Guide Line Testing Document 

Team: Aquila

Names: Stephen Ramsay, Mohamed El Eryan, Phil Larson, Gurp Badesha, Eric Chen
Link to our prototype: http://www.sfu.ca/~sramsay/iat410/prototype/IAT410-%20Prototypev0.3.5.exe 

1. Setup: 

We had two sessions with two different people in each one. We were in room 3950, and we used two laptops that shared a LAN connection through the Internet. 

(A picture of the prototype setup in room 3950. Two of our users can be seen as they operate the prototype via the laptops.) 
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2. Users: 

Names: Frida, Era, Justin, and Charles 

Age: 26, 19, 24, 20 

Socio-economic status: All the users were middle class and half were living with their families while the other half were on their own. 

Occupation: All of the users were full time students. One of them had a part time job, while the others were not working at the time. There were two fourth years, one third year, and a second year student. 

3. Procedure: 


We had four users that agreed to test our digital prototype. The prototype itself was developed in Game Maker 7. The prototype was a basic turn based strategy game in which there were two teams. Each team started with five troops and two airplanes, and the user had to move and shoot with these each turn. The player who would kill the other first would be the winner. 


Mohamed and I set up the prototype in room 3950. We each brought a laptop, and we got two headsets with microphones from the library. We had the laptops facing each other so the two players were always in front of each other. We connected the two laptops and got the game session started for each user. We then introduced the game to our users as a turn based strategy game that had single player and multiplayer features, but that they were going to be playing the multiplayer portion of the game. We then told the users the basic controls and the specialties of the units present as there was no instruction screen built into the prototype. After this we stopped talking to the users and let them play on their own. Stephen had to intervene a couple times when a couple of issues occurred, like one time where the connection stopped working, and another where there was confusion over a method of control in the game.

4. Observation notes:


It was very helpful to record what the users said as they had a lot of things to say about our project. Listed below is the feedback we got in the order that it was mentioned. The first thing mentioned was that there was a confusion over the controls. The users were not sure how to move the units, and how the units could be moved. In what direction or scope, when looking at the level. 


There was also a lot of confusion over when another player ended a turn or not. We had included a small text box in the game that showed this, but they did not take notice of that which was interesting to note. 

The third issue that we saw arise was our users were not always sure of which units could be moved and which couldn't. Our system worked so that troops could move two spaces a turn and airplanes five, but having the two units move different was a point that confused the users, as there was visual feedback for this. The fourth point was that there was confusion when a unit was on top of another unit. There was no visual feedback to show that the two units were on the same space so it seemed as if a unit disappeared when in actual fact they were combined on the same space. Another feedback point was there was a lack of long range units meaning there were too many movement phases without any shooting. It was noted that the gameplay had too much build up before the shooting. The final thing noted was that there was a lack of visual display showing the range that each unit had to move, and the range each unit had to shoot. 

5. Reflection: what did you learn through this session? What conclusions can you make? 


Our team was able to learn many things from the playtesting sessions. One of the most immediate things learned was that a clear instructions screen would have been good as the users did not remember everything from the brief time the instructions were verbally told. In addition a clear description as to the limitations of each unit would have helped streamline the game testers experience of our game. One key aspect of the game testing session that we learned was to let the testers experiment with the game freely. In one game test session one of the testers was down to their last unit and instead of fighting they decided to move their unit to the bottom right corner of the screen in the attempt to avoid being killed. We never tested for that during our functionality tests, and it was quite interesting to see if the unit in the corner could be killed. Another example as mentioned above is that the game testers found that stacking units created a deeper level of strategy that we did not intend for when programming the game. They really liked this "bug", however they could not see any sort of tactile response to demonstrate which unit was stacked / grouped together during combat forcing players to keep track of which unit was grouped. The main point in this part of the user testing we did was that game testers always have a different perspective when testing games, which makes them more inclined to find interesting ways to playing the game, ways that we the developers don't always find. 


One of the main things our team got out of the playtesting sessions was that feedback is very important. Our game did not have very much feedback for the events that happen in it, and this was one of the biggest causes for confusion. Whether it was figuring out how much health a unit had or even who's turn it was. A big learning point for us was that we need to think about our product in a more user centered way, rather then assuming that because we know how it works everyone will.

Screenshots: 
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Three screenshots are below. The first one is a screenshot of the connecting screen which was developed from a tutorial provided on the Game Maker website. The second and third screenshots show the gameplay as it appears in a multiplayer game.
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