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Game testing is a crucial part of the production of a video game as it ensures the quality and performance of the final product. The main aim of game testing is to find errors within the game development and root them out so there are no problems in the final product.
The purpose of the game testing/questionnaires that are planned are to help improve the production value of the work and overall outcome of our team’s main project Trick or Eat. Trick or Eat is a simple platformer game, where the player will be playing as the antagonist, collecting sweets by breaking objects along the course of the levels as well as defeating enemies along the way, the game is aimed to be stylized towards Tim Burton’s art style, looking at references like The Nightmare Before Christmas (The Nightmare Before Christmas, 1993). This makes the game different from traditional platformers where the player plays as the good guy/hero. The test sessions will ask the responder to answer numerous questions regarding the work included within, the work included will mainly consist of artwork, mainly designs for environments and UI/HUD, as well as assets that I have created during the first semester.
The target audience for the game are young adults to adults, no elderly people are purposely targeted. In terms of specific age, they would come under the boundaries of 16 – 30 years of age, this is due to the game including innocently but gruesome gameplay, for example, the character you play as is called ankle-biter who will eat children while on his journey throughout the levels, eating the children will be quite gruesome and not for young children who may find it slightly disturbing, especially when they are children themselves. 
The testing sessions are aimed to last for 5 – 7 minutes as it is believed this is a reasonable time for responders to not lose interest in answering questions truthfully or for them to answer too quickly making them think that the questionnaire was a waste of their time. Dave Vannette talks on similar lines to this in his tips and tricks towards creating surveys “Respondents are less likely to complete long surveys or surveys that bounce around haphazardly from topic to topic. Therefore, make sure your survey follows a logical order and that it takes a reasonable amount of time to complete.” (Vannette, 2015)




[bookmark: _Toc29308655]2. - Research – Literature Review 
Before I began to show my work to the public to be reviewed, I researched different methods and techniques I would have to use to display this work in an effective and efficient way, especially in a time-efficient way to receive quick and reliable information.
[bookmark: _Toc29308656]2.1 - Game Testing Methods 
I began doing research into simple game testing not knowing if it would be practical towards my work or not, I came across numerous articles and websites which helped guide people like myself to create successful game testing sessions and inform people on what techniques and methods should be taken into consideration, depending on their field of work. I found an article (Toy-testing.org, n.d.) explaining different game testing methods that are used within the game development industry, some of which were useful, others were not comparing to my own work. Overall these different types of game testing fall under two different categories, black box testing and clear box testing.
· Black box testing; this category of game testing “concentrates on the functionality or playability of a game” (Toy-testing.org, n.d.) this means that this type of testing looks at the overall look and feel of the game, including its functionality, examples would be the UI and HUD designs, the graphics, the animations as well as the button controls and layout of the game.
· Clear box testing; this category of game testing is more technical compared to black-box being more visual, for example, clear box testing looks at how different components of the video game interact with each other, including the use of a database as well.
Looking at these two different categories of game testing, I decided that my game testing methods/techniques that I would use go under black-box testing as the majority of my work I plan to do in the first semester is concept art and designs for the video game, I also plan on designing different styles of UI and HUDs, including environments and assets, further supporting my decision to choose black-box testing.
Following this, I continued to look at the different types of game testing methods found in the article (Toy-testing.org, n.d.), two testing methods did appeal to me, however, I found one was too impractical due to the work I had chosen for the semester, the testing method I considered using was functionality testing.
Functionality testing; this asks the player to play throughout the game while looking out for any errors or bugs within the game. I considered using this method towards my game testing sessions, however, when discussing more thoroughly with my teammates, it was clear that this type of testing is not a god method for receiving data. This is due to the fact that this game testing method is for finding bugs and errors within the game engine itself, I’m not planning on working on the game engine, making this method impractical towards planning testing sessions. However, I do plan on performing my testing sessions, involving my concept art, UI and HUD designs, alongside the game itself being tested by another team member, I believe doing this will allow for there to be a crossover between testing and give the people performing said testing to gain a better idea and feeling of the game itself.
I did, however, find one testing method which suited my work, this testing method is called compliance testing, this means “Testers in this instance are looking for inappropriate or objectionable content. This test also looks at the handling of trademarked and copyrighted material and makes sure no licenses are being used without authorization.” (Toy-testing.org, n.d.) including this, I am aiming to ask responders what their thoughts of my designs are and what changes would they suggest if any. I believe this testing method suits my desired workflow for the semester as I will be able to ask people to analyze my concept art and designs, then respond with beneficial feedback to myself, allowing for improvements until the next testing session and then the next when necessary. 
[bookmark: _Toc29308657]2.2 - Survey/Questionnaire Techniques 
Once I had figured out that I wanted to use a compliance testing method to receive feedback, I began to do research into how to gather this information using a questionnaire or survey, I looked at numerous articles and websites online to help produce a well-designed questionnaire, during my research I came across a few key pointers and tips to use, the following key points I gathered are from an article created by Dave Vannette, (Vannette, 2015)
[bookmark: _Toc29308658]2.2.1 - Key Points and Tips
· Make sure that every question is necessary; this is incredibly important when creating a questionnaire or survey because if there are any questions irrelevant towards the purpose of the questionnaire and the reviewer notices this, then they may consider not completing the questionnaire and may become confused on what it is asking of them, for example, if the questionnaire asks the reader what they think of the colour scheme, but you already have a final agreement on said colour scheme, it would be wasting precious time.  
· Keep it short and simple; if the question you are trying to ask is too long, the reader may become confused with its meaning, also people filling out the questionnaire/survey are more likely to finish a short one.
· Ask direct questions; “Vague or poorly worded questions confuse respondents and make your data less useful.” (Vannette, 2015) also A.N. Oppenhein says that “The questions may seem reasonable, but without some knowledge of their purpose, that is of the research design and the questionnaire specification, we cannot state whether the questions will meet their objectives or not.” (Oppenheim, A.N. 1992)
· Ask one question at a time; of more than one question is asked the responder may become confused with what would be the right answer, especially when the option to answer is not open-ended.
· Avoid leading and biased questions; “Some descriptive words and phrases may interject some bias into your questions, or point the respondent in the direction of a particular answer” (Vannette, 2015)
· Use response scales as often as possible; this is one alternative way of asking for information within a questionnaire/survey, this would be used when asking how the respondent feels about a particular thing, for example, in the questionnaire there may be an image being reviewed and the responder is asked whether they highly dislike, slightly dislike, are neutral, slightly like and really like the image, all these being separate choices when answering the question. 
· Avoid using grids or matrices for responses; “Oftentimes respondents don’t fill in grids correctly or accurately according to their true feelings. Also, grids aren’t mobile-friendly. It’s better to separate questions with grid responses into multiple questions in your survey with regular response scales.” (Vannette, 2015) This is what David Vannette says about why not to use grids and matrices
· Rephrase yes/no questions to sound more appealing; this tip is rather self-explanatory, “Many yes/no questions can be reworked by including phrases such as “How much,” “How often,” or “How likely.”” (Vannette, 2015) It makes the question asked sound less repetitive and makes the responder feel like they’re asking a question that they have not answered before. 
· Test Survey; always test the survey or questionnaire before sending out to the public because some errors or mistakes may be discovered when testing through it, eliminating any human errors when creating the survey/questionnaire.
I plan on using these helpful tips and pointers within the creation of my questionnaires, the number of questionnaires I hope to make is undecided as this may vary depending on the feedback, I receive from them.
One other tip I encountered with almost every article and websites I looked at was to keep the questionnaire/survey methodical and coherent if the questionnaire is out of order and inconsistent, the respondent will ultimately get confused and will more than likely lose their patience, leading to the questionnaire not being completed.

[bookmark: _Toc29308659]2.3 - Colour Theory and Design Research 
The research I conducted along the development of Trick or Eat was mainly based through gathering resources online, preferably reference images for drawings as well as research into colour theory and colour palettes. My knowledge of colour theory developed over the course of the semester, I began researching into the colour theory early into the semester to increase my knowledge on the topic and to allow myself to produce a quality of work that I was pleased with.
I found a resourceful website explaining what colour theory is and the different techniques people can use when following this theory, one, for example, is colour harmony which I think I will find useful in the production of Trick or Eat. Colour Harmony is “In visual experiences, harmony is something that is pleasing to the eye. It engages the viewer and it creates an inner sense of order, a balance in the visual experience.” (Colormatters.com, n.d.) colour harmony can be split into two different formulas however, one being based on analogous colours and the other being based on complementary colours.
[bookmark: _Toc29308660][image: ]2.3.1 - Analogous Colours
Figure 1 - Analogous Colour Chart (Colormatters.com, n.d.)
Analogous colours are “any three colors which are side by side on a 12-part color wheel, such as yellow-green, yellow, and yellow-orange. Usually one of the three colors predominates.” (Colormatters.com, n.d.) this formula of colour harmony would be very useful when designing environments, especially when attempting to create a specific type of atmosphere in the design, for example, a cave would have dark and cold colours, so preferably colours like dark blue, dark purple and black would be used, referring to the colour chart above (Figure 1) this can be seen as dark blue and dark purple are seen relatively close to one another.

[bookmark: _Toc29308661][image: ]2.3.2 - Complementary Colours
Figure 2 – Complementary Colour Chart (Colormatters.com, n.d.)
Complementary Colours are “any two colors which are directly opposite each other, such as red and green and red-purple and yellow-green.” (Colormatters.com, n.d.) this formula of colour harmony is excellent at making certain objects stand out within a scene, for example, following on with the previous example of a cave and using the colours dark blue and dark purple, colours that would be complemented by these would be yellow and orange, to put these colours in the scene, they would be associated with objects like lamps, golden nuggets, or perhaps glowing crystals.
Throughout the development of the game, I will be using both of these formulas towards the production of my own work, whether this is to improve designs for the environments and the assets located throughout the game.


[bookmark: _Toc29308662]3. - Game Testing Sessions - Methodology
During the course of the production of Trick or Eat, I created three different questionnaires for the public to complete while they were reviewing my own work. Throughout this first semester I improved the format and quality of each one after they were completed, these improvements can be seen in the second and third testing sessions. 
[bookmark: _Toc29308663]3.1 - Methodology 
The methodology I have chosen for retrieving reviews of my work is by creating a questionnaire for each playtesting session set up by the team, so when people of the public arrive to play the game, they will also be able to review my own artwork and designs towards the development of the game. With all of the questionnaires made, I used Google Forms to create them, this online application allowed me to create different types of questions, such as open-ended and closed answer opportunities for responders, this allows for more qualative results as I believe qualative result are more important towards concept art and design as more opinions allows me to explore more ideas, compared to quantative research which is mainly based on the number of responses/results gained. The second and third testing sessions were done alongside each other, each having their own questionnaire made for them.
[bookmark: _Toc29308664]3.1.1 - Questionnaire 1 
My aim for this testing session was to receive feedback for the concept art and designs I created for the game Trick or Eat, I would receive feedback from a questionnaire that a member of the public will fill out, the reason for this testing session is to check if the designs I have created feel as if they are portraying what I want them to. 
For this testing session, I created a questionnaire with the aim to display my concept art and designs for the environment, the UI and the HUD, specifically I created concept art pieces for the three sections within our level, these sections are the forest, the wine cellar and the haunted mansion, the player will come across these sections while playing throughout the level. The UI and HUD I aimed to receive feedback on are the pause menu, main menu and the game title designs.
The questionnaire contained different types of questions for the responder to answer, allowing a more diverse response leading to people not becoming bored with the same repetitive questions being asked constantly. Some of these questions were response scales and open-ended, for example, as seen in the questionnaire, Appendix 1, I ask the responder “Do you like the look of the design?” with the options being Yes, No, and Maybe, then following on with the questions asking “Why?” and “How can it be improved?” to find the reason behind their decision, the main reason for these questionnaires is to find out why these designs are good or bad so that I may improve them in the areas suggested by the public. This structure I kept to throughout the design of this questionnaire, I did this as I found it simplistic and efficient with receiving the information I needed. 
During this game testing session, students from the business campus within Swansea visited and filled out the questionnaire, having people who don’t regularly play video games judging the work is crucially beneficial with receiving more honest answers, especially as if people who I know personally answered my questionnaire, they may lie. The results for this session can be found under the section APPENDIX D, I used these results to improve the concept designs which I will then place into the next questionnaire.
[bookmark: _Toc29308665]3.1.2 - Questionnaire 2 
My aim for this testing session was to receive feedback for the improved concept art and designs I had created earlier on within the semester, now with added improvements, I hope now that the designs are more towards the public’s expectations to a Halloween themed platformer game. 
The reason for this testing session is the same as the previous, to display my concept art and designs for the environment, including some new additions such as artwork for assets. However, the questionnaire here I structured differently, especially when asking questions, the same in the desired purpose but worded differently, I did this so that when members of the public answered these questions, they would not become bored, as this can lead to people not completing it.
With this questionnaire I improved the overall quality of the questions, this included the number of options the responder can choose from, for example, in my previous questionnaire for reviewing the environment designs, I had three available options “Yes”, “No” and “Maybe”, now in this questionnaire there are five alternative options based on a response scale, the options are “Very Good”, “Good”, “Okay”, “Poor” and “Very Poor”. I chose to use more options to allow a more diverse response as I previously found yes, no and maybe too vague, and again the responder will also have the questions asking “Why?” they chose their option, so that I may build off of their decision and query whether or not I should apply this to my concepts. 
Within this testing session, the university had an open day which allowed myself the opportunity to receive many responses for my work, I also plan on having a different questionnaire asking people to view other work I had produced, information about the third questionnaire can be found in the next section Questionnaire 3. The results for the second questionnaire about the improved work can be found in the section Appendix under APPENDIX E.
[bookmark: _Toc29308666]3.1.3 - Questionnaire 3
My aim for this testing session was to receive feedback for the character models I had produced for the game, these characters consisted of a Robot and a Pumpkin, these models were based off the designs another team member produced, I was tasked with modelling them. This questionnaire was short and simplistic; however, I chose to stay with a coherent and methodical approach when designing this. This questionnaire was presented to the public alongside the second questionnaire, to improve the amount of feedback I could receive on other pieces of work.
Within this questionnaire, when asking for the responders’ opinions about the models, I used the same format as I did within questionnaire 2, using a response scale followed with two open ended questions, using Dave Vennette’s key points and tips for guidance (Vannette, 2015), however I worded the questions differently each time, also including optional questions for the responder to fill in, I took a chance when deciding to do this as this could backfire immensely and cause myself to not receive enough feedback. This technique did work, however some of the open worded questions were not set to being required, meaning some of the questions were not answered with people being able to complete the questionnaire.
Within this testing session, the university had an open day which allowed myself the opportunity to receive many responses for my work, allowing for improvements when I analyze the data. Information about the results for the third questionnaire about the improved work can be found in the section APPENDIX F.








[bookmark: _Toc29308667]4. - Analysis of Questionnaire Results
[bookmark: _Toc29308668]4.1 - Game Test Session 1 - Questionnaire 1
Reviewing the results gathered from the first testing session, which can be seen in APPENDIX D, I can see that I had a good mix of genders as well as age variety, this was good as having a broad variety of people allowed more diverse answers. The decision was made to make some alterations to the design of some of the environments, the decision was finalized by using certain responses as a verdict, one for example was “The gradient of the red doesn't fit too well. Or maybe because there are too many contesting colours on the screen at the same time”, this response can be found in APPENDIX D, by using this response as a main reason to change the design for the forest environment, the red gradient as mentioned in the response has been completely removed. 
Additionally, another change was made to the spooky forest design, using the same response as a guideline, I altered the colours used within the piece of work and stuck to a single colour palette, this decision was made to prevent any colours clashing with each other, to prevent the image to be unappealing to look at.
Similar changes were made to the other environment designs, the haunted house and the eerie wine cellar, these two concepts did not require such a severe change as the forest needed, however from feedback they did need altering. 
For example, for the wine cellar using a few responses to come to a decision “Doesn’t feel “Eerie” enough. Perhaps make all the assets more dirty and darker” and “it’s not eerie enough”, using these responses as a guideline I altered the design by adding more damages to certain assets, such as the distillery works and additional dirt too. I also changed the colours of the wine cellar to make the atmosphere feel darker and colder.
For the rest of the data gathered for the UI and HUD, further testing and more responses were needed to make a final decision, I created a grid format with two different titles I had narrowed down, with different coloured backgrounds. This grid can be seen in the second questionnaire, in APPENDIX B





[bookmark: _Toc29308669]4.2 - Game Test Session 2 - Questionnaire 2
Reviewing the results gathered from the second testing session, which can be seen in APPENDIX E, as of recent I have not applied any suggest improvements from the results gathered from the second game testing session, however from reviewing the results gathered I can decide on where to go forward with any alterations needed.
For example, for the wine cellar, I can use the response “could possible add more shadows and darker spots, depending on what atmosphere you want to portray” for guidance, from this, in future work I can implement this to the design, I can add more shading and darker areas to the background of the wine cellar, look at more references for caves and perhaps research more into shading techniques and how to implement them in Adobe Photoshop.
The environmental work still needs to be experimented and needs to be finalized early within the next semester, this also includes the UI and HUD designs, the title designs are almost done but as mentioned before they still need some minor tweaks which can be discovered through more research and feedback.
The use of a grid format to retrieve new data for the title designs was a great success, as I was able to get a variety of answers from using this method, however even with the result of many different answers, due to this I am unsure where to go ahead with the overall final design, this requires further testing and more iterations so that this can be finalized at a later stage.










[bookmark: _Toc29308670]4.3 - Game Test Session 3 - Questionnaire 3
Reviewing the results gathered from the third questionnaire which can be seen in APPENDIX F, as of recent I have not made any additional changes suggested by the public through the responses I received, however I can suggest some improvements based off the results gathered.
One change that could happen is the decrease in head size, based from the following response “The Design sketch can deffinitley be seen in the 3D model, however i think the head is a little to big for my taste and i prefer the sketch antenna, however this is purley down to personal preference.” When modelling the character, I did find the size of the head a problem, however the proxy model was made by a member of the animation team, throughout the development of the game, the proxy model was altered to change the legs as I found this to be a separate issue, the large head was implemented into design based of another artist within the team to add to the styling of the game. This suggestion needs to be discussed with other team members as it can several change the workflow of the animation team as they will have to reskin and redo the skeleton for this particular character.
I also received some ideas and recommendations for other enemies in the game, for example “Witch, Ghost, Frankenstein and Dracula” these ideas seem good for the game and seem to fit perfectly with the whole atmosphere, this as well needs to be further discussed with the entire team, to contemplate whether or not we would have enough time to add these other costumes into the game.









[bookmark: _Toc29308671]5. - Future Work
More can still be done to improve the quality of my own work. To achieve this, I must start to apply more practice into concept designs as I believe I could have done more during the semester, especially towards the amount of environment and asset designs, more quick drawings need to be done on my part whether they are on paper or on Photoshop, this is also another thing I must practice more of, using Photoshop to a much higher degree.
More work can be done into the design and creation of assets as previously mentioned, this again needs to be done with quick succession, as in doing so will allow for there to be quick feedback, allowing for further improvements able to be made at an earlier stage in development. To achieve this, I must keep on practicing my modelling skills within Maya, producing quick simple models so that I may show my team a 3D visual idea of a concept for assets, preferably assets which the player will be interacting within Trick or Eat. This additionally involves creating quick and simple textures for the assets, once they are complete, as this allows for experimentation with different types and styles of textures. 
Further work can also be done into research, specifically into the design process for the concepts, looking at sources such as Tim Burton and who inspired him to create his own style. This also includes looking at more sources for inspiration such as different time periods, for example, the Victorian era and steampunk styles, as both of these can be seen as creepy and mysterious, especially with different types of machinery.
I am aiming to improve my skills over the course of the upcoming weeks so that all these improvements can be achieved.







[bookmark: _Toc29308672]6. - Conclusion
To conclude, from the research conducted at the start of the semester and throughout the development of the game I now know how to create a successful questionnaire through the process of elimination, one questionnaire after another, removing any design features that were negating the effectiveness of receiving reliable and informative data. I now know how to use response scales, to use a methodical structure to the questionnaire itself, allowing for a more formal approach, also I know how to write convincing questions, worded differently to other questions asking the same thing. I also know how to use colour theory correctly when producing an artistic piece of work, especially when using two different formulas of colour harmony; complementary harmony and analogous harmony. 
I can also conclude that the current work quality for some of the pieces of work are not up to the standards of the publics expectations, for example, the forest environment design needs more work done to it, the quality of drawing is not the same as the other environment designs, so there is the choice either to continue working on the same design or completely redo it, however with current conversations with the team, there are ideas and suggestions to take the game in a different direction, so that may mean that there could be a redesign to who the target audience, leading to the work I have currently done to possibly be redone in a different style.
More work needs to be done to some of these pieces of work, the improvements to this work will be explored more at a later date, more than likely during the first semester. The research conducted along the duration of the start of Trick or Eat will be used to make these improvements, along with other more in-depth research into other things, such as asset designs and redesigns of past work.
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How would you rate the design of the Forest? *
Very Poor
Poor
okay
Good

Very Good

And Why? *

Long answer text

Is there anything you would change to this design?

Long answer text
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Haunted House

“This will be the final area the player encounters in the game, what was changed in this design was the addition to detail,

such as lighting ef

Haunted House
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How would you rate the design of the Haunted House? *
Very Poor
Poor
okay
Good

Very Good

And Why? *

Long answer text

If you got given the chance, is there anything you would change to this design?

Long answer text
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Title Designs

Description (optional

Image title

Wick™ ek
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Which Title Design(s) do you Prefer? *

Short answ

t

And Why? *

Long answer text
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Asset Designs

Description (optional)

Pumpkins
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Which design do you prefer? *

1

All of the above

And Why?

Long answer text
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Collectibles

Candy Coins

1 2 3 4
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Which design do you prefer? *

1

All of the Above

And Why? *

Long answer text
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3D Model Questionnaire

Hello! The following questionnaire will ask you a few questions regarding the 3D models you will come across, the game
style is based around Halloween and we'e trying to capture an eerie spooky feeling

The style specifically used for reference is the concept artwork made by ane of our team members, also looking at
Halloween costumes and Tim Burton films as well

The questionnaire is completely anonymous so be as honest as you feell

The questionnaire should take no longer than 5 minutes, enjoy!

Age? *

Gender? *

Female
Male
Prefer not to say

Other.
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Robot Costume

‘The robot is modelled to look similar to the concept image you can see below, the model has been designed to look
rugged and made from cardboard, similar to what a child would use to make a costume. Most of the smaller details can

be included within Substance Painter further down the line in development.

Robot Model Design
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Robot Wire-frame Front View
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How would you rate the current model of the Robot Costume? *
Very Poor
Poor
okay
Good

Very Good

And Why? *

Would you suggest any improvements to the 3D model?
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Pumpkin Costume

The pumpkin costume is modeled similar to the concept art seen below, however, through development we were told to
change the design slightly by making the characters face covered as having the face revealed makes them look too
innocent for the game, the model has also been made to look large and difficult to walk around in, as in the game we plan
on having this character fall over and roll around due to the large mass. Most of the smaller details can be included within
Substance Painter further down the line in development.

Pumpkin Model Design
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Front View
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Side View
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How would you rate the current model of the Robot Costume?
Very Poor
Poor
okay
Good

Very Good

And Why? *

Would you suggest any improvements to the 3D model?

Are there any alternate costumes you would like to see modelled in the game?
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Game Title Designs

Which Title Design did you prefer? [s]

7responses

® oesign2
® esign3

And Why?

7responses

[ ——
ke this design because 1 ke the ifference between tick and eat

ke the looks o the fist one dus to mutiple amal attentions to detal auch 28 the lengthof the'T. as well as the.
<he simple. black inked Eat s the Eat ofthe 3rd design look i something you may see on a gensric fash game.

1hinkthe design stands out the most among the thers.
‘sscond fontis more creepy than thefonts inthe other ptions.
Easy o ead less colour makes logo more versatle

ke the material combinaton,since f looks innosent and evlat he same ime. | hink s fis the theme well.
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Pause Menu Designs

Which Pause Menu Design did you Prefer?

Trespanses
®0n
@ Design2
And Why?
Trespanses
E——

feals more halowssnis

Depending on he coloring,I feel a8 though the second design could have much more detai compared to thefrst
nd i

s a simple design, but st tcks with he horror theme ofthe game.
more of  Tim Burton feal
Sihoustte looks mor distinct and has more personaliy than other designs

ke how sere looks. looks aimost ike a prson and a ree s he same time. Which connects with the
stereotypicalhorror theme of a e with a face.
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Main Menu Designs

Which Main Menu Design did you prefer?

@ Design
@ Design2

Design3
@ Design
@ Designs

And Why?

you get s feelforthe game.
becauss of the font and sharacters

I1hink  prafarthe fourth design becauss thesky s aver so sighly mors ey shadsd, howsver @ shows and sdde
xva detsi o

ke that it shows the player the character you (presumably) play as, and t till ives you options lke Start,
Optians’ and Ext. rther han just St

Fesls more engaging than text n  vaid
‘Simple and sffective - maybe borrow ideas from the sihouerie menu stle

ke thelayout s well. Especially with some movement as wel  hink t wil ook nie.
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Environment Art

Do you like the look of this design?

7responses

o

Why?

7responses

he ek s agged and bold s Halonssn
the lozstion snd ightng

1k the s ook and fe of th evel

11k the colour sshems and ke thet hewals s brasking with vines coming through
sbandonad space in s dense foest,ssems amzingly eclted

Mors calour harmany imitad palsts could neresas visus sppas!

The gradient of the red doesri it 00 well. O maybe because there are to0 many contesting colours onthe screen
Stthe same tme.
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How do you think it can be improved?

wa

spooky crestures
sl thinktha t looksa e oo caricanich, hoveveron the whale | i ke .
ik th colours of he sky dossrt e sl

more overhead cancpy to make t darker | creeper

s 2 more imited solaur palsts - ool colours with soms dramsti sonrsstsperhaps

Use some bertercolour theory,but the drawing fsef s prety good though.
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Do you like the look of this design? Lu}

7 respenses

es
o
® uapee

Why?

7 respenses

‘Once again ke the colours chosen, and it looks exacty how you'd expect a wine cellar 1 look.

Mors use o perspcive 2nd shadows could anhanes the stmosphers of the work
perspe
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How do you think it can be Improved?

i mars dark and cold

spiders

Ibslevethet  thewhole backaround wre t be darkand slighl t e eck armore i for the gama
Posibly s dferant extre o he wall? Otharviss |t e .

ouid have some wall damage or fasding in 2

Oramati ighing soud b utlised o st shadowes and crasta sress o bt snd dark

15100 20. The perspectie faes 2 e of.
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Do you like the look of this design? Lu}

7 respenses

o
o
® uapee

7 respenses

ke the oom design fsef, s reminiscent of  haunted house from an od cartoon.

Wood st feel e disjinted from rest of image.
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How can it be improved?

wa
darker withthe torches lighting up bt of the dark

1fasl 53 though f he torshes ware = darker shads ofrad 2nd had s hint of oranga they would lock mors purposefl
Finally.1fes ke the tairs and side paneling o the stars could do with sightly darkened wood would make t feel
more like 2 run down haunted house, rcher than  freshly renovated one.

I1hink using & &ferent materis for the sairs may look batr

ithink s resly good

Ty colouring stars wit a smila pallete o the rest ofthe piece

Perhaps some harder edges and more sold lines. Apart from that t looks rice.
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Environment Design Questionnaire

Hellot The following qusstionnaire wil ask you = faw quastions ragarding the designs you wil come serose, the game style
is based around Halloween and we'etrying o caprure an sere spooky fesing

The questionnair s comletely anonymous so be as honest s you wan 1 be!

Age?”

Gender?
Famale
wae
[r——

Other.
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Eerie Wine Cellar Design 2

Improved wine cellar design via the feedback received from previous questionnaires cobuwebs, damage to the distilery
and rocks have been added 1o give the esling of the area being sbandoned and forgorien

How would you rate the design of the Wine Cellar

VeryPeor
Poor
Okay
Good

Very Good
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And Why? *
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Spooky Forest

This 3122 i where theplayer wil bagin their journey inthe game. what has been improved.
colour paltis, 2 fare thers wers to0 many colours conficting asch ather making the

e last design is the
appealing

Spooky Forest Design 2

How would you rate the design of the Forest?

Very Fosr

Poo

Okay

Good

Very Good
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And Why? "
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Haunted House

This il be the final area theplayer ancounters inthe game, what was changed n this design was the addion to detail,

cuch ss lighting effects, & darker colour paleie 20 the house

s haunted, also 3 change 1 the stai well mateial

Haunted House

How would you rate the design of the Haunted House?

VeryPeor

Poor

Okay

Good

Very Good
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And Why?*

If you got given the chance, is there anything you would change to this design?
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Title Designs

Image title

Which Title Design(s) do you Prefer? *

And Why?*
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Asset Designs

Pumpkins

Which design do you prefer? *
.
2
B

Al h shove

And Why?
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Collectibles

Candy Coins
1 2

Which design do you prefer? *

s

Al she sbove

And Why?*
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Age?

5 responses

Gender?

5 responses

@ Female
@ Male
@ Prefer not to say
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How would you rate the current model of the Robot Costume? [m]

5 responses
Very Poor

Poor

Okay

Good

3(60%)

Very Good

And Why?

5 responses

‘some things haven't been implemented into the model, and the model has some faces that look a lttle jagged.
ilike the look of him because he looks fun
Tooks very much like the original design

The Design sketch can deffnitley be seen in the 3D model, however i think the head is a ltte to big for my taste and
iprefer the sketch antenna, however this is purley down to personal preference.

the large nappy box was a nice original touch
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Would you suggest any improvements to the 3D model?

4responses

‘The hip just looks like a box, which kind of suits the simple costume vibe. The concept might be too “actual” robot
like.

no
make the arms a lttle more longer

bring the head size down a bit, maybe increase the body size to look a little more clunky and bring the antenna up a
bit and make it more vertical.

Pumpkin Costume

How would you rate the current model of the Robot Costume?

5 responses

Very Poor
Poor
Okay
Good

5(100%)

Very Good
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Looksreally cute, bubbly and innocent

he s diffarent

ooks ke  pumpkin

‘geting Vary Lisle Nightmares vibes and i gt his companion vibe from the modal. hink ts a very good design
and makes it add some curiosiy o the character

the large head sdds to your bumbling vbe

Would you suggest any improvements to the 3D model?

4responses
Not sure fthe pumpkin is actuall saying ke tis bt tink the conceps realy does a good job of making
innocent. 1 hope the face s kept i the fina.
the stok laoks more ke a spike so making f less sharp would help

possibly bing the arm out a bt more. Apart from tht im loving this design.

Are there any alternate costumes you would like to see modelled in the
game?

3responses

Witch, Ghost Frankenstein,Dracula
spider dosan't saem out of place

mole costume, o the player comes along he pops out of the ground.
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1. A color scheme based on analogous colors





