
Milestone 5: Game Testing
Giant Robots



Process

We observed quietly as they played, taking 
detailed notes on their actions, any challenges 
they encountered, and their overall behavior.

After that we asked some questions about the 
game.



Questions

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?



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.



Average Placement on the Playmatrix



Good Comments

● Immersive Experience: High praise for VR environment and graphics.
● Fight Mechanics: Enjoyable and familiar combat mechanics.
● Creative Interaction: Engaging NPC dialogue and interactions.
● Teleportation and Button Controls: Generally effective after initial learning.
● Clear Objective (Eventually): Testers understood the game’s goal of increasing Karma and 

surviving.
● Customization Potential: Suggestions for story enhancements and Karma-based metrics.
● Appeal for Specific Audiences: Potential gift for friends, children, or gamers.



Critiques

● Tutorial Issues: Confusing start, unclear controls, and overwhelming text/gestures.
● Controls & Interactions: Mic issues, awkward hand gestures, and unclear teleportation.
● Gameplay Mechanics: Repetitive actions, disconnected story and gameplay.
● UI/Visual Elements: Clarity issues with teleportation shapes, scoreboard, and shop 

interface.
● Positional Issues: Quest boundary interference.
● Clunky Experience: Confusion over mechanics (real-time vs turn-based).
● Content Gaps: Missing features like a dialog logger and shop interface.



Takeaways

● 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.



TO-DO’s

● Add additional characters in combat and wandering scene
● Improve the tutorial scene for first time VR users
● Add clues about the state changes
● Direct users to what we want from them to do by clues


