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This was the last playtest session we were having before the final
submission this semester. We were mostly focused on testing the
menus, and catching any last minute game crashing bug.

1st Session: Final Build
Purpose

Participants

December 4, 2014 (30 min)
After making a provisional build of the game in preparation for the
final submission we took advantage of the last day of playtesting club
to get some testing done. Because everyone is busy with their own
end of semester assignments we didn't get as many testers.

Raw Observational Notes:

Menus

- They found it weird that only one person(player 1) can control the 
menus
- They jump straight into the game without using the How to Play 
option
- In the How to Play pre-game screen they were expecting that after 
cycling through all the Instruction boards they still needed to press start 
to begin, instead of it being automatic 
- Testers said they liked the menus (the look of it) but there were some 
elements that could be clearer like the feedback for when an option is 
selected



Hookshot

- Although it was improve players still experienced some difficulties 
when using the hookshot, which made them ignore that mechanic
- In one case a player's hook broke after its first use (got stuck on the 
level geometry)

Portals

- Like in previous sessions new players took some time to figure out the 
portals
- We experienced a crash also present in previous sessions, players 
would get out of the geometry of the level and fall forever. (Although 
players could solve it by pausing the game and restarting the session 
we will try to find a quick fix before submitting)

Shooting

- Overall testers didn't make as many comments about shooting as in 
previous sessions, the only issue was that in some cases if the player was 
to close to another the hit wouldn't be detected.
- Testers liked that now balls keep active and bounce off players 
allowing double-kills

General

- Testers considered that even with its flaws the game was fun and was 
at a good place for the end of this semester
- They felt the new arena music didn't fit the game
- Players wanted to jump higher
- They had some suggestions on what to work for next semester

- Work more on the hook maybe make it swing using joints
- Create an arena that encourages using the hook
- If everything else fails just remove the hook entirely
- Make it so that when a player is knocked out it drops 

its balls(ammo)
- Make a super stop move as a power-up or as a "super" with a 

cool off timer
- Explore new arenas and modes

Notes:
Since we didn't have too much time before submitting we were
mainly looking for a game crashing bug that we may have skipped.
Our only major bug was the players sometimes falling of the geometry
of the level. We already have a plan to implement a quick fix for the
submission and we are thinking of a long term solution for next
semester.



Comments:

"The key is that even though the 
game is called Superhookball 
you don't really use the hook

Ander Amo del Ser

"Oh wait, you can 
dodge?" 

Esteban Maldonado

Conclusions:

- Menus are functional and testers seem to like the look and feel, 
however we got some good feedback to improve them next semester

- Although we added more in game feedback since last milestone this 
session made us realize that we need to push it even further to 
communicate the state of the game to players in a better way

- One of the big decisions we will have to make at the beginning of next 
semester is whether keep the hook mechanic and make it work or take 
it out and enhance the rest of the mechanics 

- After the session we felt that we were at a decent place but with a lot 
of work ahead of us next semester. We have some good feedback and 
ideas to improve the game and make the best out of it.

"I just used my hook once and it 
already broke" 

Jorge Robles


