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Motivation
This chapter describes the playtesting results for our game “The Exit Pages”. As
described in earlier chapters, our aim is to create an asymmetrical cooperative
multiplayer game in which two players are trying to find their way out of a dungeon
of multiple puzzles.

Playtest Preparations

The Playtesters

In order to acquire a vast variety of playtesters, we asked friends and family
members from various backgrounds to play our game. The only prerequisites were
a windows computer to play the build and a microphone that allows communication
with their corresponding teammates. In general however, hardware strength and
specs may vary across testers, which mirrors the real world case of very different
players trying out the final game.

In total we had 15 playtesters with a vast spread of video game experience
before playing our alpha. On average, the testers that played together knew each
other or were friends beforehand, as that is how cooperative multiplayer games are
usually played.

Preparations

To test an asymmetrical cooperative multiplayer game like ours, two playtesters are
needed to play the game, one taking the role of the student player, the other the
role of the Slenderman. Both have to be present at the same time and be able to
communicate to each other. Therefore, we set up a Discord server to give the
participants access to all necessary information and a space to communicate.

We created a questionnaire with Google Form containing general questions
about the testers, the players satisfaction level, controls, UI, Page Design and
potential bugs. Using this allowed the testers to give us feedback on the game and
bugs they have spotted during their playthroughs and also granted them a general
introduction to the game and its setting. Furthermore, we provided our participants
with a link to download a build of the game or the set of Exit Pages, depending on
their role.
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Test Structure

Before starting the actual playtest, we asked our subjects to answer a couple of
questions about themselves and their background in gaming. After finishing, they
had to decide and state their roles and then would proceed to play the game on
their own with us only interfering when asked for help.

Afterwards, our subjects are asked to continue with the remaining questions
of the questionnaire regarding the alpha, the satisfaction level, different aspects of
the game and possible challenges and bugs that they encountered. Based on the
previously stated role, the testers will partially get different questions, as some
questions are only reasonable if the respective role is asked.

To get better insights on possible problems and the way players approached
the puzzles, one of us was silently present during the playthroughs of some
playtesting groups. Based on this silent shadowing we were able to identify areas of
confusion and some potential incorrect information in the game. It also helped us
recognize some of the edge cases that could emerge in the game that would
interfere with the solving of the puzzles.

Playtesting Results

Overall consensus

The overall impressions around the game appear to be positive with regards to the
gameplay style (asymmetric puzzle co-op with voice communication) and game
quality. However players encountered several challenges regarding the actual
solving process for the puzzles. The single greatest cause for confusion among the
players seems to stem from the pages, and how they ought to be utilized in the
game. We believe that the pages require more clarity and also need to be organized
in a more logical and coherent manner. A couple of quotes from our playtesters
illustrate the same.

“How to approach the puzzles was a big problem.”
“Describing the drawings and finding out which Information was relevant was very
difficult.”

General Findings:

Apart from the page difficulties mentioned earlier, most of the general observations
revolved around relatively minor bugs and suggestions made for improvements in
the game environment. Some of the more pressing bugs in this area regarded the
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game menu and its interactions in game while attempting to use a Pause function.
A bug was also discovered whereby objects in neighboring rooms could sometimes
be interacted with from a nearby wall in a different room. This is a relatively easy
fix and will be addressed in the final version. Furthermore, multiple testers were
miffed after losing all their lives within a single room when they were trying to
figure out how to solve the puzzles. While this is a significant departure from the
experience we want to provide players, we believe that making the pages easier will
in turn allow players to successfully complete the game without losing lives.

Puzzle-Specific Findings:

Programmer Room: This room was solved successfully by multiple testers. The
primary challenge identified with this room was that the information for different
pieces was distributed across the pages. We will address this with the restructuring
of the pages and more explicit instructions on where to find information. Secondly,
shadow playtesting in this room also helped identify an edge case regarding the
arrangement of paintings in this room, the exit of which is determined by a binary
code on the basis of the presence or lack of paintings on the walls. We determined
that a situation where all 4 of the paintings were on a single wall could prove to be
extremely challenging for the playtesters. Although still correct and solvable, this
particular configuration would provide the players with no reference point against
which to compare with. The design team has since ideated on a potential fix for
this, by means of empty frames to signify where pictures could potentially be.

Seminar Room: The primary challenge identified in this room was that the wording
in the pages which described how to solve the puzzle was too confusing. Since
multiple playtesters had given us similar feedback, we applied an immediate fix to
this section of the pages and reverted to the playtesters on it. Based on the puzzle
success rate following this change, the new version of instructions seems to be
much better. As noted by a paytester:
“We used the old Pages and first build but later tried it again with updated versions.
In the updated Version there were some changes that made puzzles more
understandable and less confusing.”

A secondary observation in this room was that the camera angle did not allow
for simultaneous viewing of both the ceiling fruits as well as the toggle buttons. We
may include a fix for this suggestion if we deem it to be a higher priority issue.

Gordon’s Room: One unfortunate bug identified in this room was that the
information regarding the furniture rotations was not completely correct between
the rooms and the pages. Although a solution could still be found, the mismatch will
be corrected for the final release.
Furthermore, players did not seem to have grasped that the images for the room
depicted the conical view of a security camera. The pages depicting these images
will be made clearer in this regard.
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Party Room: Multiple pieces of feedback mentioned that this was a playtester’s
favorite room, likely because of the music playing in the background. As a result,
we may opt for more audio feedback in the future. The primary challenge for this
room seemed to be identifying the separate pieces of information required to solve
it, which were located in 3 different sections of the pages. This will be addressed as
part of the page restructuring. A second observation from shadow playtesting was
that the method to alter the computer system date may not be easily discernible by
the player. We might add some visual cues in the final version to address this.
Additionally, having a limit of 5 tries for this room before the run is considered a
“game over” seems to be too frustrating for some players. We will thus make the
punishment less severe or address how many tries there are per run and if they can
be recovered somehow.

Changes

The key change we will be making is the reorganization of the pages, in order to
provide more clarity. In addition to this, we will also provide more explicit
instructions in each of the page sections, in order to make the solutions easier for
the players. Primarily, the pages will attempt to collect all similar information
necessary for a room into one section of the document. Each room will have a
sketch on one side of the page, and other relevant information on the rear side. The
overall 8 pages will still be retained for thematic relevance. An example of a
restructured page is illustrated at the end of this report. These pages were also sent
to our playtesters to review and provide feedback. The first responses we received
were very positive.

In addition to the page restructuring, we will be working on a cleanup of the
bugs identified, as well as an overall polishing of the game leading to the final
release. Some of these specific changes have already been alluded to in the
previous sections on the Puzzles.

Summary

We believe that the feedback received is in the realms of what was to be expected
as we entered the playtesting phase, since we had never tested the puzzles with
anyone outside our team. Having identified the specific sources of confusion for the
players among the different puzzles, we will now be able to ideate and incorporate
solutions to the most pressing issues. The bugs and improvement suggestions in
the game will also be prioritized and tackled accordingly as part of the polishing
process leading to the final release.

Significant Diagrams
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Solving the puzzles was considered quite difficult overall (1 = easy, 5 = difficult):

Testers had issues progressing through the steps of puzzles because of difficulties
finding relevant hints and infos:
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Communication and teamwork were a core crucial part of the design and worked
out well in most teams (1 = Bad, 5 = Good):

With the page design, we seem to be on the right way but we need to rethink the
structure and make relevant information easier to grasp:
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New Exit Page Style

The Exit Pages are receiving a new style in response to the playtesters’ feedback:

Figure 1: Front of page Figure 2: Back of page


