Tom Clark
Questionnaire
CS4099 Software Project


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?



































































































































































































































































N/A





Continued on next page





Yes, very intuitive; followed standard game techniques.





Didn’t get this far :(





This was probably the games main weakness. Apart from survival it wasn’t clear whether there was any progression/levels etc.. It would be good if at the start of the level the main objectives were displayed.





Continued on next page





I used the F1 help quite a lot. It was occasionally useful when I wanted to grasp basic game concepts (i didn’t find the user manual). It was good for this task, but would have been better if it explained what specific inventory icons were for, as this wasn’t clear.





Didn’t read the user manual. When the game was installed I couldn’t find it in the start menu. Only looked in the installation folder (in program files) after i’d finished playing the game.





I found that after a while I ran out of water more than anything else, and couldn’t find any.





It would be good if, in the inventory, you could see what something was by hovering the mouse over it. Not all of the items made sense.





Continued on next page





No errors found.





Yes, as with other controls this was intuitive as it followed standard principles.





Yes, i died whilst sleeping once. Didn’t realise until later how to sort it out. 





Didn’t read it. It looks fairly complete though.





I understood which items i could pick up straight away, however there were occasions when i couldn’t pick up these items and it wasn’t clear why.





Stats were clear, and focussed me on achieving various goals throughout the level.





I found the controls intuitive as they match that of other games i’d played. I didn’t have to unstuck my own charactor, but I occasionally found some NPC characters stuck.





Yes, same as other games I’d played. Intuitive, and simple. Utilizes fitts’ law well!
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