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Version History 

Version 1.0: 

 Created the overall structure for the document. Added and started the Vision Statement, 

Audience, Legal Analysis, Gameplay, and Character sections 

Version 1.1 

 Added the Educational Impact section. Updated the Technical Specifications section. Started art 

asset list in Assets section. 

Version 1.2 

 Expanded the Educational Impact section to include research. Modified the table of contents to 

include Scope and added Options, Scoring, and Help to Game Play. 

Version 1.3 

 Added the Game World section with corresponding sub sections. Added two images to the 

Mock Images section under Assets. 

Version 1.4 

 Added the Reference section to Educational Impact. Added the ESRB rating section to Legal 

Analysis. 

Version 1.5 

 Added two scenarios to the Scenario sub section under Educational Impact. Changed and 

updated the Game Play section to include all required material. 

Version 1.6 

 Added more scenarios to the Educational Impact section. Completed some research on how 

health affects students, also in the Educational Impact section with new references. 

Version 1.7 

 Added three flow charts to the Game Play section. Updated Educational Impact section with 

new information on learning objectives and outcomes. Changed Asset lists to reflect visual and 

audio assets added to the game. 

Version 1.8 

 Added play testing information to Quality Assurance sections. Update Asset list with current 

assets, both audio and visual. 
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Version 1.9 

 Added information of play testing in the Quality Assurance section. 

 

 

 

1. Vision Statement 

1.1. High Concept 

 

Studying isn’t the only thing a student has to “look after” in school, health is important as well. 

 

1.2. Game overview 

 

1.2.1. Game Genre 

 

This game is isometric exploration and action oriented game that has player objectives and 

goals that are educational, therefore a serious game. 

 

1.2.2. Uniqueness 

 

The game takes on the task of showing how the daily life of an average college student can 

affect and change their lifestyle. These lifestyle changes are reflected in the wellbeing of 

the student broken down into two categories, physical health and stress. As the student, 

the player must balance a healthy lifestyle while participating in the college educational 

system. Each day, or level, the player must choose to work on assignments, attend class 

and go about everyday activities. Along with this, as the player moves the character 

around the in game world, they must avoid obstacles that can lower either health statistic 

in a real time setting. 

 

1.2.3. Mechanics Overview 

 

The game uses several resources that act as assessment values for the end of the 

game. These are health, stress, actions and workload. Each of these has some 

relations to others and helps determine the outcome of the game. There are 

objects and obstacles the player can interact with using the character that can 

change these values for better and worse. In the end workload helps determine 
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the academic rating of the player, while stress and health determines the player’s 

lifestyle rating. Both of these are combined to give an overall score. 

 

1.2.4. Goals 

 

The overall goal of this game is for the player to maintain a healthy lifestyle and maintain a 

good academic standing. Health and stress levels help monitor and asses the player on 

their lifestyle choices; while going to class and keeping up with work affect their 

character’s academic standing. 

  

2. Audience, Platform, and Marketing 

 

2.1 Target Audience 

This game focuses on entry level college students and their perspective instructors. The 

game takes into account for possible occurrences within a college setting and tests the 

player to see if they respond correctly. Also, the instructors can gain knowledge of 

possible affects that their students are undergoing while attending college, since their 

own experiences probably differ from their students. 

 

2.2 Requirements 

With this game the player needs the following: 

 - A computer with these specifications: 

  - Windows XP, Vista or 7 

  - 512 MB of Ram 

  - 128MB Graphic Card 

     - Screen Resolution of at least 1024 by 600 

  - Keyboard and Mouse 

 - A web browser that supports HTML5  

 

2.3 Similar Games 

 

Other serious games, such as Dissaffected, have a similar style of navigation and 

interaction system in place in where the environment is isometric and the player 

interacts with NPC’s to progress through the game. However, the educational 

value and objective are different.  

 

2.4 Feature Comparison  

 



December 10, 2012 [CONDITIONAL IMPACT] 

 

Conditional Impact Page 7 
 

Dissaffected assess the player on success, while showing how frustrating it can 

be to work there. Conditional Impact still asses the player, yet gives different 

scenarios based on the assessment at the end of the game. 

 

 

 

 

 

 

3. Educational Impact 

 

3.1. Educational Learning Objectives 

 

 To apply an understanding of how mental and physical health is encountered and dealt 

with by an entry level college student. 

 To evaluate the correlation between both mental and physical health in an educational 

setting through an entertainment medium. 

 

This game focuses on teaching and enforcing the use of good lifestyle choices while in a 

college setting. It shows how various things scenarios can affect a college student as 

they go through a week at school. In the end the player is “graded” based on these 

choices. It also teaches a small amount of time management as well. 

 

3.2. Educational Outcomes 

 

 After playing this game the player will be able to apply knowledge of how to make 

healthy lifestyle choices which can affect the success of their college level education.  

 

The educational outcome of this game is to properly assess the player in the areas of 

lifestyle choices when it comes to both health and academia. It is based on the physical 

health and stress level of a character where they only have a limited amount of time in 

a day to complete tasks that should be mandatory. It teaches and enforces the 

importance of physical health and applying oneself to their academic studies while 

managing their daily life.  

 

3.3. Scenarios 
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This game has several scenarios that are triggered in the form of dialogue boxes which 

reflect possible real life situations. 

 

3.3.1. Scenario One 

 

The player interacts with student NPC outside that is enveloped in smoke. The 

player is asked if they would like to share a cigarette. The first option is to accept 

and therefore lose an action point and lose ten points of health. The second option 

does nothing except have the NPC stay there. The third option replaces the NPC 

with on that references Scenario Two. 

 

3.3.2. Scenario Two 

 

The player interacts with an NPC outside that tempts the character into trying an 

illegal drug. The first choice has the player lose two action points and lose thirty 

points of health. The second option only leaves the NPC there to ask again at 

another time. The final choice has the NPC leave and not return for the current 

game play through. 

 

3.3.3. Scenario Three 

 

A teacher NPC offers to help with work that the character has due. There are 

three options. One choice is where the player accepts the help and reduces the 

characters workload and takes away an action for that level. Another selection 

just politely declines the teacher so nothing is changed. The final choice is a rude 

response which prevents the player from interaction for the rest of that play 

through. This is in place to help a player catch up with the workload if they 

missed one. It still costs an action point yet can only be used once per day.  

 

3.3.4. Scenario Four 

 

An NPC student has problems in school yet blames it on others and says that he 

is right while everyone else is wrong. The three options involve either fully 

agreeing which increase stress by the character thinking they are wrong, one 

where there is doubt causing a little stress, and finally a choice to ignore the NPC 

al together. The first two also take an action point away. 

 

3.3.5. Scenario Five 
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An NPC representing the characters friend offers to help relieve some stress by 

taking their mind temporarily off school work and class. This is accomplished by 

a walk, increasing health and lowering stress or a car ride which just decreases 

stress. These both take an action point, while the last just politely turns down 

the offer. 

 

3.3.6. Scenario Six 

 

An NPC in the halls suggests skipping class and homework and going to watch a 

movie or play some games. This scenario is just a waste of time and does not 

affect any score variables, yet represents pointless activity that does not 

negatively affect a student. 

 

3.4. Research 

 

When students attend college, there are many variables that can change and affect 

how they perform in their academic environment. Two of the more prevalent ones are 

their physical health and stress level. These can individually change a student or affect 

them both for a more intense effect. 

 

The physical health of a student can affect many different areas of an educational 

experience. “College students might want to think twice before lighting a cigarette: a 

new study shows that smoking during adolescence can affect cognition and decision-

making.”(Bhathal, 2011) Smoking or drug use can have effects on the brain, not taking 

care of oneself can cause sickness, and failure to exercise can cause a decrease in 

energy. All of these change a student’s lifestyle and they usually change when first 

setting out on their own, like to a post-secondary school.  

 

“Negative affective states, such as feelings of anxiety and depression, could influence 

the pathogenesis of physical disease, which in turn, have direct effects on biological 

process that could result in increased risk of disease in the end.” (Stress (psychological), 

Wikipedia) Stress however is a bit more complicated. To such a degree that it actually 

can reflect upon someone’s physical health. High amounts of stress can cause 

headaches, stomach problems, sleepless nights, and even lower a person’s immune 

system effectiveness. So, to reflect this in game, the character’s stress level going too 

high can cause negative effects on the character’s physical health. 
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Also, various causes of stress within a college setting were more refined and identified. 

Such things as peer pressure, procrastination, inappropriate actions of other students, 

and social interactions can cause varied levels of stress. In this game, stress is most 

taken from missing class, not doing work in a timely fashion, and certain social 

interactions. “Regardless of its origins, however, stress can take a serious toll on body, 

mind, and soul.” (Burrows, How Stress Works) 

 

3.5. References 

 

Stress (psychological). (N.D.) Retrieved From:  

http://en.wikipedia.org/wiki/Stress_(psychological)#Stress_responses 

 

Burrows, Betty. (N.D.) How Stress Works. Retrieved From: 

http://science.howstuffworks.com/environmental/life/human-biology/how-stress-

works.htm 

 

Womble. Laura P. (N.D.) Impact of Stress Factors on College Students Academic 

Performance. Retrieved From: http://www.psych.uncc.edu/Womble.pdf 

 

Bhathal, Pia. (March 9, 2011) Smoking can affect Students’ judgement. Retrieved From: 

http://dailytrojan.com/2011/03/09/smoking-can-affect-students%E2%80%99-

judgment/ 

 

Schwartz, Dr. Ginny. (November 2001) How do Drugs and Alcohol Impede Students’ 

Academic Progress. Retrieved From: 

http://www.stlawu.edu/advising/programs/academic-support/book/91 

 

Reynolds, Gretchen. (November 30, 2011) How Exercise Benefits the Brain. Retrieved 

From: http://well.blogs.nytimes.com/2011/11/30/how-exercise-benefits-the-brain/ 

 

4. Legal Analysis 

 

4.1.  Intended Domain 

This game is intended for public domain, to be distributed via the internet and the 

College of the North Atlantic as a web based HTML5 game or a downloadable title. Not 

for sale or resale at any time. 

4.2. ESRB Rating 

http://en.wikipedia.org/wiki/Stress_(psychological)#Stress_responses
http://science.howstuffworks.com/environmental/life/human-biology/how-stress-works.htm
http://science.howstuffworks.com/environmental/life/human-biology/how-stress-works.htm
http://www.psych.uncc.edu/Womble.pdf
http://dailytrojan.com/2011/03/09/smoking-can-affect-students%E2%80%99-judgment/
http://dailytrojan.com/2011/03/09/smoking-can-affect-students%E2%80%99-judgment/
http://www.stlawu.edu/advising/programs/academic-support/book/91
http://well.blogs.nytimes.com/2011/11/30/how-exercise-benefits-the-brain/
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Based upon the Entertainment Software Rating Boards specifications, this game is 

targeted towards the teen rating, where the content is suitable for ages 13 and up.  

This would include possible violence and mild language due to the college setting. This 

is a goal and is represented of a current rating set by the ERSB, status is rating pending. 

 

5. Game Play 

 

5.1. Game Controls 

 

For the games front end menu screen, the menu options are cycled through using the 

keyboard arrow keys, and the choice is accepted by pressing the space bar. 

 

In the game world, the arrow keys function as movement in there corresponding 

directions. Up moves north, down moves south, left moves west and right moves east. 

The space bar is used to either talk to NPC’s when the character is close enough to 

them or transition between environments when at stairs and open doors. 

 

5.2. Game Mechanics 

 

The game has several resource based mechanics which help determine the final 

outcome at the end of the game. Visually, it is the gauge in the top left corner of the 

screen.  First is the characters health, which represents how healthy the character is. 

The player must avoid obstacles such as people sneezing and coughing in real time and 

make positive choices when scenarios arise in order to keep the character’s health high. 

The health of the character starts at 180 and can decrease to zero. 

 

Stress is the second resource mechanics the game uses. A gauge at the top right of the 

screen represents the characters stress level. Again the player must react to scenarios 

and avoid distractions in order to keep the characters stress level low. Stress can also 

affect the health of the character if it is too high, over seventy percent. This is measure 

using a number from 0 to 180. 

 

The number of choices or action points is displayed in the top middle of the screen and 

is the limit the player has to interactions per level or day during gameplay. When this 

reaches zero, the player must get the character to sleep to regain these points. In 

optimal conditions the player has six action points while if the player is sick or stressed 

they lose points even after sleeping. 
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The final resource mechanic is the amount of work or the workload. This is displayed on 

the bottom center of the screen and can go to a maximum of five total unfinished 

items. In order to decrease the workload the player must get the character to study 

after attending class in that same classroom. If there is work left undone when the 

character sleeps the stress level goes up by ten points per unfinished work item. 

 

 

5.3. Game Options 

 

This game has five options which are presented when starting the game. The “New 

Game” selection starts the actual game from the first level. “Instructions” gives the 

player an overview of controls and objectives, which is useful when playing the game 

for the first time. “Credits” displays a screen showing who was involved in creation and 

production of the game. The “Score” menu button is used to display previous 

assessment results tabulate as an overall value. Finally, the “Quit” option exits the 

game from the menu screen. 

 

5.4. Game Help 

When the player is on the front end menu screen, the first screen seen when starting up 

the game, they may select “Instructions”. This displays button controls and objectives 

within the game. It shows the arrow buttons for movement, the space bar for accepting 

conditions and what the player must avoid and work towards. 

Also, the player must complete an interactive tutorial when starting the game that 

introduces basic movement and interaction mechanics with the arrow keys and space 

bar. The tutorial informs the player about mechanics that will be encountered along the 

way and what the user interface items stand for. 

5.5. User Interface 

 

While playing the game, the player has several visual indicators to keep track of on the 

screen. A gauge in the top left of the screen for the character’s health, the more the 

better. Another gauge in the top right of the screen that represents the character’s 

stress level, the lower the better. Between these two gauges in the top center is a 

counter that represents the number of actions the player can make before the 

character needs to go to sleep again. Finally on the bottom center of the screen there is 
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a board that can fill up to have five pieces of paper on it. This represents how much the 

character has left to do from going to class. 

 

5.6. Length of Game Play 

 

The game is divided into five different levels, representing the five days of the week 

where the character should be attending classes. Each level should only take a 

maximum of a minute to complete since they have only six action points to use during 

that day. 

 

5.7. Player Objectives 

 

5.7.1. Short Term Objectives 

 

During each level or day of the game, the player should shower to keep their 

health high and should attend class to keep their academic standing high. Also 

players should avoid obstacles such as sick students and distractions. 

 

5.7.2. Long Term Objectives 

 

Over the run of the game the player is presented with choices to avoid harmful 

scenarios or complete beneficial ones. The main object is that the player achieves a 

desired academic and lifestyle assessment at the end of the game. This is 

combined into an overall score to be displayed on the score screen in the menu. 

 

5.8. Scoring and Player Assessment 

 

The player is assessed on two different fronts. They are given a grade that depends on 

the amount of work and classes they have had the character attend throughout the 

game. And then the player’s lifestyle changes are assessed based on if the player was 

sick, there health level at the end of the last day, the character’s ending stress level and 

how many times they showered throughout the game. The academic score is out of 

one hundred, with ten points for each time they go to class and ten points for each 

completed work item. This is displayed as a corresponding letter grade. Then the player 

is assessed base on their health, which is measured based on anumber, with larger 

being better, with an undetermined maximum. If the player showers once a day, they 

gain ten points per shower. However if they miss the shower they lose ten points. Also, 

the players health and stress level add points depending on last values when the game 
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is finished. Finally there is consideration if the player let the character get sick or not, if 

they did not they get a bonus score. 

 

5.9. Rewards 

 

Rewards are in the way of different ending scenarios after the final score has been 

tabulated. These are in the form of pictures that depict how the character ended up 

after this week of work.  

 

For the characters health, one scenario involves the character enjoying a health and 

active lifestyle on his weekend. Another scenario is one where the character is in a 

neutral situation. Finally there is one of the character sick in bed, wasting a weekend. 

 

For the characters academic assessment, the first scenario is the character enjoying 

some free time with other since the work was finished. Another scenario is the 

character is in the classroom studying while others are outside having fun. Finally the 

character’s last scenario involves being in their room with his head face down in a pile 

of books. 

 

There are also three overall scenarios that can be seen as long term affects that depend 

on both individual assessments. The first of these scenarios is the character receiving 

their diploma and getting the achievement for top grades. Another scenario involves 

the character simply graduating with the rest of his classmates. Finally there is one of 

the characters having to drop out of school due to bad grades and attendance.  

 

5.10. Interaction Diagrams/Flow Charts 
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Game Start and Front End Menu 
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New Game, Play-through and Interactions/Outcomes 
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Ending Scores with Appropriate end Scenarios 
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6. Characters 

Some characters are non-interactive NPCs that are placed throughout the game world in 

order to provide real time obstacles to the player. They are the following: 

Character Purpose 

Sick Student Coughs in a certain direction, if hit the player’s physical health 
goes down. Also touching them can cause ones physical health to 
go down. 

Slacking Student A distraction from studies. Coming with a certain range of them 
can cause a player’s stress level to change for the worse. 

Smoker Project an area of smoke outside the school that lessens physical 
health of the character while standing in the smoke. 

 

Other characters provide scenarios that can affect the character for better or worse. 

These NPCs are not obstacles but are ways to use action points. They are as follows 

Character Purpose 

Teacher Offers mostly ways to improve the stress level of the character and 
ways to use action points. 

Disturbance Can be negative or positive to the characters physical health 
depending on how the player handles the scenario. 

Friend Offers the most choices that can affect the character, can be either 
positive or negative depending on the player’s current score and 
health levels. 

Annoyance Complains about their current situation and affects stress level it 
two different amplitudes. 

Smoker Offers a cigarette to the player which can cause health deduction 
and lose of an action point.  

Druggy Offers the use of drugs to the player, there are two types of 
downfall causing health and action related damage. 

 

Finally there is the main character, which is a student just out of high school, starting 

their college education. The player can choose between a male or female avatar to use 

within the game world. 

7. Scope 

 

This game assesses the health and stress related choices a student would make with a 

standard week at school. These are measured and applied at the end of the game to 

determine academic and lifestyle impact. These conditions help show how a college 
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student should act and react while attending college, which is an important part of their 

life. 

 

8. The Game World 

 

8.1. Setting 

This game takes place in a college setting that involves several key areas to a college 

student’s life that can affect their physical health and stress level. These include a 

classroom hallway, a residence, and an outside area. They each have social and 

academic relations. 

 

8.2. Levels 

This game takes the perspective of a five day school work week and divides it into five 

levels. Each level will have identical key locations, with different locations for NPC’s and 

obstacles based on the day of the week. 

8.3. Important Locations 

 

8.3.1. Residence Floor 

 

The residence floor contains the characters room where they go to sleep and 

where they may meet other students as a distraction from studies. It has a 

transition point to the classroom hallway. Also it contains the shower which is used 

in conjunction with the health mechanic to improve the characters health once per 

day. 

 

8.3.2. Classroom Hallway 

 

The classroom hallway contains obstacles for the character to pass through in 

order to make it to class each day. It also has a transition to both the outside and 

the residence areas. The classroom is an objective that should be met each day at 

least once to stay in good academy standing, and a second time to complete 

homework before the end of the day/level. 

 

8.3.3. Outside 
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The outside area of the college is most for social interaction, which can yield 

positive and negative impacts on the character. This area can go back into the 

classroom hallway. Health hazards such as smokers provide obstacles while friends 

with stress reducing activities can be found as well. 

 

8.4. Movement 

 

There are two main types of movement within this game. The player moves the 

character around a certain area with the arrow keys in the cardinal directions. Also, 

pressing space at a doorway or stairs can cause a transition to a new area.  

 

 

 

9. Assets 

 

9.1. Art Style 

 

The art style of this game can be broken down into two different fields. The character 

and prop art style, and the environmental art style. The characters, non-player 

characters and player character are in a cartoon, foreshortened, and pixel art style. The 

environment is in an isometric style, still using pixel art that has angles built around a 

25.565 degree standard. 
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9.2. Mock Images
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9.3. Audio 

 

The audio for this game will be modified sounds that have been both recorded and also 

taken from a sound library supplied by the College of The North Atlantic’s Video Game 

Design Program. The audio will be mostly upbeat with sounds that reflect the emotions 

of certain moments with simple chimes and tones.  

 

9.4. Asset Lists 

 

9.4.1. Art asset list. 

Asset Purpose Status 

College inside tile set Used to construct inside levels. 
Walls, doors, windows, other 
furnishings 

Interior and exterior walls 
completed. Basic floor tile 
completed 

College outside tile set Used to construct external of 
college in levels. Brick wall, doors 
windows. 

Brick walls done with 
windows. 

External tile set Used to construct outside levels. 
Grass, trees, sidewalks, 
pavement. 

Grass tile, roof tile,  

Male PC male character Version one with north, 
south, east, and west 
directions completed  

Sick Student 1 Sneezing student that provides a 
real time obstacle to the player. 

Sneezes projectiles that 
lowers player health. 
Colored, three frame 
cycle 

Sick Student 2 Sneezing student that provides a 
real-time obstacle to the player. 

Sneezes projectiles that 
lowers player health. 
Colored, three frame 
cycle 

Teacher Offers educational dialogue that 
can get work done and help 
stress at the same time 

Single frame colored and 
complete 

Stress Gauge Gauge that increases as stress 
increases 

 Colored, labeled and 
completed, one frame 

Stress Gauge fill Green bar that increases in 
height and changes red. 

Complete, colored, 180 
frames 

Health Gauge Gauge that decreases as physical 
health deteriorates 

Colored, labeled and 
completed, one frame 
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Health gauge fill Green bar that shrinks in height 
and changes to red.  

Colored, 180 frames, and 
complete 

Action Counter Number of actions remaining 
that day. 

Basic font counter, to be 
converted to sprites later. 

Workload Amount of work left to be 
completed. Leaving it from day 
to day causes stress. 

Basic shapes with pixel 
are pages to represent 
work amount 

New Game Button Used to start a new game in 
menu screen. Sticky pad that 
folds down 

Colored and complete, 
two frames 

Score Button Brings up the high scores in the 
menu screen. Sticky pad that 
folds down. 

Colored and complete, 
two frames 

Instructions Button Gives an introduction to the 
game layout and how to play the 
game. Sticky pad that folds 
down. 

Colored and complete, 
two frames 

Credits Button Opens credits screen. Sticky pad 
that folds down. 

Colored and complete, 
two frames 

Quit Button Exits the game from the menu. 
Sticky pad that folds down. 

Colored and complete, 
two frames 

Menu background Back ground to the front end 
menu screen. 

Colored and completed, 
800 by 600 pixel size. 

Credits Background Exercise book open to credits, 
credits are part of the 
background. 

Colored and completed, 
800 by 600 pixel size. 

Instructions 
background 

Exercise book open to basic 
instructions and help.  

Colored and completed, 
800 by 600 pixel size. 

Academic Outcome Image telling the player good 
work on academics and to 
improve lifestyle. 

Colored and completed, 
800 by 1200 pixel size. 

Lifestyle Outcome Image telling the player good 
work on academics and to 
improve academics. 

Colored and completed, 
800 by 1200 pixel size. 

Good Ending Image displaying congratulations 
for doing good in both lifestyle 
and academics 

Colored and completed, 
800 by 1200 pixel size. 

Bad ending Image explaining that the player 
should improve in all aspects or 
risk their education. 

Colored and completed, 
800 by 1200 pixel size. 

 

9.4.2. Audio asset list. 
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Asset Purpose Status 

Menu BGM Background music for the menu msc_menu 

Inside College BGM Background music while the 
character is inside the college 

Amb_inside 

Outside College BGM Background ambience for outside, 
birds, wind, etc. 

Amb_wind 

Ending/Score BGM Background music for ending 
screen. 

Msc_ending 

Menu Select SFX Sound while moving through the 
menu 

snd_menu_select 

Menu Accept SFX After space is pressed, choosing 
the selected menu option. 

snd_menu_accept 

Splat SFX NPC sneezing sound effect snd_splat 

Walking SFX PC walking sound effect Snd_walk 

Alarm SFX Wake up sound after sleeping. 
Single beep.  

snd_alarm 

Dialogue Select SFX Sound for choosing dialogue 
response 

snd_dialogue_sel 

 

 

9.5. Reference Images 
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Reference for sprite movement (Only used basic cycles as reference) 
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Used for Isometric reference for overall style. 

 

10. Technical Spec 

A personal computer is required that has access to the internet using an HTML5 compatible 

browser or at least 30 MB of space for the downloadable version. A screen resolution larger 

than 800 by 600 is also require, as is Windows XP, Vista or 7. Finally the game uses a 

keyboard for in game interacts. 

11. Quality Assurance 

 

11.1. Internal Testing 

 

November 02, 2012: Discovered error with room dialogue box where the space bar 

would allow continuous loss of action points. Some clipping outside the level was 

discovered. 

 

November 03, 2012: Dialogue boxes would appear behind others creating numerous 

copies that would cause massive losses to character health and increases in stress. 

 

11.2. Production Feedback 

 

November 08, 2012:  

- Group play testing occurred. Several errors with collisions and lack there off 

discovered. 

- Required a tutorial that was mandatory for the player to complete before starting the 

game.  

- Instruction screen button crashed the game. 

- Menu buttons need visual feedback. 
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- Credit screen cannot be exited. 

- Rooms needed to be labeled to help inform the player. 

- Unused rooms from testing.  

- Does not reflect content in the game Design Document 

 

November 28, 2012 

- An indication of pressing space to return to menu from instructions and credits is 

required. 

- Angled text for instructions screen is hard to read. 

- Reduce color tones, especially red ones are to prominent. 

- In game text is too close together. 

- No idea of consequences of actions 

- Character spawns in the wrong areas 

- Broken walk cycle for main sprite, especially outside. 

- Need a tutorial skip option 

 

11.3. Play Testing Feedback 

 

November 08, 2012:  

- Group play testing occurred. Several errors with collisions and lack there off 

discovered. 

- Required a tutorial that was mandatory for the player to complete before starting the 

game.  

- Game is unclear to its purpose. 

 

November 12, 2012 

- No ending assessment added. 

- Controls seemed strange 

- missing art assets 

 

November 28, 2012 

- Collision errors in the outside area 

- Colors needed to be toned down, too bright in some areas 

- Character spawning needs to be fixed. 

- Game ending does not function properly. 

 


