Twinkling Stars Above
Play Testing Questionnaire

Twinkling Stars Above is a video game proof of concept and a project for
Interdisciplinary Master’s in Art, Media and Design program at OCADU by Hyein Lee. By
filling out this questionnaire, you are consenting that your answers may be analyzed or
quoted (with credit) for Playing with Lowbrow (Twinkling Stars Above's accompanying
thesis paper) thesis paper. Your responses will be published in the appendix section of
the paper. However, personal signifiers such as name, occupation and contact
information will be removed. You can also request not to publish your answers in the
appendix section of the thesis paper. If your responses are quoted in the main body of
the thesis paper, Hyein will get your individual consent. You can withdraw from the play
testing any time for any reason up to April 30*, 2011.

For any questions, please don’'t feel hesitate to contact me aft:
email: hyeinl@gmail.com
phone: 416.260.6331

Questions

Tester
Are you a gamer?

Yes [O] No |:| Sometimes
What is your favourite video game and what is your favourite genre?

Half-Life 2 / FPS

Game content
How's the difficulty of the game? (Scale of 10, 10 being the most challenging)

100 203 40151 6@ 701 8 9L 10[]

Did you find any loopholes in the system?2

Not quite a loophole, but before | figured out the keybindings | spent a fair amount of

Is there any distracting element that takes you away from the game experience?

The fact that the falling icebergs disappear before fully dropping below the ground is
slightly jarring when trying to climb them.


mailto:hyeinl@gmail.com

What elements do you think could be improved?

The random generation of icebergs makes a finding a set of them which are climbable
sometimes difficult.

Was the game'’s premise appealing to you?

Yes, the premise was appealing and the method of gameplay was unique, yet
challenging.

The Graphic Style
What is your impression of the graphicse

The were quite well done, and visually cohesive.

What do you think about the main character design?e

Nicely put together, and the animation style fit the aesthetic of the game.

Did you find the layers of textures and painterly graphics too distracting?

No, | felt they worked well together.

What kind of feelings do you get from the environmente
Cold and foreboding.

Additional
Did you enjoy the overall game experience?

Yes, | felt the game on the whole, though short, was enjoyable.

What limitation does this game have?

The brevity of the gameplay does leave the player wanting another level, or at least
more stages to the challenge.

Do you have any additional feedbacks?
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