
Milestone 5: Playtesting 
Process: 
When conducting a playtest for a game, we created a welcoming and comfortable 
environment for the participant.  
We began by thanking them for their time and participation, reminding them that the purpose 
of the session was to test the game itself, not their skills. We encouraged the participant to 
think aloud as they played, sharing their thoughts, questions, and decisions, even though we 
couldn’t provide answers or guidance unless they were completely stuck. Before starting the 
session, we asked for permission to take photos during the gameplay phase to document 
their interactions.  
We observed quietly as they played, taking detailed notes on their actions, any challenges 
they encountered, and their overall behavior. If necessary, we asked open-ended questions 
like whether the navigation seemed confusing, why they moved to a particular location, or 
why they paused at certain points.  
We avoided leading questions that might influence their responses or feedback. Once the 
play session concluded, we engaged them in an interview to discuss their experience using 
a pre-prepared questionnaire, ensuring the questions were neutral and did not presuppose 
specific answers.  
Finally, as a token of appreciation, we offered beverages and snacks to thank them for their 
contribution. Throughout the process, we avoided explaining the game’s mechanics or our 
vision in detail—allowing the participant to explore organically while we focused on 
observing their interaction with the game. 

Testers: 
Here is a summary of the testers: 

●​ Tester 1: 24-year-old Computer Science student with no VR experience. Enjoys 
playing PlayStation and PC games like Skate3 and CS:GO. 

●​ Tester 2: 24-year-old Math student with limited VR experience, but has never used a 
Quest device. Doesn't play many computer games. 

●​ Tester 3: 20-year-old Mechanical Engineering student, mainly plays competitive 
games like League of Legends, and has no VR experience. 

●​ Tester 4: 25-year-old Management and Technology student, plays only mobile 
games, and has never tried VR. 

●​ Tester 5: 26-year-old Game Developer, experienced with VR devices and games, 
particularly on the Quest platform. 



​
Questionnaire: 

1.​ Testers should add our game to play-matrix:   
2.​ Ask them what needs to be changed to move the game towards their preferred 

quadrant 
3.​ How did the controls feel? Did they make sense? 
4.​ Did anything feel clunky or awkward? 
5.​ What was your first impression? 
6.​ How did that impression change as you played? 
7.​ Was there anything you found frustrating? 
8.​ What was missing from the game? 
9.​ If you could change just one thing, what would it be? 
10.​If you were to give the game as a gift, who would you give it to? 
11.​Describe the objective of the game. 
12.​Was the objective clear at all times? 
13.​What types of choices did you make during the game? 
14.​What was the most important decision you made? 
15.​What was your strategy for winning? 
16.​Did you find any loopholes in the system? 
17.​What elements could be improved? 

Summary of the Comments and Gameplay Notes: 

Good Comments 

●​ Immersive Experience: Testers appreciated the immersive VR environment and 
nice graphics. 

●​ Fight Mechanics: Some testers found the fight mechanics enjoyable and familiar. 
●​ Creative Interaction: Dialogue and talking with NPCs were noted as engaging by 

several testers. 
●​ Teleportation and Button Controls: Generally worked well for some testers once 

understood. 
●​ Clear Objective (Eventually): Testers recognized the objective to increase Karma 

and fight to survive. 
●​ Customization Potential: Suggested additions like Karma-based metrics and story 

enhancements show flexibility. 
●​ Enjoyable for Specific Audiences: Some testers saw the game as a potential gift 

for friends, children, or game enthusiasts. 



Bad Comments 

●​ Tutorial Issues: 
○​ Confusing start, unclear interactable buttons, and hand gestures unfamiliar to 

first-time users. 
○​ The reset feature didn’t work smoothly in the tutorial. 
○​ Overwhelming text and unnecessary hand gestures in the tutorial. 

●​ Controls & Interactions: 
○​ Mic activation was unreliable. 
○​ Hand gestures like teleportation were awkward and unclear. 
○​ Buttons were difficult to reach or poorly positioned. 
○​ Some actions, like standing in front of orbs to start fights, lacked clear 

instructions. 
●​ Gameplay Mechanics: 

○​ The story felt unrelated to the gameplay for some testers. 
○​ Fight actions were too automatic and lacked variation. 
○​ Strategy felt repetitive (e.g., load and shoot). 

●​ UI/Visual Elements: 
○​ Teleport shapes and scoreboard lacked clarity and expressiveness. 
○​ The interface for the shop and stats was inconvenient, requiring players to 

move their heads. 
●​ Positional Issues: 

○​ Quest boundary setup interfered with gameplay. 
●​ Clunky Experience: 

○​ Confusion over real-time versus turn-based mechanics. 
○​ Navigation challenges, especially with teleportation and reset. 

●​ Content Gaps: 
○​ Missing features like a dialog logger, shop interface, and visual cues for 

actions. 

Final Analysis:  

The feedback partially matches our expectations. While we anticipated some challenges with 
tutorial clarity and first-time user experiences, we did not fully expect the level of frustration 
testers faced with controls, gestures, and mic reliability. We assume that problem occurred 
because of the lack of experience in the VR world among our users. On the positive side, 
testers appreciated the immersive graphics and the core fight mechanics, which aligns with 
our goals for engagement.​
​
There are clear conclusions for us to take: 

●​ The game has strong potential due to its immersive environment and creative 
mechanics. However, its usability, clarity, and content depth require significant 
improvement to provide a seamless and engaging experience. 

●​ The tutorial and guidance system need to be reworked for better onboarding, 
particularly for first-time VR users. 



●​ The story and its connection to the gameplay must be better explained to feel 
coherent and meaningful. 

ToDo’s if we had time: 
●​ Use OpenAi C# lib 
●​ Custom voices 
●​ Background music  
●​ More sound effects  
●​ Inventory HUD in Wandering 
●​ Karmascore should be seen maybe in inventory 
●​ Some visual confirmation of shop transaction 
●​ Visual hint when karma is updated 
●​ Better Visual Hint where to switch to the fight scene and how to start the fight once in 

the robot 
●​ Add more story in between the fights like for prolog & epilog 
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