Character cards?

· You killed me, what do I do now?

· Do I tell opponent when they have killed a character?

We also realized that the effects of the sausage links and the cream pie had the same effect, just worded differently, and that these effects were quite cheap at the earlier stages in the game as they would cause the opponent to miss their turns which allowed for multiple moves.

It was also noticed that the board was too big and that the game was found slow as it was difficult to land a hit with such a big board while having weapons with such a small hit radius. Players seemed to be struggling to keep a high interest while playing.

We can conclude that although the game does have potential, we will need to make drastic changes that make it different from battleship, and unique in its own right.  Perhaps find a use for the character cards and add in a little more strategy and excitement.

