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Our  Goals and Setting

 

- 8 Playtesters
- Ask critical questions about what we 

think could cause problems
- some open questions that could be freely 

answered



Changes for Playtesting from 
Alpha

 

- Added Tutorial
- Menu
- Music
- Bug fixes
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Problems of the Feedback

misleading progress bar
Don't know where to produce Part

No ESC exit function

Is there an elevator ？

operation logic is too complex

lacks visual feedback

feel a swarm-like sensation, but not clear enough

Lack player motivation strategy

Production not easily observable



Improvements based on the feedbacks

Before：

Have to click the building and 
check them one by one

Have to refer many information

The building is just a static object



Improvements based on the feedbacks

After：

Can get visual feedbacks from the animation

Can see：
what is being produced
how much progress is made 
how fast is the production speed
whether it's suspended

Bone Bonding & inverse kinematic



Improvements based on the feedbacks

Before：

Although some automatic method, the players 
still feel stressful

cannot get the joyful feeling that they are the 
rulers of the basement



Improvements based on the feedbacks

After：

Introduced factories recruit logic

Players only consider high level operations

Joy comes from being a controller 
not a babysitter



What the feeling we what to convey?

Player should enjoy the feeling or become a controller 

We know there are lots going on, but we don’t have to worry 
about details

just pay attention to interesting things 



Good suggestions in the feedback
As the game progresses, new areas can be opened up for players as rewards



Practical Problems we have encountered
- our pool of playtesters was low (but a diverse group of 

playtesters).   
- bad performance
- Next time export the build for Linux and AppleOS to 

make it more accessible



What we have learned
● do not make the tutorial skippable or optional => players won’t use it
● using text is a bad idea, most won’t read it 
● icons and pictures have stronger expression than words
● Appropriate rewards is necessary for players to keep playing the game
● not everybody has a RTX4090 and RTX 4080 GPU => bad performance on 

average systems
● our game needs improvements but most of them are easily fixable 
● play testers were not amazed by our game but recognized the effort in the 

graphics and concept
● people with little experience have  a hard time playing the game => we are 

relying a lot on implicated standard RTS that just lacks if you are new to the 
genre



Next Steps till Final Release

- fix all issues pointed out by play testers;
 they are easily fixable

- add some missing Layer 4  features
- bug fixes



Thanks for listening!


