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Introduction

In this analysis | plan on using user feedback and playtesting sessions to improve my work
and ending product. The topic | will be covering is Level Design, since | am the Lead Game
Designer for my group (Orbit Studios) and one of my jobs is to oversee the level design for
our game. | plan on working by developing a level blockout and playtesting it to gain

feedback and acting on the feedback to make a better experience for the player.

Research

Before | start, | will research data collection and the field that | will be applying to my
research, to make sure that | get the answers that | want out of my research. In this section |
will talk about the steps | need to do before | have my first testing session. | am hoping that
my research will help me make a better level for the game and that the users will have a

better experience.



Format

My first task is to research what format | wanted to use for the data collection. My first
thought was to use a questionnaire since it is the easiest option. But | wanted to make sure
that questionnaires was the best route to go for this test by looking at the other formats for
getting usable data for the game.

| used Oppenheim’s book “Questionnaire Design, Interviewing and Attitude Measurement”
(pg.67 2001) and “Surveys in Game User Research” (Florian, 2018) as a reference for the
different types of data gathering to make sure that this was the best format to use.

In my research there were some alternatives to the questionnaire/ survey approach. Since
there are multiple ways to collect data | wanted to make sure that the questionnaire would be
the best form of data collection for my research.

Focus Groups

Having a group of people test the game and then have a face to face interview with

the entire group that played.

Pros:

- Quicker than one on one.

- Lots of open ended responses.

Cons:

- Only one VR machine (take longer for everyone to play the game per

session).

- Difficult to get an accurate close ended response.



Direct Observation

This is a more passive approach to collecting data, it requires the tester to observe

the scenario while taking notes and screen capture of the user playing the game.

Pros:
- Allows for a much better analysis of the game being played.
- Observing multiple people will allow for a better understanding of common
issues and problems the users are facing.
Cons:

- Only observe one person at a time.

- Notes may not have the exact points you want out of the test.



One on one Interview

Different from the focus group. Instead of a group interview, it would be a one on one

with everyone who plays the game.

Pros:

- Can get better responses to the specific questions you ask.

- Responses are more personalized.

Cons:

- Can only do one person at a time (Time consuming).

- Not everyone is comfortable with one on one interviews and can skew results.



Questionnaire

One of the most common forms of data collection. Where a participant is given a form

(digital/ written) with questions that are generally answered anonymously.

Pros:

- Anonymous answers are more honest and actionable.

- Can set up lots of questionnaires for larger groups.

Cons:

- Anonymous answers can also mean non useable data (Unanswered

questions, Difference in understanding)

- ltis also difficult to convey emotions and feelings.

After some research on the different types of data collection | believe questionnaires best fit
level design and for the types of answers that | want out of my research. The biggest reason
was that it can be set up on multiple computers for larger groups of people and can be
conducted without me being at the test session if needed. | figured having a more efficient

way of collecting data will help me get enough data to better my level design.

BSP Blockouts



In researching Level design | came across a process known as BSP Blockouts in the Unreal
Engine. This method would allow the Level Designer to test out a design of the level instead
of just having the top down 2D version of the level. The whitebox was meant to be created
quite quickly so that it can be tested once a final version of the design was decided upon by

the team.

Reading an article (World of Level Design, 2019) it helped convince me that this method had
its benefits to the design of a level. Since it can be iterated upon if something is wrong, you

can establish the correct scale of your level and more importantly test your ideas quickly.

Using this method | created my first level seperate from the VR game and used a first person
shooter template to illustrate the level. Which | can then put a questionnaire on the same PC

about the level design.

The reasoning for having the level separate is so that | could have more respondents to my
questionnaire since it can be setup on virtually any computer. For instance, if it were put into
a VR platform we would be limited to the only functioning VR computer (which was also
being used by another team member for testing). This method can be scaled for open days

and holding larger amounts of test groups in the future if needed.



Platform

There were multiple ways to do the questionnaire, like written and digital formats. But the
way | ended up choosing was through Microsoft Teams. This was discussed as a group for
Orbit Studios since we decided to use Teams at the start of the semester as a place to share
and organise our cloud storage as a team. It was only afterwards that we realised that it also

had a way to utilise questionnaires through “forms”.

The platform also has statistics and ways to visually represent our data. We felt this was best
so that we can compare and analyse our data better, which should make implementation

faster.



Questionnaire Design

Now that | have the format and platform for the type of data collection | will use, | now need

to design the questionnaire in a way so that | get the right answers from the users.

The book | found most useful is the “Survey in Games User Research” (Bruhlmann. F, 2018)
which talks about questionnaires in game user research. Topics like what types of questions
you should ask and conducting the survey itself. | will be using this for when | create my

questionnaire to help me get the best out of my questionnaire.

| also used the book by Oppenheim “Questionnaire Design, Interviewing and Attitude

Measurement” (2001) Which covers good use of questionnaire Design.

One article used (Doane, 2015) talked about how to design a survey on Gamasutra. It uses
examples of the types of close ended questions, how to use them and the data you can get

from them.

Another resource used was the "Tip Sheet on Question Wording” (Harrison, 2007) which
talks about general tips on making a survey/ questionnaire. This will help when | review my

questions to make sure they are what | want.

One other resource | found was a playtesting questionnaire done by the “Game
Programming Lab” in 2010 (Siegrist, 2010). | used this for the format and style for the

questionnaire. | could also use this for reference when making my own questions.



Methodology

Method of Feedback

The method of gaining user feedback | will be using is through a questionnaire or survey.
This method should be the most efficient to get as much user feedback without me needing
to oversee every user response, which | believe would take too much time. The process is

also anonymous and should give me more honest feedback that | can act on.

Since if | were to use an interview process where | would need to gain feedback through
asking the users directly, | think the process would put more pressure on the user to give me

less honest feedback. | also believe the process would take too much time.

Format

In the “Surveys in Game User Research” (Florian, 2018) it is stated that the four basic
modes that survey can be conducted is by written, phone, in person or online. | believe for
my playtesting session the best way | can conduct a survey is through an online format. This
way | can set up multiple computers for the level blockout and also setup the online survey
on the same machine. | could even set up the survey on my phone if needed. Which should

be the most efficient method to gain feedback.



Questionnaire Design

This next section will be designing my questions around my level design and getting

feedback that can be used to improve upon my blockout. To make sure my questionnaire

gets the right feedback | will need to make sure that the questions themselves are useful.

The paper on game survey questions (Florian, 2018) says that questions can be used to

asSsess:

- Player attitudes and experiences

- Motives

- Player characteristics

- Comparisons



Types of Questions

As Oppenheim states in his book on question types (p.112) when it comes to surveys you

have two types of questions, open ended and closed ended.

Close ended questions are questions that have predetermined answers for the user (Can be
a yes or no question). The answers are typically used to get quantitative data from the

participants.

Open Ended Questions are questions that are phrased as a statement to get a full response
from the end user and are objective. The answers are explanations from the user and are

used when you do not know enough about the topic/ subject.

My questionnaire will be based off of getting as many open ended questions as possible to
get feedback describing the level. But | will also be using closed ended questions to get back
some measurable data on the quality of the level. This way | can present this data visually

using graphs and charts.



My Aims

A huge part of this questionnaire is to get feedback and data on the topics | want and write
questions to try to get these responses. The way to do this is to know your aims and write
questions around these. These aims represent what | want out of my questionnaire and | will
base my questions on these aims.

1- Data on usability

So | want to use some open and close ended questions to get some data on how the level
felt playing. | will use open ended questions to get a more opinionated answer from the

testers and use that if there are any strong opinions or common issues they have.

The Close ended questions will be used so | can get some measurable data (Maybe a rating
or likert scale) so | can see any popular and unpopular opinions on the level. | can also use

this data more easily since | can see it in graphs and charts.

2- Data on Intuitiveness

| would like some data on how the users get around the level without any explicit
instructions. | am hoping that some of the open ended questions | use will give the users a
place to talk about the intuitiveness of the level.

3- Data on the levels length

| will probably use a likert scale to measure how the users felt on the length of the level.

Using a likert scale | can track the data | am getting and also apply it to graphs and charts.

This will also help me track any improvements | want to make for the level in the future.



Questionnaire

Now with the research | have done and established the aims for this playtest | will try to write
questions to try and satisfy the amount of feedback | need. For the full questionnaire please
look at Appendix A.

Questionnaire - Introduction

Level Block-Play Testing

Welcome to our play test! This questionnaire is for our level blockout. If you could

answer as honestly as possible that would be great!

Since we want to fix any and all problems or concerns, having honest feedback will help

us with that. Which should make for a better game.

| chose a simple introduction so our players would jump straight into answering questions.
By not having too much to read and not having a wall of text so players can have more fun

playing the game instead of typing up some boring questionnaire.

Connor Hale (1701744)



| will probably ask my team if we want to offer incentives to playtest our game, like a drink
and some snacks. This way a player can better justify playtesting with us and also give them

a reason to come back.

Questionnaire - Q1

1. Prison Section - (Where you start) How would you rate the layout of the

cell block?

(Rating out of 5)

| start off the questionnaire with a simple close ended question, A type of question that is
shown in Oppenheim’s book (pg. 115, 2001) that is a rating out of 5. Which means it will be
easier to process. Which | will follow up with an open ended question for any further details. |
also put in the name of the section so it is not confusing.

Connor Hale (1701744)



Questionnaire - Q2

2. Prison Section - Is there any feedback on the layout and "feel" of the
prison section? (Is it confusing?, Did you know where you were going?,

Layout felt good/bad)

This is the open ended question which follows the first. Here | want feedback on the “feel” of
the first part of the level. | found it hard to explain what “feel” meant so | left in some prompts
to get more open ended feedback. | only want to know if this art of the level is aesthetically
pleasing and pushed the player in the right direction so they are not lost. This should give
me qualitative data that | can use to change any parts of the level that is specifically wrong.



Questionnaire - Q3

3. Guard Charging Station - How did you feel moving through this section
of the level? (Good/bad?)

| then want to get some info on the next section the “Guard Charging Station”. Here | wanted
the player to feel slightly claustrophobic to up the tension that the scene will provide. Since
the lighting will change here in the future to something more dark so when the player needs
to sneak past the enemies the player should feel uncomfortable.



Questionnaire - Q4

4. How long did you feel the level was?

Too Long

Long

Was not a Problem

Short

Too Short

Here | use a Likert Scale to ask the player how long the level was. Since the level itself is not
entirely complete yet, | want to know if it is too long already and if it needs changing.This
question is also close ended so | can have a graph showing how the players feel afterwards.
This should also give me quantitative data on the subject that | can use.



Questionnaire - Q5

5. How did the brightness of the level feel?

Too Dark

Dark

Just Right

Bright

Too Bright

Again using another Likert scale to measure how the users felt about the brightness of the
level. This was a question | used when | saw the “Rum Runners questionnaire” (Siegrist,
2010). It was something | did not even consider when planning my level, so ifigured | would
add something in now.



Questionnaire - Q6

6. How did the structure of the Level feel? (was it natural, did any part of

the level feel off?)

In this part of my questionnaire | want some feedback on how the structure of the level felt.
Again it was something that was hard to explain so | added in more prompts to make it
easier to answer for the user. This is another open ended question so it was something that |
only want an opinion about the level.



Questionnaire - Q7

7. Lastly, is there any feedback you want to add or anything we didn't

mention? - Optional

My last question is very open ended, where the user can add in more feedback about the
game. Anything | did not consider or any things they liked about the level thus far. | like this
open ended question to finish off the questionnaire since the player can have some free
roam to give me any kind of feedback that they felt needed answering here.

I made this questionnaire with not as many questions so that the player does not feel
overwhelmed. | also believed it was well rounded and informed enough so | get the data that
| want from my test.



Game Tests

Level 1 - Current State

At the moment | only have the first half of the level done, | have not included the player
choice sections, where the player can either go into the server room or the office block. |

also haven't included the end boss room.

This may be a problem for the overall playtest but | will test what | have so far. The prison
cell, the guard charging station and android prison cell areas. The level is quite linear, but |
want the game to still feel like there is more the player can explore than there actually is.
Hopefully, by implementing the level design theories | have been researching on

intuitiveness will help the player along the game.

For screenshots of the first level please look at Appendix B.



Game Test 1 (Week 6)

To start the session the Orbit Studios team used doughnuts and cans of drink as an
incentive for our testers to potentially come back and as a reward for helping us play test.
We are hoping that having a consistent stream of play testers will help the game in the

future.

| stated my playtest by setting up next to Nathan to have the first game experience in VR
and then playing the first person shooter version of the level concept that | had. This way we
can filter two people playing the game at the same time, this setup should help on the

efficiency of time if we have too many play testers.

Our first session had 7 playtesters. This was mostly comprised of the second years who
were next door and some of the class mates on the other team who were interested in how

our game way coming along.

| want to get more data with other testers before | analyse it, where | will then make another
version of the level. Hopefully | will see improvements in the results of the questionnaire and

| can then move onto another problem/ issue.



Game Test 2 (Week 7)

This week | have set up the same playtest session sincel believe last week's session went
well. | will be using the same questionnaire on Microsoft teams and the same level, but

hopefully | will get more testers.

This week | got a few more playtesters from the second year, so not many more this week
unfortunately. We are still keeping up with the incentive which we hope to carry out every

week if needed.

Game Test 3 (Week 7)

The next day | went into the first years room to get more testers for my level and managed to
get 5 more testers for the game. This week turned out better than | thought, however | did
not supply the incentive since | already spent money on the last session. But I still managed

to get some more information about my level.



Analysis 1 (Week 7)

I managed to get 15 responses for my first few sessions, | hope this is enough information to
act on and | hope | can get a better overall consensus about certain areas of my level so far

and fix any of the issues. For the full version of the questionnaire look at Appendix A.

15 13:12 Active 1%

Responses Average time to complete Status ldeas
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Figure 1: The overall statistics of the first questionnaire



In the question on Figure 1 it says the number of responses which i am happy with, However
the anomaly | found interesting was the average time it took to finish the questionnaire. The
questionnaire only consisted of 7 questions and | expected people to finish in around 5-6

minutes. Which turned out to be almost double the time | thought it would take.

| will need to keep this in mind in the future when setting up another questionnaire.



Question 1 - Results

1. Prison Section - (Where you start) How would you rate the layout of the cell block?
blre Dietails

15 * % Kk ke

FESPORSES 4.27 Average Rating

Figure 2: average rating of Q1

This question (see figure 2) managed to get an overall quite high mark, which | found nice
since it was my first attempt at the BSP blockout system. Not much to analyse here aside

form the overall consensus of the people who played.



Question 2 - Results

2. Prison Section - Is there any feedback on the layout and "feel” of the prison
section? (Is it confusing?, Did you know where you were going?, Layout felt
good/bad) - Optional

15 Responses
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Figure 3: First half of responses to Q2
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2. Prison Section - Is there any feedback on the layout and "feel" of the prison
section? (Is it confusing?, Did you know where you were going?, Layout felt
good/bad) - Optional

15 Responses
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Figure 4: Second half of responses to Q2
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In these two questions (See Figures 3/4) | have listed all the responses to the open ended
question to gage the intuitiveness of the first half of the level. The mass of the responses
were positive which | found good, so now | know that the level does show where the player
needs to go without explicitly telling them. However there were remarks on the aesthetic of
the first half of the prison cell, so | will probably implement a nicer looking version of the

prison cell with the same structure for the next session.



Question 3 - Results

3. Guard Charging Station - How did you feel moving through this section of the
level? (Good/bad?)
14 Responzes
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1 Connor Hale good but a lintle tigh
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Figure 5: First half of responses for Q3
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3. Guard Charging Station - How did you feel moving through this section of the
level? (Good/bad?)
14 Responses
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Figure 6: Second half of responses to Q3
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In the third question (See Figure 5/ 6) | got another open ended question responses to how
the second half of the level felt like. The overall response was also positive, but a few of the
responses came back with how claustrophobic and uncomfortable this part of the level was

and how some bits were confusing.

Since this is what | want the player to feel while they are in this part of the level, | am not
sure going forward if this is the response | wanted or just something that was a little over the
top. Since | made this part of the level intentionally tight and small to give off an
uncomfortable vibe for when the player needs to sneak past the guards at the start of the

game.

| plan on removing the centre column of the room so the other end of this part of the level is
clear in the players path. But | want to keep the tight corridors that connect the rooms so |

have a bit of both improving and keeping the scene feeling the way | want to.



Question 4 / 5 - Results

4. How long did you feel the level was?

Mare Details

@ Toolong o '
@® long 0
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5. How did the brightness of the level feel?
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Figure 7: Graph/ chart of results for Q4 and Q5
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These questions (See figure 7) were both Likert Scale type questions which in “Surveys of
Game User Research” (pg 10/11, 2018) describes as a close ended question, where the

user had a scale from “too much” to “too little” in context to the question being asked.

The two questions were based off of how long the level felt to the player and the brightness
of the level as well. Both had a relatively positive results in where it felt it was either not a

problem or just right.

For Q4 in particular the players felt it was either not a problem or too short, which is good
since the level isn't entirely complete yet. So | won't have the problem in the future where the

game is too long as it is, before actually finishing the actual full level of the game.

For Q5 the answers were in between just right or too bright. Since | have not played with the
light setting of the level yet, | should try to make the default lighting slightly darker to better fit

playtests in the future.



Question 6 - Results

P

6. How did the structure of the Level feel? (was it natural, did any part of the level
feel off?)
15 Responses
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Figure 8: First half of responses for Q6
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Figure 9: Second half of responses to Q6




In this open ended question (See Figures 8/9) | wanted a little more information not on one
specific part of the level but the entirety of the current level from the user. The responses
came back quite positively again, with more confirmation that the flow of the level was quite

fluent and was nice and straight forward.

At Least | have some confirmation on the level flow is quite good and | will need to keep up

this work in the future as | progress to the next version of the improved level.



Question 7 - Results

Optional
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7. Lastly, is there any feedback you want to add or anything we didn't mention? -
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Figure 10: First half of responses to Q7




7. Lastly, is there any feedback you want to add or anything we didn't mention? -
Optional

Figure 11: Second half of responses for Q7

My final question (See Figures 10/11) asks the user if there was anything | didn't mention or
any last feedback they wanted to add about the game. | liked the responses to this question

and it came with little pointers and additional stuff they wanted in the level.

It was generally positive feedback thus far and came with some stuff that | can add to the

level to make it feel more open and better for the player.



Game Tests (Continued)

Level 2 - Current State

After the results of the questionnaire came in | changed the first half of the level and finished
the second half of the level, ready for the next testing session. The prison was redone but
with the same structure, | made the other cells inaccessible to the players and made the

building slightly larger.

The guard station was also rearranged slightly by removing the centre column of the main

room. This put the exit in plain view for the player and made it less claustrophobic.

Lastly, the last half of the level was implemented with the two choice route for the player.
The office route and the server room route, both leading to the same place but are made for
different styles of gameplay. The server is more of a maze, as it will be tuned into the stealth
section part of the game and the office is a more open space with lots of enemies to beat
which will be the combat route. Finally the boss room was added, which is an underground

courtroom where the player will defeat the boss and end the game.

I am hoping that these improvements to the level will improve the feedback that | was given.
Since | want a direct comparison for the data | am collecting | won't be changing the
questionnaire, | instead will duplicate the current one and see if the improvements differ from

the first results | have gathered.

For screenshots of the first level please look at Appendix C.



Game Test 3 (Week 9)

One of the game test sessions this week consisted of an open day for the university course.
| did not have any incentives for the playtest but everyone who came to the open day was
interested in video games and were happy to try and test our game. | managed to get 4

testers for the new and improved level of the game.

Game Test 4 (Week 9)

Now that | have a new level | got the second years to retest the level and give me some
feedback on it. Again keeping up with the incentives and trying to make sure the playtest

sessions are every week at the same time.

Game Test 5 (Week 10)

One of the last playtest sessions was with foundation art students. Since it was another open
day for the students we managed to set up our game and get more testers who don't
normally play games. This was a great opportunity to get people who were less experienced
to play our game and to also get a better insight into how to run a game test with large
crowds of people. The class was roughly 40 students and not everyone was too keen on

playing the game, but the ones who did gave some nice feedback.

Game Test 6 (Week 11)

Today was the last session and | managed to get a few more people from second years to

play the new version of the game, at least to get the last few people who wanted to play it.



Analysis 2 (Week 11)

13 21:42 Active %

Responses Average time to complete Status ldeas

Figure 12: The overall statistics for the second questionnaire
Overall for the second questionnaire | managed to get a longer average time to complete the
questionnaire. This may be due to the newer people who managed to play our game and

were not used to the game test scenarios.

This time round | got 13 people to respond to the questionnaire for the improved level. This

is a good number to compare to the last responses | got from the other questionnaire.

For the full version of the questionnaire look at Appendix A.



Question 1 - Results

1. Prison Section - (Where you start) How would you rate the layout of the cell block?

Maore Details
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Responses

rage Rating

Figure 13: The average rating for Q1

The results have stayed consistent with the rated question compared to the last level. From

this | can gather that the improved prison is still good enough in terms of layout.
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Question 2 - Results

2. Prison Section - Is there any feedback on the layout and "feel” of the prison
section? (Is it confusing?, Did you know where you were going?, Layout felt
good/bad)
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IDT Mame Responses

= ONNor I SIS
- and = e mEs Q E
got = oe 2 STairs,
3 ~ONNoTr Haks S mMon DI, g than the 1rst im
as MiUE2d on Whneng 70 go e 518 =loed g0
OnNnar Hae
a a | a5 2 dead e
23 Qoo - IWEVEr thars seams & ana
2xXpiore Tor Tne more expenancea piaye
FFFFF Hale cotid a1l wh G A e
liked it but 1 do think the dirsctio CUIC D2 more Clear whnera 1o
]

Figure 14: The first half of responses to Q2
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2. Prison Section - Is there any feedback on the layout and "feel" of the prison
section? (Is it confusing?, Did you know where you were going?, Layout felt

good/bad)
13 Responses

Figure 15: The second half of responses to Q2

The open question for the improved prison got lots of feedback. Most responses said they
were confused because | left the entrance to the upper floors open which lead to a small
nuisance for the players. | will need to improve this in the future. Since the level now starts at
the centre of the floors of prison cells, people didn't know exactly where to go. This can be
fixed by simply blocking off the rest of the floors, so no real issues yet about the game. Aside

from my slight mistake others found it easy to navigate which is good.



Question 3 - Results

3. Guard Charging Station - How did you feel moving through this section of the
level? (Good/bad?)
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Figure 16: First half of responses to Q3
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3. Guard Charging Station - How did you feel moving through this section of the
level? (Good/bad?)
13 Responses

Figure 17: Second half of responses to Q3

Again lots of good feedback for the guard charging station of the level, some feedback about
the claustrophobic side to this part of the level came through but the overall consensus was

positive so | believe | will keep this the way it is.



Question 4 / 5 - Results

4. How long did you feel the level was?
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5. How did the brightness of the level feel?
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Figure 18: Statistics for Q4 /5

Now that | have updated the next half of the level | had some of the first responses to say it
was a bit long to walk through, which is not too bad for the layout of the entire first level.
Most testers found the length of the level not even problem which is exactly where | want the
general consensus to be. This result came back the way | wanted it, so | will keep this in

mind when it comes to adding content into the level.
Again for the lighting of the level the results came back with an average of just right, which is

again something that needs to be considered when we decide to mess with the lighting of

the level.
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Question 6 - Results
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Figure 19: The first half of responses to Q6




6. How did the structure of the Level feel? (was it natural, did any part of the level

feel off?)
13 Responses

Figure 20: Second half of responses to Q6

The responses on how the entire level felt came back with some varying opinions. A few
people didn't like the lack of content in the level so areas did not have a purpose which is
entirely understandable. But this was to be expected at this stage of the game since in the
next semester, the plan is to start implementing the story, dialogue and mechanics into the

level. But overall some very good feedback for the level.



Question 7 - Results

7. Lastly, is there any feedback you want to add or anything we didn't mention? -

Optional
7 Fesponsss
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Figure 21: Responses to Q7

On the last question | had some good feedback on making the level more full, some

feedback was already planned for the game in the future but overall some nice feedback.
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Results Summary

Data on usability, Intuitiveness, Level length

These were the three aims for these playtest sessions, it came with lots of responses and
usable data. Since | was able to change parts of the level to make it more player friendly like
the prison and guard charging stations. Both areas had some feedback on making it better

for players and | attempted to correct them.

This however resulted in a large backlash when | tried changing the first part of the prison.
Although it was an easy fix, | did not realise how much of a problem letting the players
explore around the first half of the level would be. Something | need to keep in mind in the
future, | realised through the feedback that not having any kind of reward for the player to
explore left them annoyed. | was able to fix this due to the feedback that | received which is

good.

The games intuitiveness came back with good results. Perhaps because how linear the
game is. But the game itself does not give the player any explicit instructions on what to do
or where to go. However almost everyone who played the game got to the end of the level
without any outside help and intuitively got to the end. So | believe | got what | needed in

terms of data and feedback.

The games length was also a concern so | wanted data on this to make sure the level was
not too long. | think in the future | will not only need visual data on the subject but also some
open ended opinions on the matter itself. | should have thought about this and added in
some space for more notes and feedback. Since this was one of my aims | felt like | needed
more data on the subject. | was lucky the data came back positive, but | think | need more on

this in the future.



Conclusion

For the playtests for our game we researched how to make our questionnaire better by
establishing aims and goals beforehand and then basing our questions around getting those
answers from testers. | realised that through analysing the results for the questionnaire that
regular playtests will help make the game experience better by having constant feedback
from our target audience. To refine the process in the future we will need to reexamine the
questionnaire for the data that we want and that more playtests with more testers will give

you more data to work with.



References

Bruhlmann . F & Mekler E.D (2018). Surveys in Games User Research. In A. Drachen, P. Mirza
Babaei, & L.Nacke (Eds.), Game User Research (pp. 141 - 162). Oxford: Oxford University Press

Doane, N. (2015). How to Design a Survey for User Feedback. [online] Gamasutra.com. Available at:
https://www.gamasutra.com/blogs/NeferDoane/20150316/238780/How_to Design_a_Survey for_Us
er_Feedback.php [Accessed 7 Jan. 2020].

Harrison, C. (2007). Tip Sheet on Question Wording.

Oppenheim, A. (2001). Questionnaire design, interviewing attitude measurement. London:
Continuum.

Siegrist, T. (2010). Rum Runner Playtesting Questionnaire.
World of Level Design. (2019). UE4: What is BSP and When Should You Use It?. [online]

Worldofleveldesign.com. Available at:
https://worldofleveldesign.com/categories/ue4/bsp-01-what-is-bsp.php



Appendix

Appendix A

Questionnaire Link - “Level Block Play Testing”

Questions Responses (B

Level_Block-Play_Testing_01

Welcome to our play test! This questionnaire is for our level blockout. If you could answer as honestly as possible
that would be great!

Since we want to fix any and all problems or concerns, having honest feedback will help us with that. Which
should make for a better game.

1. Prison Section - (Where you start) How would you rate the layout of the cell block? *

WKW WK

2. Prison Section - Is there any feedback on the layout and "feel” of the prison section? (Is it
confusing?, Did you know where you were going?, Layout felt good/bad) - Optional

Enter your answer
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https://teams.microsoft.com/l/entity/81fef3a6-72aa-4648-a763-de824aeafb7d/_djb2_msteams_prefix_241110242?context=%7B%22subEntityId%22%3Anull%2C%22channelId%22%3A%2219%3A73638bc5c8584d1f954a46e0afa44b34%40thread.skype%22%7D&groupId=f1d66a70-fdf8-4032-870e-d46296b9002c&tenantId=4e0f11f9-046e-4505-9cb8-db2152311e21

3. Guard Charging Station - How did you feel moving through this section of the level? (Good/bad?)

Enter your answer

4. How long did you feel the level was? *
Too Long
Long
Was not a problem
Short

Too Short

4. How long did you feel the level was? *
Too Long
Lang
Was not a problem
Short

Too Short

5. How did the brightness of the level feel? *
Toa Dark
Dark
Just Right
Bright

Too Bright
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6. How did the structure of the Level feel? (was it natural, did any part of the level feel off?) *

Enter your answer

7. Lastly, is there any feedback you want to add or anything we didn't mention? - Optional

Enter your answer
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Appendix B

(First version of the game)













Appendix C

(Second Version of the game)
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