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Overview

The basic idea of the game is that the player will start by fighting an epic boss but will eventually lose
no matter what. After losing against the boss, the player is teleported back to the intro of the game,
losing their gear and every skill. This allows the player to work through the game and get everything
they lost back, learning along the way the skills and the mechanics to win the big battle. The game will
be an action adventure game with platforming elements and different elemental abilities. Different
mechanics will be available to the player, like a double jump, time control, sword attack, running, etc.
The player will have to face different enemies in order to get to the main boss, each with their
respective abilities.

Theme

The game adheres to this month’s theme by implementing a time loop feature. This means that the
player will start at the end of the game fighting a boss, he will lose the battle and he will go back to the
beginning of the game, allowing the player to learn the mechanics and collect the abilities to finish the
game. We found this interesting since it has a good relation to the main theme while it also brings

many good ideas to a game; this will also give us the chance to experiment with new and unique
mechanics.



Detailed Mechanics
The main mechanics of the game are:

e Jump & double jump
e Slow Time
e Attack with sword
e Attack with projectiles
e Run
e Collect orbs, health pickups and open chests.

Goals

The mail goal is to get back to the boss while acquiring all the skills and the main mechanics the
player had before. A sub goal would be to complete each level and to collect some orbs that
increases the player health total amount.

Rules

When the player uses the double jump mechanic, he can reach higher platforms and acquire
hidden health orbs that are hidden in higher places. If the player uses the melee and ranged
weapons, he can attack the enemies and kill them in order to proceed through the level. The
player can also stop the time for a few seconds, giving him the ability to overcome obstacles
and kill the enemies. If the player dies by falling of the map or by being hit a few times by an
enemy, he will restart again from the latest checkpoint.

Actions

The player has basic movement and camera rotation. The player also has weapons that he can
use to affect the level, and deal with enemies. In terms of skills and simple mechanics, the
player can jump and double jump to reach higher platforms. The player can also play with the
time (stop and slow time) in order to defeat the enemies or to proceed through the level.

Transitions

During the game, the player will have these transitions:

[tems

A fade in / fade out between the end / beginning of each level. There will also be
cutscene transitions during some of the levels to connect core story/gameplay
elements.

Press Escape to open the pause menu and choose the Resume, Options and Main Menu
tabs. In the Options menu the player can change the audio of the game.

The player will have a death screen appear which they can choose to retry the level or
to quit. If the player decides to retry, he will restart again from the latest checkpoint. If
he decides to quit, he will go back to the main menu screen.

The player can open a pause menu that can lead to the main menu screen. Also, if the
player dies, he can choose the main menu tab to go back to the main menu screen. In
the main menu screen, the player can choose to quit game tab; this will let him quit the
game exe.

The player can collect or will encounter these items through the game:

Ammo (Projectiles)
Health Pick ups
Orbs health increase
Checkpoints
Enemies

Boss

Hidden Chests



Setup
The player starts the executable and choses the resolution and the size of the screen. At the
start, the player will see the main menu. Here they can choose between the Play New Game,
Options, Controls, and Quit game tabs. If the player chooses Play New Game, they start in an
intro sequence, to then fight the main boss. After this the main game starts and the player must
complete the levels in order to acquire the skills and each ability again.

Diagrams

1. Flow Chart: Slow Time — After this is active, time stops completely, except the player.
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2. Flow Chart: Slow Time — After this is active, time slows down.
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3. Levels Layout: Flow and direction of the game with each level described.

Second level (Practicing
with the newly acquired
mechanics)

First level (Acquiring
the skills and the main
mechanics again)

End of the game

i

i

Start Point
Main Boss (Start

of the game)
Facing the Main Boss
again to test the acquired
skills and the player ability.

S
Third level (Mastering

the skills and the main
mechanics)



Milestone 2 Playtest Report
Individual Playtests

Playtest #1

Name: Adderley

Demographic: 19, Male, A lot of experience
Duration: 30 seconds

Additional data collected:

Likes of the game: The tester mentioned that he liked the camera and the movement of the
character

Change and dislikes of the game: He also said that would like us to implement the movement of
the mouse Y axis. Fix the slow and stop time mechanic so he can have a better mobility. Doing
this mechanic in the corner of the map he was able to glitch out of the map.

Difficulty: From 1 (being easy) to 5 (being hard), 2

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 2

Controls: From 1 (being easy) to 5 (being difficult to use), 1

Movement: He said that movement felt as expected.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 2

Stop time mechanic: From 1 (To Short) 5 (To Long), 3

Observations:

1.

2.

Player was able to solve the level quickly. We think that this was because of his ability to play
games and his experience them.

The player also wants to look up and down with the mouse. He mentioned that he would like to
look around the environment in order to have a better visibility of what is happening.

He was also able to stand in the shooting squares at the end of the level and not take damage.
He could stand there the entire time and nothing would happen.

He was also able to glitch out of the map with slow down time mechanic in the corner at the
start of the level. He was the only play tester that found this, so we managed to discover why
this happened and we are finding a fix so this doesn’t happen again.



Playtest #2
Name: Gosselin
Demographic: 19, Male, A lot of experience
Duration: 2 minutes
Additional data collected:
e Likes of the game: The tester mentioned that he liked slowing down time.
e Change and dislikes of the game: He also said that he wants to change the slow down mechanic
so it wouldn’t be that slow at the time of using it.
e Difficulty: From 1 (being easy) to 5 (being hard), 3
e Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4
e Controls: From 1 (being easy) to 5 (being difficult to use), 4
e Movement: He said that movement felt pretty good. However, jumping was a bit too floaty.
e Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5
e Stop time mechanic: From 1 (To Short) 5 (To Long), 3
Observations:
1. The player had some difficulty getting across the red bars. However, the player was able to
finish the level with the mechanics provided.
2. We noticed that the player was falling a lot at the beginning of the game. This was because he
didn’t know at first that he can use the tine mechanics in order to traverse through the level.
3. Atthe second obstacle to test the mechanics, he was using the stop mechanic more often that
the slow down time mechanic. We noticed that this was because the stop mechanic was more
practical than the slow down mechanic and they liked to use it more often.



Playtest #3

Name: Helferty

Demographic: 20, Female, Average Experience
Duration: 6 minutes

Additional data collected:

Likes of the game: The tester mentioned that she liked the stopping time mechanic and the
checkpoints.

Change and dislikes of the game: She wouldn’t change nothing.

Difficulty: From 1 (being easy) to 5 (being hard), 4

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 5

Movement: He said that movement felt pretty good. However, jumping felt slow. Jumping
while in slow down mechanic felt weird, off and not as smooth.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (To Short) 5 (To Long), 3

Observations:

1.

The player got stuck at the beginning and at the red platforms. It took them her a while to
figure it out.

The player completely abandoned the mouse and didn’t used it during the entire playtest. The
player didn’t have any experience with the keyboard and the mouse.

At first the player wasn’t going for the checkpoints. After dying from the second obstacle the
player went straight to the checkpoints.



Playtest #4

Name: Muino

Demographic: 22, Female, Very little experience
Duration: 5 minutes and 30 seconds

Additional data collected:

Likes of the game: The tester mentioned that she liked the stop time mechanic.
Change and dislikes of the game: She wouldn’t change nothing.

Difficulty: From 1 (being easy) to 5 (being hard), 5

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 5

Movement: She said that movement felt pretty good.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time mechanic: From 1 (To Short) 5 (To Long), 2

Observations:

1.

The player got stuck at the red bars. She had a difficult time using the mechanics along with the
movement to get past the red bars.

The player completely abandoned the mouse and didn’t used during the entire playtest. The
player didn’t have any experience with the keyboard and the mouse.

Took a while for player to notice that she can double jump. Her reactions skills were slow and
she could’ve beating the level at a faster time but her reaction wasn’t fast enough.



Playtest #5
Name: Adams
Demographic: 19, Male, Average experience
Duration: 3 minutes and 30 seconds
Additional data collected:
e Likes of the game: The tester mentioned that he liked the movement of the character.
e Change and dislikes of the game: He would change the slow down mechanic by making it
longer.
e Difficulty: From 1 (being easy) to 5 (being hard), 3
e Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4
e Controls: From 1 (being easy) to 5 (being difficult to use), 2
e Movement: The tester said that it started a little sluggish but then ended up being fine.
e Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4
e Stop time mechanic: From 1 (To Short) 5 (To Long), 3
Observations:
1. The player was getting stuck at the red bars obstacles. He was jumping over the obstacles while
slowing down the time.
2. Player was having a difficult time using the slow down time mechanic with the normal jump. It
was hard for him to jump on the platforms.
3. The red bars were a challenge to the player and it took him a lot of time to get past this. We
have noticing so far that most of the player did had trouble with this obstacle and it took them
a while to figure out the correct way to do it.



Playtest #6
Name: Frias
Demographic: 20, Male, A lot of experience
Duration: 2 minutes
Additional data collected:

e Likes of the game: The tester mentioned that he liked most of the things overall. He also liked
the stop time mechanic.

e Change and dislikes of the game: He wouldn’t change nothing.

e Difficulty: From 1 (being easy) to 5 (being hard), 3

e Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4

e Controls: From 1 (being easy) to 5 (being difficult to use), 5

e Movement: He said that movement felt a bit sluggish.

e Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

e Stop time mechanic: From 1 (To Short) 5 (To Long), 3

Observations:

1. The player was one of the few players that didn’t got stuck through the entire level, specially
during the red bars obstacles. He also jumped over the red bars using the slow down time
mechanic.

2. He forgot about the checkpoints and didn’t grabbed any till the middle of the level. As soon as
he died at the middle of the level, he noticed the checkpoints and decided to grab them.

3. The player completely abandoned the mouse and didn’t used it during the entire playtest. Since
the camera was mostly centered, he was able to see what was happening at all time and
managed to finish the level that way.



Playtest #7

Name: Dube

Demographic: 19, Male, A lot of experience
Duration: 30 seconds

Additional data collected:

Likes of the game: The tester mentioned that he liked the slow down time and stop time
mechanics.

Change and dislikes of the game: He would change the movement speed of the character.
Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 4

Movement: The tester said that the movement felt a little slow.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (To Short) 5 (To Long), 3

Observations:
1. The player was able to use the mechanics properly. He also used them in almost all the

obstacles. At the end of the level he felt happy and he told that he really enjoyed the level and
the mechanics.

He was also able to make a record in the level by beating it in 30 seconds, the fastest time we
had. He barely died through the level, and if he died, he knew what he had to do for next time.
His skills were good and he didn’t have any problem with the red obstacle at the middle of the
level. We noticed that he also managed to complete the level by using the mouse rotation.



Playtest #8

Name: Brathwaite

Demographic: 45, Male, Very little experience
Duration: 10 minutes 45 seconds

Additional data collected:

Likes of the game: The tester mentioned that he liked the challenger of the level. He also felt
compelled to finish the game.

Change and dislikes of the game: He would change or add colors to recognize everything faster.
Difficulty: From 1 (being easy) to 5 (being hard), 5

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 4

Movement: The tester said that the movement felt good.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time mechanic: From 1 (To Short) 5 (To Long), 3

Observations:

1.

The player wanted to finish the level without using the main mechanics. He was compelled to
do it no matter what.

He was really stuck at the red bars obstacles. Since he didn’t want to use any of the main
mechanics like slow down time and stop time, it took a while to complete this.

Even though he was stuck in the red bars obstacles, he felt enjoyment not to use the
mechanics, he was having fun.

At the end he managed to do it and he felt accomplished.



Playtest #9

Name: Ward

Demographic: 20, Male, Average experience
Duration: 2 minutes and 30 seconds
Additional data collected:

Likes of the game: The tester mentioned that he liked the slow down time mechanic. He said
that this makes the game easier.

Change and dislikes of the game: He would add more challenging obstacles. He would also
change the bar so that once it ends, is game over.

Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Controls: From 1 (being easy) to 5 (being difficult to use), 4

Movement: The tester said that the movement was very fluid and the controls were easy to
use. After the first obstacles, the movement can be smooth a bit more.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (To Short) 5 (To Long), 4

Observations:

1.

2.

3.

The player forgot about the time mechanics; he barely used them during the level. He mostly
tried to jump and evade obstacles.

He struggled a bit during the red obstacles. We're thinking that this happened maybe because
he didn’t used the mechanics very often, so it made it hard to finish the level.

The player completely abandoned the mouse and didn’t used it during the entire playtest. The
player didn’t have any experience with the keyboard and the mouse and because of this is was
a bit hard for him to finish the level.



Playtest #10

Name: Reed

Demographic: 23, Male, Very little experience
Duration: 3 minutes and 30 seconds
Additional data collected:

Likes of the game: The tester mentioned that the level was challenging/though.

Change and dislikes of the game: He would add more challenging obstacles and platforms.
Difficulty: From 1 (being easy) to 5 (being hard), 4

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 3

Movement: The tester said that the movement was okay and it works properly.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time mechanic: From 1 (To Short) 5 (To Long), 2

Observations:

1.

The player got stuck at the red bars obstacles. After figuring out the slow down time and the
stops time mechanics, he was able to jump across the obstacles and finish the level without too
much struggle.

We noticed that during the level, he was using the stop time mechanic but he didn’t know that
there was a cooldown so he was missing the jumps most of the time.

He wanted the time to stop for a longer time, since he felt that 3 seconds wasn’t enough.
However, he managed to finish the level and beat the obstacles.



Playtest #11
Name: Occhipinti
Demographic: 21, Female, A lot of experience
Duration: 2 minutes and 30 seconds
Additional data collected:
e Likes of the game: The tester mentioned that the toggling of the slowing down time mechanic
was enjoyable and unique.
e Change and dislikes of the game: She said that it would be good if we could fix minor glitches
that had to do with teleportation issue.
e Difficulty: From 1 (being easy) to 5 (being hard), 3
e Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5
e Controls: From 1 (being easy) to 5 (being difficult to use), 3
e Movement: The tester said that the toggle and E had similar functions, and it was a bit
confusing. She managed to understand it after a while.
e Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5
e Stop time mechanic: From 1 (To Short) 5 (To Long), 3
Observations:
1. The player wasn’t using the time mechanics during the first platform obstacle. She was just
jumping normally in order to get to the platform.
2. It took her a short amount of time to properly and effectively use the time mechanics. We
noticed that she was confused with the controls of these mechanics.
3. She got stuck at the red bars obstacles. It didn’t take her too long to figure it out and she
managed to pass it after a few seconds.



Playtest #12

Name: Nunez

Demographic: 19, Female, Average experience
Duration: 3 minutes and 15 seconds
Additional data collected:

Likes of the game: The tester mentioned that she liked the stop time mechanic. She also said
that the stop time fit perfectly with the first jump. This was very satisfying for her. She also said
that the he quick moving enemies at the end were a cool idea.

Change and dislikes of the game: She would change the empty areas underneath the platforms,
since they’re not very clear until you jump down.

Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 4

Movement: The tester said that the movement was a bit fast for the slow down toggle.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (To Short) 5 (To Long), 3

Observations:

1.

The player was getting stuck at the red bars obstacles. She was jumping over the obstacles
while slowing down the time. We noticed here that this happened because she was struggling
with the time mechanics and the jumping.

She didn’t used the stop time mechanic for a while. The player forgot that she had the
mechanic available to she decided to jump normally without using these mechanics.

Even though the player was stuck at the red bars obstacles, she showed visible enjoyment in
trying to complete the challenge. She enjoyed the obstacles and the level very much and would
like to see the final build with more levels and with the main mechanics adjusted.



Analysis

1. Aggregation of all playtests:
All the play-testers were able to beat the game at an average of 2 and half minutes with a few outliers.
Even though testers were getting stuck at a certain part of the game they showed visible enjoyment on
trying to beat the challenge presented to them. The player were quick to learn the mechanics but it
took some a bit longer to master them for the short play through.

2. General trends noticed:
Majority of the players were getting stuck for a short time at the red bars, which were intended on
forcing the players to use the time mechanics to eat this part of the level. Players were quick to figure
out solutions to getting past the red bars with the mechanics provided to them.

3. Conclusions drawn from the collected data:
We need to adjust the time mechanics to fit the level and the player best as possible without the time
mechanics feeling overpowered or underused. At the moment, the time mechanic is working great for
the test but we would have to get more test and player feedback when fitting the boss or an actual
level.

4. Charts and Graphs:

Gender
12 responses
® Female
® Male
Prefer not to say
Game XP

12 responses

RPG 11(91.7%)

RTS

FPS 10 (83.3%)
Action

Platformer 9 (75%)
Action-Adventure 9 (75%)

fighting

0.0 2.5 5.0 7.5 10.0 125

Length

12 responses




Enjoyment
12 responses

8

7 (58.3%)

6

1(8.3%)

1 (8.3%)

Difficulty

12 responses

8

7 (58.3%)

6

2 (16.7%) 2 (16.7%)

Action Plan
1. Based on conclusions, what are you going to do about it?

e Based on the player feedback, we are headed in the right direction and have a good feel on the
mechanics we currently have.

e We will be play testing our own game and adjusting mechanics as best as we can before letting
play tester get a hold of them.

2. Should be SPECIFIC MECHANICAL changes not generalizations

e The stop time is one mechanical feature that will need to be used very often since there will be
many situations to use it.

e This mechanic is going to be one of the most difficult ones to adjust and tweak as it won’t fit all
the encounter and situations perfectly and each play tester will have their own way how to fix
it.

o We'll definitely try to balance this mechanic so it can be as good and fluid as possible.

3. How do you expect this to change the player experience?

e The goal is to continue improving player experience and designing great encounters and level
design for the player to enjoy.

e We hope that making the game experience longer and a bit more challenging won’t affect the
player enjoyment if we can put them in the state of flow.

4. What will you add to/change in the playtest process (form) to make sure?

e We will defiantly add more observation on the players to get better feedback.

e We will continue to add and adjust questions as we add more mechanics, levels, and boss
fights.



Milestone 3 Playtest Report
Individual Playtests

Playtest # 1

Name: Rivera

Demographic: 23, Male, A lot of Experience
Duration: 1 minutes and 10 seconds
Additional data collected:

Likes of the game: The tester mentioned that he liked the slow down time mechanic is good.
This was very satisfying for him.

Change and dislikes of the game: He would change the slow down time mechanic to slow down
enemies for a short duration and not yourself.

Difficulty: From 1 (being easy) to 5 (being hard), 2

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Controls: From 1 (being easy) to 5 (being difficult to use), 4

Movement: The tester said that the movement is fine but speed in comparison to the jump of
the boss is a little unbalanced.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 2

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
2

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 4

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 3

How many times did you die? 1

Observations:

1.

The player is using the time mechanic to beat the boss. He defeated the boss in 1 minute and
10 seconds. Once he mastered the time mechanic, he was able to beat the boss easily.

He died once, close to the start of the game. At first, he was exploring the level and the boss
managed to damage him a few times because he was exploring.

While he was using the time mechanic, he noticed that he was moving as slow as the boss when
time was slow. The player expressed that he wanted to move faster than the boss when time
was slow.



Playtest # 2

Name: Hagy

Demographic: 34, Male, A lot of Experience
Duration: 1 minute

Additional data collected:

Likes of the game: The tester mentioned that the arena without textures still gives a good
impression of what it is.

Change and dislikes of the game: He would change the player attack, so that when he hits the
boss, he knows that that he is hitting him and doesn’t have to back up to see the health bar.
Something like a SFX feedback.

Difficulty: From 1 (being easy) to 5 (being hard), 2

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Controls: From 1 (being easy) to 5 (being difficult to use), 2

Movement: The tester said that the movement looking up and down feels slack. The camera
shouldn’t have full range of motion on that sense.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 2

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
4

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 4

How many times did you die? 1

Observations:

1.

The player jumped straight into the game instead of waiting or experimenting with the
mechanics. He was able to beat the boss fast.

Player was a bit confused with camera at first but was able to overcome it. We noticed that the
rotation was to fast for him and he was having problems looking at the boss.

He only died once, so we noticed that he managed to understand the mechanics well an put
them on test. He used all of the mechanics while testing the game.



Playtest # 3

Name: Smith

Demographic: 25, Male, A lot of Experience
Duration: 2 minutes and 30 seconds
Additional data collected:

Likes of the game: The tester mentioned that the concept of the game was nice but it wasn’t
executed properly.

Change and dislikes of the game: He would change the controls of the game or something that
makes the gameplay feel smoother or a bit better.

Difficulty: From 1 (being easy) to 5 (being hard), 5

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 1

Controls: From 1 (being easy) to 5 (being difficult to use), 1

Movement: The tester said that the game movement felt slow and awkward to control. He said
that the player needs to move fast enough nor was it easy to get into position to attack.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 1

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 1

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 5

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
5

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 1

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 1

How many times did you die? 10+

Observations:

1.

The player ran down the hallway looking for the boss but noticed that there was a wall at the
end. Then he turned around and saw the boss and died very quickly.

The player was able to glitch out of the map using the stop and slow time mechanics. He
managed to enter the map again but was able to go outside for a moment.

He managed to get the boss stuck in the columns in the floor of the coliseum. He was also able
to repeat this process, and he defeated the boss this way.



Playtest # 4

Name: Sanchez

Demographic: 21, Male, Average Experience
Duration: 45 seconds

Additional data collected:

Likes of the game: The tester mentioned that the weapons was good.

Change and dislikes of the game: He would change the texturing of the level. It seems dull.
Difficulty: From 1 (being easy) to 5 (being hard), 2

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 2

Movement: The tester said that the game movement felt smooth.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 2

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
4

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 5

How many times did you die? 1

Observations:

1.

Player jumped straight into the game without looking at the controls. It was an easy experience
for him.

The player was spamming the left click mouse button to attack the boss. He managed to do a
reasonable amount of damage with this.

He used the time mechanics often. We noticed that he was using the stop time mechanic as
soon as the boss jumped into the air.



Playtest # 5

Name: Anton

Demographic: 20, Male, Average Experience
Duration: 1 minute

Additional data collected:

Likes of the game: The tester mentioned that he liked the Al systems.

Change and dislikes of the game: He add a blocking system for the player and add better
animation for the player combat.

Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 5

Movement: The tester said that the game movement felt smooth.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 3

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
4

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 5

How many times did you die? 1

Observations:

1.

2.

Player jumped straight into the game without looking at the controls. It was an easy experience
for him.

The player was spamming the left click mouse button to attack the boss. Player was able to
understand the damage the scythe did and how to attack the boss properly to his advantage.
He chose not to use the mechanics to beat the boss. After dying once, the player seemed to
understand how the boss works along with his attacks and was able to beat the boss without
any troubles.



Playtest # 6

Name: Rivera

Demographic: 20, Male, Average Experience
Duration: 30 seconds

Additional data collected:

Likes of the game: The tester mentioned that he liked the weapon and the abilities given.
Change and dislikes of the game: He add a shield so that the player can block the bosses attack.
Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Controls: From 1 (being easy) to 5 (being difficult to use), 2

Movement: The tester said that the game movement felt fluent and very easy to maneuver.
Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 2

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 4

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
5

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 4

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 5

How many times did you die? 1

Observations:

1.

The player used the weapon rather than time mechanic. He used more the stop mechanic when
the boss was in the air, and as soon as he was in the floor, he managed to attack him. He
repeated this process a few times.

He jumped straight into the game without looking at the controls. It was an easy experience for
him. He only died once, and that was at the start of the level.

He chose not to use the slow down time mechanic to beat the boss. After dying once, the
player seemed to understand how the boss works along with his attacks and was able to beat
the boss without any troubles.



Playtest # 7

Name: Smith

Demographic: 22, Male, Average Experience
Duration: 45 seconds

Additional data collected:

Likes of the game: The tester mentioned that he liked the Ul.

Change and dislikes of the game: He would like to increase the players health.

Difficulty: From 1 (being easy) to 5 (being hard), 1

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Controls: From 1 (being easy) to 5 (being difficult to use), 1

Movement: The tester said that the game movement felt nice.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 3

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
4

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 2

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 4

How many times did you die? 2

Observations:

1.

The player was attacking the boss and making good progress. He also enjoyed his time playing
through the level.

The player ended up spamming the attack button hoping to damage the boss faster. Doing this
he managed to receive a great amount of damage and died twice.

Even though the player died twice, he was still doing a great amount of damage to the boss. He
managed to beat everything fairly quickly.



Playtest # 8

Name: Bradley

Demographic: 18, Female, Average Experience
Duration: 1 minute

Additional data collected:

Likes of the game: The tester mentioned that she liked the weapon and the size difference
between the boss and the player character.

Change and dislikes of the game: She would like to fix the attack animation for the scythe since
it took longer than expected.

Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 2

Movement: The tester said that the player movement was simple to use.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 5

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 3

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
4

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 5

How many times did you die? 0

Observations:

1.

The player ran into the hallway instead of running to the boss. She managed to turn around
after reaching the end of the hallway.

The player ran into the boss taking a lot of damage; however, she didn’t die. She killed the boss
quickly.

She jumped straight into the game without looking at the controls. It was an easy experience
for her.



Playtest #9

Name: Molnar

Demographic: 19, Male, A lot of Experience
Duration: 30 seconds

Additional data collected:

Likes of the game: The tester mentioned that he liked the boss fight and the splash attack is
unique.

Change and dislikes of the game: He would like to up the player speed and make the boss
attack wave, slower.

Difficulty: From 1 (being easy) to 5 (being hard), 4

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 2

Movement: The tester said that the player movement could be a little faster to avoid boss
attacks.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 2

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 2

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
5

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 2

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 5

How many times did you die? 1

Observations:

1.

Player took a lot of damage while running into boss. No clear observation at loss of health when
running into the boss.

The player is spamming the left click mouse button, to beat the boss faster. The player was able
to beat the boss fairly quickly.

He jumped straight into the game with the intent to kill. Even though the tester has not played
the game before, he was able to master the control and apprehend the boss in obtaining
victory.



Playtest # 10

Name: Getty

Demographic: 18, Female, Average Experience
Duration: 30 seconds

Additional data collected:

Likes of the game: The tester mentioned that she liked the design of the level. She also liked the
understating of the game. The controls were easy to use.

Change and dislikes of the game: She would like to fix the attack animation for the scythe and a
bit more of damage per attack. Having to click so much and not being able to do the damage
that was supposed to be is a little aggravating.

Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Controls: From 1 (being easy) to 5 (being difficult to use), 3

Movement: The tester said that the scythe was a little off with how the damage was being
placed on the boss. The clicks were working as well with the scythe. It was keeping it down
instead of bringing it back up.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 2

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 2

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 4

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 2

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
2

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 2

How many times did you die? 0

Observations:

1.

The player didn’t run into the hallway. She turned around and saw the arena quickly and saw
the boss.

The player ran into the boss taking a lot of damage; however, she didn’t die. She killed the boss
quickly.

She was spamming the attack button for a bit. She was also having difficulty with the animation
of the weapon.



Playtest # 11

Name: Harper

Demographic: 19, Male, A lot of Experience
Duration: 1 minute

Additional data collected:

Likes of the game: The tester mentioned that he liked being able to dodge attack with the time
mechanics.

Change and dislikes of the game: He would make it clearer when the attack was happening. He
wasn’t sure when he was hitting the boss.

Difficulty: From 1 (being easy) to 5 (being hard), 4

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Controls: From 1 (being easy) to 5 (being difficult to use), 3

Movement: The tester said that the player movement wasn’t very smooth when time was slow
down.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 1

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 1

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
2

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 2

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 1

How many times did you die? 3

Observations:

1.

The player said was sensitive; it took a while for him to understand the controllers properly.
Once he managed to understand the controllers, he managed to beat the boss quickly.

The player rushed into the boss and died almost immediately. He was getting close to the boss
and getting damage.

The player spammed the mouse attack button almost during the entire level. The animations of
the scythe didn’t let him kill the boss faster.



Playtest # 12

Name: Lee

Demographic: 22, Male, Average Experience
Duration: 30 seconds

Additional data collected:

Likes of the game: The tester mentioned that he liked the boss scythe combat.

Change and dislikes of the game: He would like to fix the player attack; he also said that the
animation should feel smoother. The player should be able to tell when he hit the boss with
SFX, visual, etc.

Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Controls: From 1 (being easy) to 5 (being difficult to use), 2

Movement: The tester said that the player movement was a bit clunky. Hard to tell since he
didn’t move around too much.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 2

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 2

Boss Attack: Was the boss attack to weak or to strong? From 1 (being weak) to 5 (being strong),
3

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 2

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 1

How many times did you die? 2

Observations:

1.

The player took a lot of damage from the boss at the beginning. He also kept running into the
boss a lot.

The player took down the boss quickly. Even though he died twice, the player was able to beat
the boss at a fast pace.

He jumped straight into the game without looking at the controls at all. It was an easy
experience for him and he finished the level fast.



Analysis
1. Aggregation of all playtests:
Maijority of the player s where able to beat the boss around a minute or under. Players were choosing
to ignore the mechanics sometime to just attack the boss. Players that died seemed to just throw more
bodes to beat the boss since dying had no consequences.

2. General trends noticed:
We noticed that player we able to beat the boss at an alarming rate. Player who didn’t have as much
gaming experience were still able to beat the boss at a fast rate. Players tended to mash the attack
button in hopes of swing the scythe faster.

3. Conclusions drawn from the collected data:
We need to rework and test the boss level along with the player mechanics some more. The boss was
way to easy for the player to beat, even after doubling the health of the boss for the build. We need to
continue to tweak the time mechanics for better player experience.

4. Charts and Graphs:

Gender

12 responses

@ Female
@ Male
@ Prefer not to say

4

Game XP

12 responses

RPG 12 (100%)

RTS 5 (41.7%)

FPS 11(91.7%)

Action 12 (100%)
Platformer

Action-Adventure 1(91.7%)

125




Length

12 responses

4 4(33.3%)
3
2 2 (16.7%)
| -~ “
0
1 1.4 2.3
Difficulty
12 responses
6
5 (41.7%)
4
3 (25%)
2

2 (16.7%)

1(8.3%)

Enjoyment

12 responses

4 4 (33.3%) 4 (33.3%)
3
3 (25%)
2
1 .
1(8.3%)
0 (0%)
o |
1 2 3 4 5

Boss

12 responses

5 (41.7%)

4(33.3%)

1(8.3%) 1(8.3%) 1(8.3%)



Boss attack

12 responses

6

5 (41.7%)

3 (25%) 3 (26%)

1 (8.3%)

Player health

12 responses

6

5 (41.7%)

3 (25%)

3 (25%)

1(8.3%)

Weapon

12 responses

5 (41.7%)

3 (25%)

2 (16.7%)

1(8.3%) 1(8.3%)

Action Plan
1. Based on conclusions, what are you going to do about it?
e Based on the conclusions we are going to be changing the boss.
e Increasing his health and adding different stages based on his health so the player don’t get
complacent of the boss’s attack.
e We hope to adjust the player players attack and make the animation far smoother.
2. Should be SPECIFIC MECHANICAL changes not generalizations
e Changing the players health and adding health pickups to the boss fight, some players felt that
they didn’t have enough health.



e We also intend to add different modes to the boss as his health goes down along with different
attack animation.
e Lastly, we hope to chance the way the slow time works as currently it’s a bit clucky and not
smooth.
3. How do you expect this to change the player experience?
e Hopefully this adds for better player experience as for this play test we had a drop-in player
enjoyment.
e We hope to hit higher levels of flow as the player weren’t as in engaged in 1-minute player
experiences.
4. What will you add to/change in the playtest process (form) to make sure?
e We will continue to closely observe our players along with their levels of enjoyment.
e We will also test both experienced and non-experienced gamers to get better results.



Milestone 4 Playtest Report
Individual Playtests

Playtest # 1

Name: Kwon

Demographic: 25, Female, A lot of Experience
Duration: 22 minutes and 30 seconds
Additional data collected:

Likes of the game: The tester mentioned that she liked the stop time mechanic.

Change and dislikes of the game: The player would like more guidance through the game, layer
felt lost.

Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Controls: From 1 (being easy) to 5 (being difficult to use), 3

Movement: The tester said that the player movement for the character was a bit slow.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 2

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 4

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 3

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 3
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy), 5

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 1

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 3

How many times did you die? A lot

Pickups: How did you feel about the different pickups, noticed the coins, never knew what the
blue pickups did or how they affected the game. Never encountered a health pickup.

Observations:

1.

Player ran straight into the boss and didn’t notice that she takes damage on contact and died
immediately. Player was confused on what happened during the first fight with the boss.
Player follow the path and chose not po explore at the very beginning of the game. It took the
player a bit for her to make it on the jump pads and get across the broken bridge.

Player was able to find the first coin quickly but after finding the first coin player felt lost and
very confused. While trying to find the other coins player would die to the enemies around the
map and thus the player would become more confused on where to go once the player
respond on a checkpoint.



Playtest # 2

Name: Maze

Demographic: 40, Male, A lot of Experience
Duration: 21 minutes and 30 seconds
Additional data collected:

Likes of the game: The tester mentioned that he liked the city and the slow time mechanic.
Change and dislikes of the game: He felt the that fighting enemies were pointless and there was
no benefit to killing them other than taking damage.

Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Controls: From 1 (being easy) to 5 (being difficult to use), 3

Movement: The tester said he liked the double jump and would to see a sprint button added.
Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 3

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 4

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 2

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 3
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 4

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 1

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 3

How many times did you die? 3

Pickups: How did you feel about the different pickups, confused on what the pickups did
exactly.

Observations:

1.

Player is confused at the beginning after dying to the boss, player began to test the character
movement and controls. Player mentioned that the camera feels a bit weird ad too fluid.

Player is messing around with the time mechanics and seeing how they work before proceeding
on. Player chose to explore rather than follow the path and was rewarded with health increase.
Player didn’t notice the objectives under the map and didn’t know that he must get the
weapon. Player opted to run away from the enemies rather than fight them.



Playtest # 3

Name: Ernest

Demographic: 20, Male, A lot of Experience
Duration: 20 minutes

Additional data collected:

Likes of the game: The tester mentioned that he liked stopping time.

Change and dislikes of the game: He would chance hoe the camera works, felt weird to him.
Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Controls: From 1 (being easy) to 5 (being difficult to use), 3

Movement: Felt alright and would like to see a better camera.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 2

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 3

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 5

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 5

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 5
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 1

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 3

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 3

How many times did you die? To many times.

Pickups: How did you feel about the different pickups, Felt indifferent about the pickups.

Observations:

1.

Player ran into the boss and died immediately. Player is messing around with the time
mechanics and died at the very beginning of the game.

Player doesn’t know what he’s doing or where to go, feels very lost. Player is opting to speed
run even though they feel lost.

Player found 2 coins fairly quickly and is on track a good run. Player has gotten distracted and is
now opting to explore. Player has glitched out and broken the game.



Playtest # 4

Name: Yam

Demographic: 21, Male, A lot of Experience
Duration: 17 minutes

Additional data collected:

Likes of the game: The tester mentioned that he liked stopping time more than slowing down
time.

Change and dislikes of the game: He felt the that the area was too big and would scale it down.
Difficulty: From 1 (being easy) to 5 (being hard), 2

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Controls: From 1 (being easy) to 5 (being difficult to use), 4

Movement: The tester said that the camera needs more work.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 1

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 4

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 3

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 3

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 3
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 4

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 1

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 3

How many times did you die? 0

Pickups: How did you feel about the different pickups, like the different pickups.

Observations:

1.

Player mentions that there should be something that tells the player how long the stop time
lasts for. Player is attempting to break the game and is looking for spots to get out of the map.
Player also didn’t die when hitting the water at the broken bridge. Player is exploring the map
after getting the scythe.

Player feel lost when exploring the map, mention that there should be something that indicates
where the player should go next. Player has broken the game and has had to restart the game.



Playtest # 5

Name: Zenarosa Nouveau

Demographic: 19, Male, A lot of Experience
Duration: 19 minutes

Additional data collected:

Likes of the game: The tester mentioned that he liked seeing the time effect on the rain when
time was stopped or slowed.

Change and dislikes of the game: He felt the that camera was to weird.

Difficulty: From 1 (being easy) to 5 (being hard), 2

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Controls: From 1 (being easy) to 5 (being difficult to use), 2

Movement: The tester said that the jumping overall felt useless after the moving platforms.
Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 3

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 4

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 2

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 3
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 4

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 1

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 2

How many times did you die? Doesn’t remember

Pickups: How did you feel about the different pickups, mentioned that their neat but not really
needed.

Observations:

1.

Player mentions that camera feel weird. Player encounters the glitch that moves the camera
from the player and is no longer able to play comfortable.

Player was able to find out that the water at the broken bridge doesn’t kill the player. After find
that out the player found a wall jumping glitch on the terrain and go back up to the surface.
Player is attempting to wall jump on other parts of the map to no avail. Player was able to find
the first coin pretty fast compared to the other tester so far.



Playtest # 6

Name: Potts

Demographic: 20, Female, Average
Duration: 22 minutes 30 seconds
Additional data collected:

Likes of the game: The tester mentioned that she liked the mini map.

Change and dislikes of the game: she felt the that adding a bigger map when the game was
paused would help.

Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Controls: From 1 (being easy) to 5 (being difficult to use), 4

Movement: The tester said that the character could have faster movement.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 4

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 3

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 4

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 4
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 5

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 2

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 2

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 5

How many times did you die? A lot.

Pickups: How did you feel about the different pickups, like the health pickups.

Observations:

1.

Player was confused on the controls and didn’t know how to use them at first. Player died at
the bridge a couple of times. Player noticed the coo down for the stop time mechanic.

Player found the out that water doesn’t kill her at the broken bridge, was able to cheese the
moving platforms. Player noticed the mini and mentions that she really likes the map.

Player was able to find 2 out of the 3 coins fairly quickly, player got lost after the 2" coin. Player
felt as if there was no direction and didn’t know where to go.



Playtest # 7

Name: Rivera

Demographic: 21, Male, average experience
Duration: 18 minutes 30 seconds

Additional data collected:

Likes of the game: The tester mentioned that he liked stopping time.

Change and dislikes of the game: He felt the that player movement could be improved more.
Difficulty: From 1 (being easy) to 5 (being hard), 4

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Controls: From 1 (being easy) to 5 (being difficult to use), 3

Movement: The tester said that the camera movement feels weird.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 4

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 4

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 5

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 5
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 5

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 2

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 4

How many times did you die? 3

Pickups: How did you feel about the different pickups, like the different pickups.

Observations:

1.

It took a bit of time for the player to get used to the time mechanics. The player was able to get
passed the bridge without having to use the time mechanics.

Player was able to find the first coin pretty quickly. Player mentions that he really like the mini
map and it helps a little.

Player feel lost, says that everything looks similar and it hard to tell where to go. It took a while
for the player to find the remaining 2 coins.



Playtest # 8

Name: Varela

Demographic: 21, Female, Little Experience
Duration: 21 minutes 30 seconds.
Additional data collected:

Likes of the game: The tester mentioned that she liked the scythe.

Change and dislikes of the game: She felt the that the city was too big.

Difficulty: From 1 (being easy) to 5 (being hard), 5

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Controls: From 1 (being easy) to 5 (being difficult to use), 5

Movement: The tester said that she like the character movement.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 2

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 5

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 5

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 5

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 5
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 4

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 1

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 2

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 5

How many times did you die? More than 5

Pickups: How did you feel about the different pickups, like the different pickups and they were
a good addition to the game.

Observations:

1.

Player is having a bit of troubles getting used to the controls. she died pretty fast to the boss.
Player is struggling to get past the flaming bridge.

Player mentions that she like the scythe and the how she picked up the scythe. Player keeps
attacking the enemies and dies but still attacks them anyways.

Player has gotten lost, took her a while to find the first coin. Player is really exploring the map a
lot in hopes of making since of the map and hoping to find the last 2 coins.



Playtest #9

Name: Pamela

Demographic: 21, Female, Little Experience
Duration: 22 minutes

Additional data collected:

Likes of the game: The tester mentioned that she liked the time mechanics.

Change and dislikes of the game: She would change the player movement.

Difficulty: From 1 (being easy) to 5 (being hard), 5

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Controls: From 1 (being easy) to 5 (being difficult to use), 5

Movement: The tester said that player movement was a bit slow.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 5

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 4

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 5

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 5
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 4

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 1

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 4

How many times did you die? More than 5

Pickups: How did you feel about the different pickups, only found 2 pickups, felt indifferent
about them.

Observations:

1.

Player was struggling with the controls; she mentions that she barely plays any game. Player
dies a bit on the fire bridge, its taker her a bit to get a hang of the time mechanics.

Players struggling with the moving platforms, seems to struggle with the time mechanics and
character movement.

Player mentions that she feels lost and doesn’t know where to go next. It is taking the player
quit a bit of time to find the remaining 2 coins.



Playtest # 10

Name: Cruz

Demographic: 17, Male, Average Experience
Duration: 17 minutes

Additional data collected:

Likes of the game: The tester mentioned that he liked the scythe.

Change and dislikes of the game: would like to see better character movement.
Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Controls: From 1 (being easy) to 5 (being difficult to use), 3

Movement: The tester said that the character speed needs to be improved, feels to slow.
Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 4

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 4

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 4

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 4
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 4

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 3

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 5

How many times did you die? 3

Pickups: How did you feel about the different pickups, like the different pickups, very
noticeable if you explore the map.

Observations:

1.

Player quickly got used to the controls and the time mechanics. Player is choosing to explore
the early stages of the map and notice the pickups.

Player really liked the cutscene showing off the city. Player really likes the scythe and got how
he got it.

Player is choosing to avoid and run away from enemies. Player feels a bit lost in the city even
while exploring, to much similarity.



Playtest # 11

Name: Berrios

Demographic: 21, Male, A lot of Experience
Duration: 18 minutes 30 seconds
Additional data collected:

Likes of the game: The tester mentioned that he liked the boss.

Change and dislikes of the game: He felt the that the double jump could use some work.
Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Controls: From 1 (being easy) to 5 (being difficult to use), 3

Movement: The tester said that the double jump feels weird.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 5

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 2

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 4

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 4

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 4

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 5
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 5

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 2

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 3

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 4

How many times did you die? 3

Pickups: How did you feel about the different pickups, they were interesting.

Observations:

1.

Player was able to get used to the time mechanics pretty quickly. Player mention that he like
the mini map the is provided.

Player is choosing to avoid enemies to the best of his ability. Player also mention that he would
like to see a bigger map when the game is paused to help the players.

Player is making good progress was able to find the first 2 coins fairly quickly, struggling a bit to
find the last one. Player like the different boss phases and enjoyed the fight.



Playtest # 12

Name: Coldn

Demographic: 21, Average Experience
Duration: 19 minutes

Additional data collected:

Likes of the game: The tester mentioned that he liked the level layout.

Change and dislikes of the game: He felt the that the camera movement was a bit weird.
Difficulty: From 1 (being easy) to 5 (being hard), 3

Enjoyment: From 1 (Not Enjoyed) 5 (Enjoyed), 3

Controls: From 1 (being easy) to 5 (being difficult to use), 2

Movement: The tester said that the character could have fast movement.

Slow time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time mechanic: From 1 (Not Enjoyed) 5 (Enjoyed), 4

Stop time, to short or to long: From 1 (To Short) 5 (To Long), 3

Enemies: How did you feel about the enemies 1(Easy) 5(Hard), 3

Enemy Damage: How did you feel about the enemy damage 1(weak) 5(Strong), 4

Boss: Was the boss to easy or to hard? From 1 (being easy) to 5 (being hard), 4

Boss Attack: Was the boss attack to weak or to strong? From 1(being weak) 5(being strong), 3
Boss Phases: Did you enjoy the Boss Phases 1(Not Enjoy) 5(Enjoy) 5

Favorite Phase: What was your favorite Boss Phase 1,2, or 3? 3

Player Health: How did you feel about the player health? From 1 (being not enough health) to 5
(too much health), 4

Weapon: How did you feel about the weapon? From 1 (Not Enjoyed) 5 (Enjoyed), 4

How many times did you die? 3

Pickups: How did you feel about the different pickups, like the different pickups.

Observations:

1.

Player was able to get use the time mechanics and enjoyed them. He mentioned that he liked
that time influenced the rain as well.

Player chose to avoid the enemies to the best of his abilities. Player mention that he doesn’t
know what to do currently.

Take the player a bit to find the coins but was able to find faster than others. Player like the
boss and phase, was able to beat the boss fairly quickly.



Analysis

Aggregation of all playtests:

It took quite a bit of time for player to beat the game. All the player at some point during the
play test have gotten lost in the map or didn’t know what to do next for a short amount of time.
Players also felts like the areas all looked the same and had no sense of direction. Players
tended to avoid enemies and not fight them. Players liked the boss and the phases and enjoyed
the game overall.

General trends noticed:

Players tended to get lost after find the first coin, they didn’t know where to go next or what to
do. Players tended to walk towards the darkness and explore when they didn’t know where to

go.
Conclusions drawn from the collected data:

We need to add more visual markers and make more distanced areas for the players. We also
need add some type of incentive for players to attack the enemies as most avoided them. Still
need to work on the camera as some players think it feel weird.
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Action Plan
5. Based on conclusions, what are you going to do about it?
e We are going to make the map smaller to help minimize player feeling lost while also
making each area unique and different so players can distinguish where they are.
e We'll also add better visuals so players know where to go for coins and can tell which
they need to get and have already gotten.
6. Should be SPECIFIC MECHANICAL changes not generalizations
e Adding light beams to show which coins have not been gotten should draw the players
on where to go next.
e We'll add enemy drops to incentives player kill enemies.



7. How do you expect this to change the player experience?
e This should speed up the game and have a better player experience as they shouldn’t
feel lost any more and know where to go.
e Hopefully player attack the enemies and not just avoid them all together.
8. What will you add to/change in the playtest process (form) to make sure?
e We'll add questions on how players like the visuals and level layout to help make sure
player get what they are supposed to do and where to go.



