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Pre-testing changes

● Dragon chase + gold 
decay implemented 
(Excitement Minigame)

● Introduction and Minigame 
Descriptions

● Background Music and 
Sound Effects

● Enhanced UIs



Pre-testing changes



Playtesting setup



Play testing Setup

● Play testing was conducted both virtually and 
on-site.

● The general procedure was observing how the 
testers figured the game out on their own and 
monitoring if any errors or bugged occurred.

● Filling up a Google form survey after the testing 
session is over.

● Discussions were held with the testers after the 
survey was done to address any further comments 
or additional feedback.
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Questionnaire Overview
Questions focusing on the gameplay

● What was your first impression of the game? 
● How did you like the game’s art? 
● Did you feel confused at any point during your play through? 
● What was your final score?

Questions focusing on the mini-games

● Did you guess what emotion each minigame is supposed to represent? 
● How difficult was it to understand the game's objective and controls? 
● How difficult would you consider it to achieve a high score in the 

mini-games? 
● How difficult was it to predict the dragon's behavior in the Dragon Nest 

Hunt Mini-Game? 
● Was the speed of the mine cart reasonable in the Dragon Sprint 

Mini-Game? 
● After which minigame, did you have the desire to play again in order to 

improve your score?

Questions for suggestions and fixes

● Did you encounter any bugs? 
Describe what and where you 
encountered the bug. 

● What do you think that can be added 
to improve the gameplay?

General questions 

● How old are you? 
● What is your gender?
●  What is your profession/study?
●  Would you call yourself a gamer?



Feedback Overview



General Score



Mini-game Difficulty



Emotion Aroused

- Happiness
- Stress ✖ 2
- Anxiety, anxious
- Pressure ✖ 3
- Relax

- Nervous ✖ 2
- Cautiousness ✖ 2
- Fear ✖ 2, scared
- Unknown



Playtesting Observations

● Several minor confusions in Main Scene
● Sprint Minigame (Excitement) 

○ too easy for experienced players
○ Well suited for non-gamers

● Hunt Minigame (Anticipation)
○ Visibility of Dragon poor at beginning of the minigame
○ Unintended difficulties of understanding dragon behavior
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Future Plans

● Main Scene
○ Extending Minigame descriptions
○  Minor changes to avoid confusion

● Sprint Minigame (Excitement):
○ Rebalance difficulty to challenge more experienced players
○ Add visual indicator for distance to goal and dragon

● Hunt Minigame (Anticipation):
○ Improve dragon visibility
○ Adjust conditions for being spotted
○ Add more prominent cover

● Post-processing for all scenes



Thank you!
Any questions?


