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Hunger Questionnaire

Thank you for taking the time to play the game this is probably the last test version before the project is submitted. Everything should be fully functional. Please answer these questions and send then to me via e-mail to tdc1@btinternet.com or tdc1@st-andrews.ac.uk as soon as convenient. They don't have to be long or in-depth answers, any feedback you can provide will be very helpful. If you don't answer all 16 questions just send me what you've done.

1. Did you read the User Manual first or immediately start playing the game? If you did read the manual first, approximately how long did you spend reading it? This time is only for before you started playing the game and not the total time.


2. When you first double clicked on the game icon and the Main Menu was displayed did you recognise what to do and what you could do?


3. Did you press the HELP button or F1 at anytime to access the in-game help? Did this solve any problems you had? If it did not solve the problem did you look at the User Manual? Did you know where to find the user manual?



4. When you started a new game did you find controlling the character and moving around the game world difficult? Did you get stuck on objects often and resorted to repeatedly bashing the Home key to "unstick" yourself?


5. Did you understand the aim of the game and how to get from level to level?


6.  Was it clear which stats had to be kept low and high in order to survive? If it was not clear what did you do? Did it then become clear?


7.  Did you understand all information shown on the screen, including what items could be picked up? If not, what did you do?


8.  How often did you find yourself going back to read the user manual? Did you even need to read it at all? Approximately how much time did you spend reading after playing the game?



9.  When you died in the game was it a bit sudden?


10.  When the Game Over screen was displayed did you recognise what to do?


11.  Did you find any errors with the game, for example, you got stuck on an object and could not "unstick" yourself, the game did not display properly etc.?


12. When you reached the area containing the cable car did you recognise it was the way to complete the game? Did you know what to do to complete the game?


13. If you managed to complete the game, approximately how long did it take?


14. If you ever used the save game and/or load game features did you understand how to use them?


15. Was the game too easy or too hard? Did you become frustrated/ annoyed at any point?


16.  Have you any further comments or criticisms about the game or provided documentation? Is there anything you think should be said in the User Manual that I've missed for example?


Yes, very clear.





Did not get stuck at all, movement was intuitive.





I figured out that I had to keep most if not all of them low. I wasn't sure exactly how much each stat is affected by the actions taken- the 





The apple and wood icons were pretty clear, as to what they were and their use. The medkit, toilet roll, and barricade need work. Water was iffy. Maybe even a small textual description for each at the bottom of the icon. A good indicator would be a small couple of letters that come up when you use the item e.g. (...Mana 25+...) and then disappear.


I didn't quite understand the street fire icon.





Did not read the user manual before playing the game. After reading it (for about 3 minutes, since I had experience of what most things did), it seems to be very helpful.





It wasn't too sudden, but I couldn't prevent it, having exhausted my water resources too fast/ soon. Funny how thirsty the little man gets considering he's on wheels the whole time.





Yes.





Yes, I found that I couldn't pick up one of the items (a medkit) in a room (level 2). I wasn't sure whether or not I had picked it up and the screen didn't refresh that section, or whether or not it was actually just too heavy. My inventory was not full.





User Manual seems fine.


I would like more purpose in the game, rather than just having to micromanage the character, whose speed boost I never really understood, and get out of a “situation” which could be completed by holding the up arrow for about 30 seconds, and just manoeuvring a little bit at the end.


Also, why is there two ways of getting your health to increase but only one for everything else? I think warmth could have been omitted- I don't see how that adds to the game, the geographical restrictions are already in place using buildings, and as far as I could see you could make it disappear, unless you decided to make a “snow” level.





My main point of concern is that the resources are in short supply, thus forcing you to have to keep the levels short. Why not add a water fountain or fruit tree that allows for longer-term level enjoyability or at least zombies that re-spawn a few seconds after I've poked them with my spike? 





Oh, and the annoying “helpful guides” should die. Maybe you can add the twist to see how many of the helpful guides you can rescue back to the end (they need to follow you as well)- You could add background noise of small talk as they are in your pursuit. I'm thinking adding quotes from the Father Ted episode where all of the fathers get stuck in the lingerie store.





Otherwise, a good concept overall, and enjoyable experience.


�As a side note, considering I have three lives to use, surely that would make me some sort of zombie- at least by the time I've reached my second or third “life” my character should be walking around making those “double lectures on Monday morning”groans, which I'm almost 100% sure that you recorded from our lectures.





Read Manual first. Took about 5 minutes.





 Yes, to remember one or two commands. Did not read the user manual. Still haven't looked at it, is it the same as the Help file at the start?





Continued on next page
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Not really, I wasn't sure if the aim was just to stay alive, keeping in mind all of the variables such as fear and thirst etc, or to kill the Rot, or to try and save the princess. Maybe it was just to avoid those annoying other characters that you can't kill for fun. A clear indicator (maybe on the mini-map) should indicate the aim of each level, and where the end is. “Going up” isn't really that well defined.





I saw the exit sign printed on the item. Didn't really recognise it as a cable car, and what it was doing there (or what it was connected to), but it was understandable enough. I assumed just getting to the car would be the end, as there was no indicator as to the actual aim of the game, it made sense that I was supposed to get out of that zombie ridden place.





Didn't use them. Presumed that they did what it said on the icon. Is there a shortcut (Ctrl + Shift + PgDn + F7 -k) to save in game? What about to load the most recent game. Could you  provide an autosave function?





7 minutes, 32 seconds of detailed exploration. 25 seconds of holding the “up” key.
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Not hard, zombies were far too slow. Became frustrated when one of the “helpful chaps” blocked my exit from one of the buildings. I wanted to stab them.










