Playtest Summaries

5/24/2003 – DavidPe – Clie NR70 – plays plenty of PC and console games but never a RTS
· crashed on load attempt from MemoryStick (oops)

M1
· he actually is reading the instructions (ecoms)!

· Tapped on moving Eagle -- “he’s not following my instructions”

· Found tap-hold on units by himself

· Moved MHQ but didn’t know how to establish it

· Took too long figuring out how to deploy the MHQ and got the impatient ecom – “no need to be abusive!” 

· Had trouble pressing MENU button due to poor digitizer calibration

· Couldn’t transform MHQ due to location

· Says different voices would be nice to distinguish units

· Thinks structure placement “check should be on right”

· “What is Galaxite? I have no idea.” Once he figured it out he said “I would have placed Processor closer”

· said credits/power indicators are hard to read

· thinks it strange that the Bullpup is automated (finds the first patch of Galaxite by itself) but “not bad”

· got into situation where Bullpup was full and trying to return to the Processor but because he couldn’t tell it was full and what it was trying to do he thought it was out of control. He kept directing it back to the Galaxite field but as soon as it got there it would immediately turn around and head back to base.
· We don’t really instruct on the operation of the Bullpup

· General confusion about what he controls and what is automated because of the rogue Eagle and seemingly rogue Bullpup.

· Completed M1 in 22 minutes (including thinking out loud and answering a couple questions from me)

M2
· “what is Dominion?”

· Mini-map navigation is stuttery [my observation, not a player complaint]

· “who is escorting who?”. Not clear on which initial units do what. W/ graphics the first ecom could say “escort the Dominion (image) with the Eagles (image)”

· charges to the exit in an attempt to quickly accomplish the goal but achieves a quick death instead.
M2: 2nd attempt
· Starts questioning the characters/roles in the game. “Who am I?” and identifies with the Dominion as his avatar because that seems to be the important object.

· “How do I unselect?”

· “if there’s one thing I hate it’s games that say the same thing over and over again.”

· River crossing vs. cliffs, not intuitive what units can go over [use roads more?]

· Seems to be an unpathable spot just to right of beginning on M2 along the top edge.

· Going south to avoid red guys on the second attempt

· Rushed through “OMNI discovered” ecoms as if afraid clock was still running during high-anxiety encounter
· Spent some time learning that Dominion has no offensive capability

· Dead read guys are hard to distinguish from live red guys

· Red guys broke off attack for no apparent reason. Seem stupid rather than having ulterior motives.

· Eagles not trying to go around from lower-right reactor area to exit even though directed to do so. What is in the way of pathfinding?

· Destroyed reactors

· Says he expects a group of guys to all follow the same path

· Didn’t anticipate or have any clue that destroying the reactors would power down the towers

· Completed M2 in 30 minutes, on 2nd attempt.

Impressions
· Backgrounds are good, sharp looking

· Fighting balance is good between smart independence of units and player control over them

· Confused that he was encouraged to avoid a fight but that didn’t seem possible
· Exploring a little monotonous – maybe if exploring was faster

· Fun. Would definitely keep playing if there were more levels.

· Concerned along the way “am I getting it?”, i.e., playing the game as intended

· Summary screen would help

· Something in first mission to show which units have offensive capabilities

· Expecting units to follow defogged paths only but they seemed to “wander off”

· Wants more obvious fullness indicator (ding sound? Or voice saying “Bullpup full, returning to base”)

5/25/2003 – Brian (snowboarder dude) – Clie NR70 – master RTS player, no PDA experience

M1
· keeps trying to scroll by tapping or dragging on screen edge

· starts by playing with units, trying to get a sense of them. Disregarding instructions.

· Would like to see fewer steps to build a unit, e.g., have tap-hold on the structure immediately bring up the build form and arrange other icons around the structure when it is selected for other operations (e.g., recycle)

· “what happens when power is low?”

· wants us to show valid build area in structure placement mode

· he seems to be testing more than playing

· because it takes so long to mine 3,500 credits he gets bored and builds more stuff which in turn makes it take longer to get to 3,500 so gets more bored and builds more stuff, etc.

· was experiencing a fair amount of mini-map scroll jitter [my observation, not his complaint]

· Completed M1 in 16 minutes

M2
· Confused by river crossing “doesn’t appear to be an opening”. Once he figured it out says “maybe tire tracks” would help. Andrew previously made the same statement
· Built a base right away (ignoring orders), and immediately cranks out 4 processors, a couple of warehouses, etc.

· Didn’t build an HRC until after first confrontation w/ enemy (after he already had a massive resource gathering operation set up)

· Responds to “power to low” voice w/o justification

· “going to want to move screen w/o using minimap” – sees diverting attention to minimap for navigation as a distraction

· crash (after 9 minutes of play) in the midst of a battle going on in the SE corner of the map. Was trying to scroll right using selection-scroll.

M2: 2nd attempt

· Frustrated losing structure placement indicator because it can be moved w/o having to click directly on it

· Changed game speed to fastest. Wondered what the speeds were and if there was a number clipped off the right edge of the options screen
· He was expecting the AI to counter attack his base when he entered the enemy base and was gratified when it appeared to do so

· Would like us to show icons of inactive units (particularly Bullpups) lined up on the screen edge so he can click on them to jump to the unit and get it busy

· Asked about unit grouping – “don’t need it now but it’s nice to know”

· Wants build queue to be longer – “never mind” after he realized that they were cranking out so fast because he was at max speed

· Attempted to double-tap on a unit to select all others of the same type

· He’s actually reading the build panel unit info (but not much else!)

· Frustrated by needing way too may Guards to overcome the first pair of enemy towers

· Thinks towers are being rebuilt by enemy (too fast!) because they’re still there after the smoke clears

· Some enemy guards seem stuck near a pair of reactors, responding only to being attacked

· Big spender, needing a lot of units to take out enemy base. Resource gathering and unit cost are not limiting factors so he isn’t forced into doing anything other than using brute force.

· He experiences some game stuttering at begging and late in the mission [looks to be pathfinding related]

· He took out every last enemy unit before even attempting to move through to the goal. I asked him and he said he didn’t feel any particular urgency to help Jana.

· Completed M2 in 20 minutes, or 29 minutes if pre-crash play is included. Let’s call it 25 mins.

Impressions
· Exploring is a little tedious

· Was worried about his guys in an engagement, not being able to take care of themselves

· Would like to see soldiers overlapping more when the move/attack for greater concentration and value vs. mechanized units “pound for pound”

· Complained about “transition pieces between elevations” – “looks like broken rocks you can’t go over”

· Thinks “order” button on build panel should be closer to the units so he doesn’t have to move the pen as much

· Selection can’t start on a unit/structure

· Unit responses (voices) all seem the same
· Wants to play with the level editor

· Would like to see veteran units but not in the way I’m familiar with, more like anti-hero units

· Had fun. “Would definitely be playing this game if I had it.”

· Not enough to do on first level. Maybe combine it with the second level

5/25/2003 – Jay Massena – ipaq h1910 – experienced RTS player, PDA user, hasn’t played many PDA games
· “where is the version # on the main screen?” concerned about knowing if this is the latest version, needs an update, etc.

· the h1910 screen blanks pretty quickly by default if you aren’t interacting with it

M1
· The moving Eagle causes confusion. He thinks that’s the unit (Dominion) he’s supposed to be interacting with but it isn’t responding well

· “Which unit is Dominion?”

· The “tap-hold to get menu” instructions escaped him and he doesn’t know how to deploy. After letting him struggle for awhile I clue him in to tap-hold.

· Tap-holds on the Eagle and gets a blank menu. Thinks that is weird
· Olstrom “dammit” message comes up. Jay feels it is too harsh while he’s still learning how to play

· Wants to see stuff in build panel that he’ll have access to later

· Likes the build panel info, stuff he often has to look up in the manual to know

· Confused by Order/’x’/Done. What does “Done” do? Cancel the order? Close?

· Keeps using the dpad ‘up’ button to unblank the screen which makes it scroll [can we toss the ‘unblank’ event (tap/button press/whatever)? Or lengthen the interval before blanking.]

· Accidentally built a 2nd reactor and doesn’t have enough money to build a Processor. Recycled both reactors to get back on course but expects some sort of penalty for not having a reactor.

· He likes the Bullpup’s auto-mining
· Wanting to give directions to units via the minimap – understands why he can’t (no right click, etc)

· Keeps thinking the Credits icon is actually on the map and can’t tell what it is (I’ve seen other players confused by this too)

· Doesn’t think ‘building’ effect meets the standard set by the rest of the graphics. Suggests some sort of fading-in effect + progress bar

· Complains about lack of visual feedback when clicking in the fog to move a unit there

· Doesn’t notice the fullness indicators at any point during play even though he asks a couple times “how full is my warehouse/Miner?”

· Completes M1 in 23 minutes (with lots of talking out loud, analysis)

M2
· Questions whether ecoms are modal. They’re definitely bugging him

· Turns the game speed up a hair. Questions what the different speeds are. Would like to see speeds expressed as “easy, normal, hard”
· Interprets the OMNI encountered ecom from Olstrom to mean “wipe them out”

· Questions if there is a rally point feature for structures that crank out units. Later he was wanting it more.

· Likes the fast speed of creating units (Guards)

· After amassing a fair number of guard sends them after the nearest tower and they are wiped out primarily due to buggy behavior (most of them don’t get into range to fire at it). Now he won’t use Guards anymore.

· Tested playing with lasso selection – doesn’t like it, switches back

· Frustrated by interruption of ecoms. “Don’t make it seem critical [modal] unless it is.”

· Expecting the enemy to come after him after stirring up their base but it doesn’t

· Guards and a Bullpup get snagged on each other inside his base. Nobody going anywhere

· His play “strategy” is to go directly through the center of the enemy base to the goal. It takes a couple tries and he loses quite a few units but after awhile the enemy stops producing units and the tide turns
· Enemy base destruction – “my favorite part!”

· “why aren’t enemy units showing on the minimap?”

· After destroying the enemy base he tries to find a way to repack his HQ into an MHQ because “that’s the mission”. I stopped him as he was about to try “Recycle” to see if that would do it. Final message from Olstrom gives him further evidence he should be able to repack. Some frustration.

· Completed M2 in 25 mins

Impressions
· River confused, especially crossing. Thinks water should be more blue, banks seem steep and cliff-like

· Once lost the structure placement indicator and was unable to select anything because of its mode [I had to help him out of this]

· “How do I know where an attack is happening?” Hears sounds off-screen but can’t locate

· wants a way to direct units via the minimap

· misses being able to tell how much damage the enemy units have taken

· somebody should move out of the way when units are stuck
· wants to tap-hold on Bullpup and select “Search” to make it hunt down Galaxite by itself

· Wants to be able to tell units to guard another unit, esp. Bullpup and would use it as a grouping mechanism, i.e., have units guard a ‘lead’ unit and then send the lead to the destination. By redirecting the lead units the others would follow

· Wants more stuff on unit menus, high level commands

· Long discussion of “squads” and proper group behavior. In a nutshell he thinks groups should be ‘tougher’, ‘smarter’, ‘coordinated’, and synchronized to the speed of the slowest vehicle

· Thinks graphics look great, “commercial quality”

· Thinks HT is really zippy and responsive

· Would like it to be clear when the transition from tutorial to real game play happens – “training time is over, we have an urgent mission for you”. Thought M2 was still tutorial because of the ecoms.

· Expecting and wanting more levels. Was really having fun.

Agnieszka Girling

Non Gamer, no pocket pc device, played on PC.

M1

- Didn't read text on how to deploy, just breezed through the message. 

- Wanted a way to find out how to get the message back.

- Didn't know which unit was the dominion, eventually figured it out, 'must be the biggest'

- Scouted around first before deploying anything.

- Didn't see the title in the build units screen for 'power generator', thought she was examining the HQ.  Eventually figured it out. --Suggested that the unit title text needed to stand out more.

- Didn't read text message which came up a bottom of screen, don't think she saw it even.

M2

- Suggested change 'Proceed with all speed' (instead of "haste") in intro.

- Didn't know where the 'canyon' was

- didn't notice the revealed destination tile. Figured out destination eventually.

- Individually selected scouts and sent them to all corners of map. 2 died, 3rd (south) survived. Then escorted dominion unit along bottom of map and Managed to 'run the blockade' get unit through 1st time, in about 10 mins.

- She was surprised she was done. Felt the success message wasn't 'MISSION SUCCESS' enough, needed a stronger assertion that she was victorious.

M2 retry

- This time ran the gauntlet through middle of map and died.

- Mission failure revealed a bug where two mission end messages where generated. 

M2 retry

(Instructed to deploy the base)

- Deployed HQ, but couldn't build any other structures - suggested 'Don't let people build if there's no valid site for other buildings.'

- Mission Failed when she recycled base. - Suggested, 'don't let me recycle if it ends the mission'

M2 retry

(instructed to deploy the base)

- Terminology confusion, 'Transform' == 'build' == 'deploy'

- Built big base on North side of map was reluctant to attack and wanted to build up. Eventually came under attack when attack force was dispatched to defend her miner, some of the units dispatched chose a route which took them through the middle of the enemy base, 'triggering the death squad', she attempted to defend her base and was recycling units when...

- Recycling Galaxite warehouse lost all her money. (very frustrated)

- Mission Failed.

Unrelated idea.

- If you get through without loosing any units, 'special version of congratulations message'
Conclusions
M1

· moving Eagle on M1 is confusing. Make it stop, substitute something else for its intended purpose, etc [bug 156]
· we should give more/better instructions for deploying the MHQ including a “tap-hold MHQ to transform it” objective and a “having trouble deploying the MHQ? Here’s how to do it” ecom instead of the Olstrom abusive one [bug 157]
· Need to spell out what is Galaxite (picture in ecom?). On-screen icon next to credits gets confused as being part of the map. Need a background or something to set it off (and the power indicator). [bug 158]
· End M1 mission when it is obvious players have learned what we want them to know rather than have them suffer through waiting for 3500 credits [bug 159]
· On M1 we should give the player more credits if the paint themselves in a corner accidentally [bug 160]
· M1 completion times: 22, 16, 23 min. 21.3 min average

M2

· River crossings aren’t apparent to players or even that what they’re looking at is a river when they only see the little bit at the beginning of M2. Water should be more blue, crossing should be more solid, less like broken up rocks which players assume their vehicles can’t go over. Roads leading up to and away from would help. [bug 161]
· Fix confusion over what the “Canyon” is [bug 162]
· M2 completion times: 30, 25, 25 min. 26.7 min average

Overall

· Menu button needs to be bigger (taller) due to poor digitizer calibration at screen edge [bug 163]
· Need “Can’t transform here” on MHQ menu [done]
· Is there a convention of ‘x’ on left, ‘check’ on right? “OK” left of “Cancel” is norm for Windows.

· Galaxite fullness indicators on Processor, Warehouse and Bullpup are rarely noticed/understood, even people looking for indicators of fullness. [bug 164]
· Bullpup should deliver what it has when it can’t find more Galaxite, park to the side of the Processor (as to not block others), and alert “Bullpup can’t find more Galaxite” or “No Galaxite. Bullpup idled.” [bug 166]
· Units should be indicated in ecom graphically, e.g., Dominion = MHQ = this image, and consistently [bug 157]
· Should smooth input as processed by the minimap for scrolling (PalmOS) [bug 167]
· Deselection mechanism needs improvement and possibly an explanation to players [bug 168]
· Ecoms are disconcerting and stress-inducing during gameplay. Consider using an alert and w/ a flashing ecom icon. Alert text would be a title indicating the importance of the ecom. Is it strange that the player intercepts an ecom from person A to person B?

· Clue players in on the fact that destroying reactors can disable structures, e.g., reactors

· Need level summary screen [bug 26]
· We don’t teach recycle or how many credits are returned for recycled structures

· Low power doesn’t have enough/obvious effect [bug 169]
· Force structure placement indicator to only be draggable when tapped directly on. Tapping outside should: a) cancel placement mode [preferred] or b) bzzzt. A grayed version of the structure would be cooler and work into a fade in effect. [bug 154]
· Guards are way too ineffective [balance, bug 109]
· It should work to start a rectangle selection even if initial tap is on a unit [bug 5]
· 2 playtests of 2 levels (beginning) levels each was enough to totally drain the battery of the Clie NR70 from full

· would be nice to show unavailable units in build panels, grayed out with text saying what the prerequisites are or “unavailable without supervisor authorization” or whatever

· Change build panel “Done” button to “Close” and consider disabling rather than hiding the order/cancel order buttons

· Credits, Power, Objective, Alerts all need to pop more off the background [bug 158]
· Reconsider adding “Transform to MHQ”, aka repacking HQ
· Show temporary health indicator over enemy units after they’re hit. Hmm… hardwired selection indicator.

· Idea: always play two unit responses simultaneously (maybe slightly staggered) when a group (more than one selected unit) is given a command

· Bug: dpad can be used to scroll while ecom (modal) is up and the display is trashed as a result [bug 155]
· Many players want a way to go ‘back’ to read previous messages. This usually occurs when they’re confused about what to do next or how to do it so in theory the need for this feature is reduced as we eliminate such situations. However, it is unlikely we can handle all such situations case-by-case so a mechanism for view past ecoms would useful.

· Bug: Bullpups stop their mine/deliver cycle if they have to wait for another Bullpup to exit the Processor [bug 165]
