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Play testing is when games designers invite people to play the game they have been working on before the game is released to the public. This is important for highlighting issues with the game and seeing if it meets the needs and expectations of the target market.
This document analyses the different testing methodology for games, and establishes that the most appropriate method for a first-person shooter game in the middle stages of development is question-based testing.   
The results of the questionnaire show that the assets developed for the game are realistic and suitable for the environment created.  The feedback shows that the game looks exciting and fun to play.  
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Play testing is when games designers invite people to play the game they have been working on before the game is released to the public. It is important for games developers because it can highlight issues with how challenging the game is to players and if it meets the needs and expectations of the target market.  For example, playtesting can establish if the game is too easy or difficult for the intended players. Playtesting also helps to establish if there are any unrealistic aspects to the design, or any inconsistencies which could undermine immersion for the player.  For example, if an item or part of the environment does not fit in with the game world, it would break immersion for the player.  In a prison setting for example, if there were open doors for prisoners to walk into other spaces, it would be inconsistent with the player’s expectations.  Playtesting can be seen as ‘bug fixing’ for the game design (Newman, 2012).  Playtesting is also important to test if the game is enjoyable to play and if it allows for ‘escapism’.   
This document will analyse the different methodologies and practices used when developing a playtesting strategy for games in order to establish the most appropriate method. The game that will be tested is a student collaboratively developed first-person shooter game set in a prison environment. This document will pay close attention to this type of game and examine best practices for playtesting this type of game. It will also examine how playtesting first person shooter games is unique to this genre. The main area for testing will be the 3D modelling developed for the game. This refers to the assets within the game such as beds, cameras, chairs and other objects that provide the overall feeling of being in a prison.   
The analysis document will demonstrate how certain playtesting methods are appropriate for first person shooter games by considering the UX / UI, environmental design, affordance, and immersion, particularly in games set in a prison environment. 
[bookmark: _heading=h.z337ya][bookmark: _Toc29930138]First person shooter games  
FPS stands for first person shooter.  First person shooter games are in first person where the player will move though the game looking through the playable character’s eyes and see the character holding a gun to shoot at enemies throughout the game. This makes it easy for the player to aim and shoot any enemy they see, as opposed to third person shooter games where the player sees the character rather than see through the character’s eyes (Evans-Thirlwell, 2017). First person shooter games have similar traits to with other genres such as action games.   Like first person shooter games, action video games “require gamers to develop different action control strategies to rapidly react to fast moving visual and auditory stimuli, and to flexibly adapt their behaviour to the ever-changing context” (Steenbergen et al. 2015 p. 1)
According to Cifaldi (2006) first person shooter games were “a growing and highly attractive genre” in 2006 (p.1).  It was also a stable genre in the games market, neither growing or shrinking.  Cifaldi (2006) suggested that the first-person shooter genre is likely the most attractive genre because of the ‘instant gratification’ as its main appeal. He states that "a few minutes of play can quickly satisfy the gaming urge” (Cifaldi, 2006, p. 1). 
An obvious sign of First-person shooter games is the playable character and that there will generally be a gun on screen being held by the hands of the character. The view is from the playable characters eyes (Evans-Thirlwell, 2017).   Some well known examples of first-person shooter games are the Call OF Duty games, Battlefield games, and the Titanfall games.    
There are some benefits to playing first person shooters for children such as players develop their own skills and confidence. Those players that who have earned their own in game achievements and are applauded because of it can affect their character and make them more confident. Another benefit to first person shooters for children are Learning to control their emotion. Playing games is a way to test the personalities of people and they also will acquire the skills needed  to cope with emotion. As children cannot just do what they want, they learn to handle their emotions in certain situations when they win or lose in the game. Learning to social is another main part of gaming because the player needs to talk to his/her teammates in the game.  The last benefit of fitst person shooters for children is to Improve cognitive ability. Gamers advance the skills that are also provided in pieces of training and they can have the same level of outcome. They have a focus that is thorough, accurate and fast.
[bookmark: _heading=h.mpqknfq1gqcl][bookmark: _Toc29930139]Midi Maze 
Midi Maze was the first ever first-person shooter game, which was made for the Atari ST in 1987. Midi Maze included maze-based gameplay where the main character had a similar appearance to the better-known arcade game Pac-man, however they were displayed in the perspective of first person. Midi Maze was ported to later gaming systems such as the Super Nintendo Entertainment System (SNES) and the Game Boy under the new name of Face Ball. In the year 2000, this new instalment of the game included the first ever network multiplayer death match game modes by means of a MIDI interface. Face Ball was a small game that had some difficulties of connecting game devices together, however Face Ball still gained a lot of fans.
[bookmark: _heading=h.3sfnqzb63c3k][bookmark: _Toc29930140]Call of Duty 
First-person shooter games have come a long way in 32 years.  For example, when comparing Midi Maze which was realised in 1987 to Call of Duty: Modern Warfare which was realised in 2019 there are some significant developments between the two.  The Call of Duty franchise is one of the most popular first-person shooter games series on the market.  The latest of which is Call of Duty: Modern Warfare. Call of Duty: Modern Warfare is a first-person shooter game developed by Infinity Ward, published by Activation and was released for the PC, PlayStation 4 and Xbox one. It is based on a realistic modern setting that deals with chemical weapons and terrorists. An example of one of the missions is a terrorist attack on London. The playable characters are from the British (SAS) and the American Central Intelligence Agency (CIA) who team up with a leader of a rebel force in the fictional country Urzikstan, to take on Russian forces that invaded it.  Other than the campaign mode, Call of Duty: Modern Warfare also offers a ‘special opps’ game mode that takes multiplayer missions which gives players insight to the events that take fold after the campaign. Call of Duty: Modern Warfare is the first Call of Duty game where cross platform is possible. This takes place in the multiplayer game modes, for example; team death match.  Call of Duty: Modern Warfare is a remake of the popular 2007 version of the game. Since the 2007 version, the gameplay has been improved to make the experience more tactical and supports much larger games with 64 plays being able to play in one match.  
The developers of Call of Duty  started production of Call of Duty: Modern Warfare after the release of Call of Duty: Infinity War  in 2016.  This allowed them to add more performance enhancements to  the engine of Call of Duty: Modern Warfare.  One example of this is the detail of the environments .   The Call of Duty: Modern Warfare game designers took inspiration from current events in the world, such as the terrorist attracts that happened in London. This helped them build the campaign for the game.   The Call of Duty: Modern Warfare developers decided to change the usual multiplayer setup for Call of Duty, and remove the loot boxes and season passes in favour of free launch content.
Call of Duty: Modern Warfare  had a varied release reception due to the mature content of the campaign, however the gameplay, story and multiplayer received positive feedback. One negative of the multiplayer that was a main concern for the gaming community was the balancing the skill levels between teams (Kent, 2019).  The campaign did collect a lot of controversy on the subject of the portrayal of the Russian military.  For example, one player said that; 
"The Campaign mode takes players through an immersive narrative that at times requires them to exercise thought, skill, and judgment to navigate some of the issues and challenges of warfare in the modern age. The Campaign is a fictional story that does not represent real-world events" (Kent, 2019). 

In response to the reception of the mature content, the games developers state that 
"The tone and mood of the game’s narrative is much more grown-up, much more mature, so you want to render that in an environment that feels appropriate… Naturally, we went for the most realistic visuals we could put together" (Fischer, 2019)

Even though Midi Maze and Call of Duty: Modern Warfare are both first person shooter games, there are many differences between the two  For example the time difference when they both came out this means that Call of Duty: Modern Warfare coming out 32 years later will be more advanced with the graphic and games engine.  Midi Maze tried to create a multi platform for their game, but it had some flaws.  However, Call of Duty: Modern Warfare has managed to successfully design a multiplayer games where players on several different platforms such as Xbox, Playstation and PC can play together without glitches.  




[bookmark: _heading=h.3j2qqm3][bookmark: _Toc29930141]Methodologies 
Games should be tested before being released in order to iron out any flaws.  There are a number of methods for testing, including focus groups, Quality Assurance testing, usability testing and playtesting (Viktorov, 2015). 
The main method for game testing a new game is playtesting. Playtesting is useful for establishing if the game will provide the desired experience for the player and if the player will have fun playing the game (Viktorov, 2015). 
[bookmark: _heading=h.bcggfb87vhhf][bookmark: _Toc29930142]The Outer Rim
The game being tested is called The Outer Rim.  This took inspiration from the popular virtual reality (VR) game Robo Recall.  One example of this is the teleportation. Robo Recall is a first person shooter game published by epic games and adapted into VR.  Robo Recall players can use a pistol, shotgun, plasma rifle and a revolver.  These four weapons can be holstered on the back or hip of the playable character. However, these guns are not the only weapons the player can use, as the player can also throw, grab  and disarm  enemies.   Robo Recall encourages the player to use different attacks by giving the player more points for these actions. The player can also get a multiplier for long lasting kill streaks. At the end of a stage the players score is uploaded to the rankings online. Here is a quote from a game influencer about Robo recall “Robo Recall doesn’t feel like a tech demo or minuscule offering of a promising concept. It’s the only VR game I’ve walked away from thinking I was satisfied with the amount and variety of content available. Its brand of action is unique and entertaining, and I haven’t played anything like it before. Robo Recall isn’t just a great VR game. It’s a great action game, period”.

[bookmark: _heading=h.a7wfdckpi08x][bookmark: _Toc29930143]Method
Each component of The Outer Rim will be tested and different questions for that component will be asked. As this paper focuses on the 3D modelled aspects of the game, the questions will be centred on these assets.   
The main questions to be considered are:
1. Based on your perception of a prison, does this asset look like it belongs in a prison ?
2. Based on these assets, how realistic do you think the game will be?
3. What colour do you associate the most with inside of a prison and why ? 
4. What do you think being a prisoner would feel like ?
5. Do you think VR (Virtual Reality) is the future for games ?

The models created for the game will be put into a picture format for volunteers to look at and observe.  The volunteers will provide feedback on whether the models are believable.  This leads to the first question.  For example, when showing a prison bed, the volunteers will be asked if it looks like a prison bed. This is an important question to ask because if the player of the game came across anything that would break immersion for them it would ruin the game.  An example of this would be a gun in a medieval England game. The volunteers will answer the questions in a tick box format with a comment section just in case they have a comment they would like to make.  This closed and open questioning allows a question to be answered directly as well as further comments for areas not have considered in the questionnaire.  This will highlight what most people think of when they think of a prison and allows the game developers to make changes if necessary to fit in with what most people expect to see.  

[bookmark: _heading=h.2et92p0]The second question predicting how realistic the game will be is important to ask because this will let me know if the models are up to the standards of the game. For this question considered a scale style answering system, but it is conceivable most people will go for the middle option which would not necessarily be a good representation of their true thoughts.  Instead, again the volunteers will be asked to tick a box and write a comment, however the tick box answers will be ‘very realistic’ or ‘doesn’t look realistic’.  By limiting to these answers, it will provide a better idea of how the majority think about he models. The comments section allows them to write down why they gave that answer and expand further.   

The third question will show a series of colours.  Volunteers will be asked to pick the colour they most associate with the inside of a prison.   It is important to get people’s perceptions of the colours present in a prison because choosing the wrong colours might break immersion.  Colour is important for symbolism because they can evoke various emotional feelings.  Feelings such as excitement, calm, happiness, frustration etc.  can be brought on by single colours or combinations of colours (Ou, et al., 2004).  

The fourth question asks about how people think they would feel being a prisoner.  This is important to ensure that the game recreates this feeling so that the players feel immersed in the game instantly.  Here is a quote by Selja Tanskanen  that proves the importance of the players need to be immersed in the game they are playing “Immersion is one of many desired qualities in a video game. Creating a video game that is immersive requires conscious efforts from the game developers. Immersion engages the player, keeping them dedicated to the game, and later motivates them to return. There is no simple trick to design and produce an immersive video game. Although multiple theories exist, even the definition of immersion in video games is not widely agreed upon”
The final question asked about VR.  As the Outer Rim is a VR game, is useful to know if people think VR will succeed or not.  This helps to understand customer needs, demands and expectations.  
[bookmark: _heading=h.1qtrja9h51ws][bookmark: _Toc29930144]Participants 
The participants are made up of a mixture of gamers and non-gamers. This was to get a balanced view from people who are used to playing games and know what to expect, and people who are unfamiliar with gaming environments.   All participants were briefed about the purpose of the research and took part in their own time.  
[bookmark: _heading=h.1y810tw][bookmark: _heading=h.l8nfqctf47f2][bookmark: _heading=h.3v3g83b4tzca][bookmark: _heading=h.wnbej577wfjr][bookmark: _Toc29930145]Results
The questionnaire was sent out to several participants so the results could tell The Outer Rim team if they were doing a good job and get some information on how people feel about prisons and VR to hopefully help make the game as immersive as possible.   
.
1. Based on your perception of a prison, do these assets look like they belong in a prison?
2.	Based on these assets, how realistic do you think the game will be
3.	What colour do you associate the most with inside of a prison and why ? 
4.	What do you think being a prisoner would feel like ?
5.	Do you think VR (Virtual Reality) is the future for the games industry ?

Based on the results that came back, it is safe to say that the assets that were reviewed all belong in  a prison and would not break immersion in the way that a tank in a medieval Europe game would.  This is proved by the fact that all people asked to fill out the questionnaire said they could see these assets in a prison with only one person saying  “book is a maybe”.  The feedback also shows that the assets for The Outer Rim where reviewed look realistic with Ben Clouts saying “ ...textures and shapes look quite exciting and realistic”. The purpose of the third question is to find out what colours the inside of the prison needs to be this is important to help the player feel like the are really in a prison most people agree that a prison would be on the darker side of things with maybe light coming from a window in the day or a light a light inside if at night another thing that can be noted is that none of the responses back said a bright colour for example green because bright colour tend to be positive and prisons are the opposite of that here is what Cameron O'Sullivan  said “Grey because its lifeless and demoralising perfect for punishment” . The main takeaway from the feedback is that bright colours in the prison would have the opposite effect on players that is wanted by The Outer Rim team . The purpose of the question ‘What do you think being a prisoner would feel like?’ is again  to make sure when the player starts the game they have the best chance to become fully immersed and enjoy the game so if there is anything The Outer Rim team can do to put the player in the mindset of a prisoner that will go a long way in to helping them enjoy the game, this is what Freddie brand thinks being a prisoner would feel like “The prison and the cells Should be cramped and give you a feeling of entrapment and no escape and they should be dark as well” and Cameron O'Sullivan said one word “Hopeless “  the takeaway from this is to make the prison feels like it is shrinking around the to try and trap them without affecting the building of the prison at all this could be done with textures.  last question is important to ask because if there is no future for VR that would mean games like The Outer rim won't be successful  however if VR is going to be massive in the near future making a good VR game now will  insure it is successful  here is what Freddie Brand said about VR “VR is definitely the future of gaming I think. We are already making advancements with it and I don't think it will be impossible for it to get further on and take over gaming almost entirely” .   

 
[bookmark: _heading=h.4i7ojhp][bookmark: _Toc29930146]UX/UI 
User experience (UX) design is concerned with the way people interact with the game, including the level of difficulty, and the overall enjoyment of the games.  User Interface (UI) design is more focused on the overall look of the game and the layout (UX Planet, 2019).  This is more concerned with the visual aspects of the game.  The aspect of The Outer Rim being tested is concerned with both UI and UX, as the interface needs to be realistic in order to provide a good user experience of the game. The playtesters considered the overall look to be realistic and fitting with the prison setting.  As a result, this leads to a good user experience.  
[bookmark: _heading=h.2xcytpi][bookmark: _Toc29930147]Environmental design
Environmental design refers to the look of the game world.  It is about “the aesthetics, architecture, and in some cases the lore of the world” (Game Wisdom, 2020). The purpose of environmental design is to create a coherent world that feels realistic and consistent.  
First person shooter games are on the cutting edge of gaming technology with regard to their visual environment (Ferdig, 2012).  This means that there is a high expectation about the environment of the FPS world that has been created.  
When thinking of prisons, people typically think if greys and creams (The Hartford Courant, 2018).   This is consistent with the results of the feedback for The Outer Rim as one participant chose ‘grey’ as the colour they most associate with prisons.  People do not usually associate prisons with bright colours, except for the orange jumpsuit that many prisoners wear. “Prison fashion used to be pretty simple -- black and white stripes or khakis. But these days, the color of conviction is changing to more brilliant shades such as bright orange” (The Hartford Courant, 2018).  
When asked about colour, most of the play testers said that said that the prison should be dark with just a glimmer of light here is a quote from Freddie brand proving just that . “The variation is good but I think its good to have it a bit dark looking with some light just illuminating it but only just”
When considering the design for a game set in a prison, as well as colour, it is important to think about the exterior walls to stop the prisoners climbing over and getting out.  This is to make the game more realistic to play.  The walls need to be high, with no crags to allow for climbing.  The Berlin Wall could be a good inspiration for designing a wall for a prison game.  These walls were curved to make climbing difficult, and parts had mental structures or wiring to stop people getting over the top.  
The Berlin wall was 155km long and had over 203 military towers. It was made in four different stages. The first stage in 1961 was a full wire fence. In 1962 the Berlin wall was improved a more sophisticated wire fence. In 1965 the next part of the walls generation was a concrete wall from there it went on to the final development in 1975 which is known as the Grenzmauer (Border Wall) and was the most advanced structural design (Brandon, et al., 2012).


[bookmark: _heading=h.1ci93xb][bookmark: _Toc29930148]Affordance
“Affordance is what the environment offers the individual” (Gibson, 1966).  In relation to gaming, is refers to the properties of an object and the prompts as to what the player can do with it, i.e. pick it up, move it etc (UX Planet, 2018).  The assets that the play-testers were looking at were static objects.  The feedback was generally that the objects contribute to an exciting game environment.
[bookmark: _heading=h.3whwml4][bookmark: _Toc29930149]Immersion 
“Immersion occurs when the gamer’s point of view is shifted to be within the game world” (Talton, 2011)  
Immersion is important for a game to have as it gives the players a world to escape into  and get away from anything negative in the real world. To be able to become immersed in a game is a sign that the game is enjoyable and the games designers have achieved their goal of making a good game. It could be argued that game immersion makes the player want to play the game when they are doing something else for example doing work.  It could also be argued that this quality goes a long way to make the game successful  and insure a sequel if the storyline allowed that.  Toby Gard, the video game designer responsible for creating the game Lara Croft states that: 
 “Everyone stores simplified constructions of reality in their mind; schemata that codify the critical features of the world around us. We use our schemata to recognize and interpret everything we experience [...] When we are creating worlds in games, immersion is only possible for the player if we can convince the players that the space is authentic (whether stylized or not.) If the critical features on screen don't match up with the critical features of the player's schemata, then he or she will not be fooled by it” (Gard cited in Stuart, 2010). 
When  explaining the importance of creating a world that the player can associate with, Gard goes on to say that;
  “When a player enters a temple that has no space for worship, or a tomb with no burial chamber nor rhyme nor reason behind its layout, he or she will not be convinced that they are exploring a real place. The worst starting point for a level is a series of featureless, functionless boxes joined by corridors into which gameplay is inserted from a list of gameplay goals” (Gard cited in Stuart, 2010)
 This demonstrates the importance of having well-made assets around the environment to make the game feel real to the player and allow them to fully immerse themselves into whatever game they are playing.   It could be argued that immersion for first person shooter games is more important than other types of game because to play in the person person, mental immersion is required (Grimshaw, 2008).  
In The Outer Rim,  the environment will be in a prison so there will be a lot of cameras and locked doors but additionally,  the prison will be unclean as prisons are notoriously depicted as  dirty. Even if the player isn’t thinking about that, when they are walking around a spotless prison they will feel like something is wrong and this will stop the immersion.  
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[bookmark: _heading=h.qsh70q]Based on the results of the questionnaire, it can be argued that if the Outer Rim wants to be immersive for the player the Outer Rim Team will one make the prison feel uncomfortable for the player for example having a very dark atmosphere around the prison and have the contrast of light and dark be very obvious this is backed up by this answer to question three  from ben clouts “Variation but dark on the whole with either light coming from candles or small window” what Ben clouts means by this is the classic scene in lord of the rings :two towers where this Gandalf quote comes true  "Look to my coming, at first light, on the fifth day. At dawn, look to the East." Aragorn see bright white light from a window that a good example of the contrast. In conclusion the assets presented to be reviewed in the questionnaire where received well. They don’t look out of place in a prison so player immersion won’t be broken they also look realistic this is a quote from Cameron O'Sullivan “Extremely”  this was his  response to the question based on these assets ‘how realistic do you think the game will be. The Participants in the questionnaire all thought that VR is the future of games  this is good news for  VR game like The Outer Rim because this means they have a good chance at becoming successful in the future.    
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1. Based on your perception of a prison, do these assets look like they belong in a prison?
2.	Based on these assets, how realistic do you think the game will be
3.	What colour do you associate the most with inside of a prison and why ? 
4.	What do you think being a prisoner would feel like ?
5.	Do you think VR (Virtual Reality) is the future for the games industry ?

Freddie Brand
1. I think they are all good but the desk and the bed there would be more of  them I think and the book and weights they would be there to but not as many as the desk and bed and would be realistic if in there.
 2. Very, the colour I think for the desk and bed I think should be bland and tasteless like a prison is and the top right should maybe be dusty and old like the outer city's hand me downs and discoloured because there probably wouldn't be many new books in a prison and the weights should be mostly metallic looking because that's what I would expect of weights .
3. The variation is good but I think its good to have it a bit dark looking with some light just illuminating it but only just
4. The prison and the cells Should be cramped and give you a feeling of entrapment and no escape and they should be dark as well
5. VR is definitely the future of gaming I think. We are already making advancements with it and I don't think it will be impossible for it to get further on and take over gaming almost entirely
Ben clouts
1. Top two definitely(bed and weight) bottom left (desk) probably book is a maybe.
2. The colour is still a bit bland but textures and shapes look quite exciting and realistic.
3. Variation but dark on the whole with either light coming from candles or small window. Or if going modern then white
4. It depends on the scenario, but quite claustrophobic, scary ,with noises and footsteps.
5. VR will very likely play an increasing role as the quality improves and synchronisation with all parts of the body
 
Cameron O'Sullivan
1. Yes
2. Extremely
3. Grey because its lifeless and demoralising perfect for punishment
4. Hopeless 
5. Absolutely
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