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Chapter 1

Playtest Preparations

1.1 Playtesters

For our playtesting phase, we engaged ten participants aged between 21 and 25, comprising three females
and five males. Our participants are currently studying in fields such as Computer Science, Biochemistry
and Psychology, with one individual working full-time. Approximately 70% of the playtesters expressed
a clear interest in computer games, providing relevant and insightful feedback. This demographic helped
ensure that our testing reflected the perspectives of technically proficient and gaming-inclined users.

Figure 1.1: Demographic Stats of Playtesters

1.2 Preparations

We wanted to see how well the game told its own story, so we didn’t give playtesters any hints about
the narrative beforehand. The idea was for the Intro Room to ease them into the game’s world gently.
After that, the Outside area was designed as a space for them to really get a feel for the injection
system and give us feedback on how it felt to use.

1.3 Test Structure

The test structure was simple—we loaded the game and told the players, ”Have fun.” They were given
time to explore the intro room at their own pace. We encouraged them not to rush, but instead to take
in the visuals, UI, audio, and other details. Once they finished with the intro room, they moved on
to the outside area and started experimenting with the game mechanics. After the session, we had a
group discussion where players could share their experiences while we took notes. The comments from
that conversation are summarized below.
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Chapter 2

Playtest Results

2.1 General Findings

This section summarises the key feedback gathered from playtesters regarding their overall experi-
ence, narrative comprehension, gameplay clarity, and engagement with core mechanics. Responses are
grouped by the specific questions asked during the playtest session.

Question 1: What did you like most about the game?

When asked what they enjoyed most, two things consistently came up: the Intro Room’s design and
the Injection System. Players seemed to really appreciate how the Intro Room set the mood and gave
them a sense of the world. As for the Injection System, they generally found it to be an interesting
and impactful mechanic that added a unique layer to the gameplay.

Question 2: Was the story clear and engaging, or did it feel confusing?

As expected, playtesters felt the story didn’t quite deliver a complete narrative, which makes sense
given the game isn’t finished yet. Currently, we’ve introduced bits of the world through some narrative
clues, mainly in the Intro Room, and then the Outside area is more about getting a feel for the injection
system. While the plan is for this to be a much larger game with more levels and a progressing storyline,
there isn’t a whole lot of direct story right now. However, it seemed pretty clear to players what had
happened in the world, even if they weren’t getting a full plot.

Question 3: Did you understand what you were supposed to do at each point?

One specific hurdle we saw was some players missing a crucial note that pointed them towards the
cave. This became a real headache for them because, in the current build, you can’t go back into
the house once you’ve exited to re-check for clues. Interestingly, this wasn’t a problem for our more
experienced testers; they seemed to instinctively understand they needed to explore first rather than
jump into combat unprepared. Also, as anticipated, players seemed to get a bit lost after finishing the
combat part, simply because there’s nowhere else to go right now. To fix the ”missed clue” issue, we’re
considering either allowing players to re-enter the house or making sure they interact with all necessary
progression items in the intro room before they can leave.

Question 4: Did you find yourself weighing immediate survival against the long-term
cost of your actions?

Once players got their hands on the serum, we noticed play styles branched out depending on their
gaming background. The more experienced players, especially those who’ve played survival or resource
management games, were super careful with their injections. They seemed to be thinking about the
long-term balance, trying to save the serum rather than just burning through it right away.
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On the flip side, players who were new to gaming or just had less experience often leaned heavily on
the serum. It looked like they felt pretty overwhelmed by the enemies in the village, so they were just
focused on immediate survival. They didn’t seem to be weighing those long-term costs as much, opting
for the quick fix when things got tough.

2.2 Puzzle Specific Findings

Question 1: Did you feel like you were in control of the outcome? Was the puzzle
too hard, too easy, or just right?

The current set up in the game contains a clue that gives the password to the player. This is reported
to be too easy, and if found first, the player has a little motivation to actually explore the house for
more narrative clues. As such, the players reported the clue shouldn’t give away the full password,
but rather a ”hint” or a ”task” so that the player must figure out the password for themselves. One
suggestion was to simply state what the objects are, and then let the player count them in the room,
which will lead to the password. To implement the difficulty of the password is a difficult task, and
requires more playtesting. We will focus on exploring this in the remaining parts of the development.

2.3 Game Mechanic Specific Findings

Question 1: Were the game mechanics intuitive? Why or why not?

Overall, the game mechanics felt intuitive, but we’re still missing a few crucial elements to make the
experience truly seamless. Due to some bugs in the current playtesting version, it was hard for testers
to give fully accurate feedback—once those issues are fixed, the gameplay will likely feel quite different.
That said, both the current and intended gameplay follow standard FPS conventions. One clear piece
of feedback was about weapon pick-up: players suggested that instead of having to switch to an empty
slot before equipping a weapon, the game should automatically place the picked-up weapon into an
available slot. This is a simple fix, and we plan to implement it in the final version.

Question 2: Was the difficulty well balanced?

At the moment, the gameplay feels a bit too easy—especially for experienced players. However, this
was intentional. As this is the first quest in a larger game, its purpose is to introduce the player to
the mechanics, particularly the sanity system. Some side effects were seen as unfair, such as player
movement freezing or sudden blackouts. The camera movement freeze felt especially frustrating, as it
could lead to an unavoidable loss. The blackout effect also felt out of place and left players wondering
if something was wrong with their computers. On the other hand, many of the other side effects were
well received and added positively to the experience.

2.4 Overall Consensus

The biggest highlight of our game was the visuals—players appreciated how everything looked and
came together. The atmosphere had a distinct vibe, and the narrative hints scattered throughout the
intro room helped give the game its unique personality. We plan to run another round of testing after
implementing the suggested changes and fixing the known bugs.

2.5 Changes

There are a few clear changes we need to make. First, we’ll address the minor bugs that currently have
a major impact on the gameplay experience. Second, we’ll adjust the weapon pick-up system to make
it more intuitive. And third, we’ll revisit the puzzle difficulty to ensure it strikes a better balance.
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2.6 Significant Diagrams

Based on the feedback data, most players found the game easy, with no participants rating it as hard.
The sanity system was generally well received, though a few found it either boring or confusing. Key
suggestions for improvement included increasing the difficulty, fixing weapon pickup, and enhancing
puzzle design, with puzzle-related issues mentioned the most.

Figure 2.1: Feedback Data

Figure 2.2: Suggestions for Improvement
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