Team DIVERSITY Final Report
Incorporating Survey Results

During the run up to the first game release, all the team had specific tasks, with as equitable a balance of labour as possible and following on from the first trimester.  Ros was to produce the documentation and manage the project as well as being editor, Paul was Webmaster and Comms officer – this involved him maintaining our web presence on Facebook and Twitter as well as managing our Team Diversity Weebly website together with Ros. Paul also sourced the sound effects.  Louis was in charge of blogging, as well as creating almost all of the artwork for the game.  Sean was lead programmer with Thibault also programming.
Following an unavoidable delay, our game was finally ready for first release and user evaluation data was collated by Ros.  From this user evaluation survey, a list of improvements was created (See The Archers – Initial User Evaluation Analysis.doc). As this was coding, the work was carried out largely by our Lead Programmer, Sean Allison, with assistance from Thibault Coutaz. 

The main issue which had to be tackled was one identified by Sean and not the users, namely that our dev kit Construct 2 had an event limit imposed which obliged us to make compromises in the original game version presented to users.  Sean worked on this and by dint of re-coding and tidying managed to overcome this problem. Once that was done the user issues were addressed.
In the original, it was Sean who created the game play levels, so he addressed the tweaks concerned with those.   One issue was that the game would end early even if the last arrow hit the last target and it  also sometimes gave a game over message before the last arrow finished flight.  Sean determined that this was due to the trigger being the last arrow leaving the bow rather than the last arrow hitting the target, but by changing the logic of the code he fixed both those bugs.

Sean also sped up down the  arrows as a tester had thought the targets moved too fast.  He also added a “Game Over” on the platform level if the character falls off the screen (previously nothing happened). Another improvement requested by the users was a mute button – in the original game there were mute options, but they re-set themselves on each new screen.  With a bit of lateral thinking Sean fixed this by linking a button to mute to the computer volume.

On the original version we had a request to hide the mouse cursor, which Sean did.  However – you can never please all the people all the time, and in the follow-up survey there was a complaint that the mouse cursor could not be seen! The animation was improved in Standard mode – previously some targets did not disappear when hit, but Sean fixed that, so once hit, the target disappears from the screen.
Thibault had created the original menu system, although this was changed later for a more unified appearance. He created the menu graphics the buttons as well as  coding the buttons to go to the different pages. He also created the leaderboard function. During the tweaking phase he added more buttons to give a consistent appearance to the menus and also improved the appearance of the Leader Board.  
In the first version of the game Thibault created the mute options, however it transpired that there were some issues with this and it was ultimately tweaked by Sean as described above.

Thibault created Credits page and also the character place holder page from data provided by Ros in the original game, and in the tweaked version he added the EXTRAS button linking to the website page created by Ros, which explains  extra game features we would include in the finished version of the game.  Thibault also refined the leader board and added the Game Over/You Win function. 
Following the improvements, we uploaded the game again and asked the original users to try it again and to again complete a (shorter) survey.  The game was also made available to a wider audience, however although a few people did play it,  none of them gave us any formal feedback.  
Most of the tweaks were received positively by the original testers as can be seen from the spreadsheet below.  These were the comments received from our testers together with an occasional remark from us. 
· = user comment, plain text = our remarks

· It's sad that I can't create yet my own character. 

We were unable to implement this feature due to time constraints and dev kit limitations.

· You can also improve the graphic. 

See earlier remark re time constraints.

· You fixed all the problems that the game had before.

· The game feels much smoother to play now.
· The mute button works and the extra features look cool.

· Start menu: "Standard", "Advanced" buttons look like the level buttons, but are not clickable. Suggest a different style for these.

This was something we would have liked to do, but could not due to the dev kit limits
· No longer appear to have any kind of cursor while playing a level. This makes aiming very difficult, and results in the occasional accidental click outside the play area. 

One user found the mouse cursor intrusive and wanted it removed – this one was the opposite.  Having personally played the game both with and without, I didn’t have any problems.
· Arrows shot off the top of the screen don't seem to re-enter. This makes the Platform level impossible.

Why would an arrow shot off-screen re-appear? This must be a very particular user indeed.  The Platform level is not impossible – it seems this user didn’t discover the trick to mastering it. (Jump onto the middle platform and all targets are accessible)
· Honestly the progress is big , and I enjoy better to play this time that the last time.

· A++++ would play again l@@k

· A lot of the bugs have been fixed now and I have no issues.

· Level 1 of the multi hit has no game over apart from that the game works better

Not sure why this comment was made – both Sean and Ros tested this and Game Over or Win appear as appropriate.
· In the menu screens - should change cursor to show menu option is selected. 

An attempt was made to fix this, and Sean managed to make it change when over the button, but could not make it change back afterward!
· When playing game - should not have to scroll vertically dependent on resolution 

We would have liked to implement this, but we were limited in what was possible.
· When game over unsure what to click next. 

Admittedly this could be more clear, however Menu would seem a reasonable choice.

· When in advanced mode a guiding line would be good. Multi-hit and platform look impossible to complete.
A guiding line might be a bonus which could be won or earned during gameplay.  Both Multihit and Platform levels can be completed (possibly this user might have had better success if he had read the instructions).
In conclusion Team Diversity is very satisfied both with the game we produced and also with the positive reception we have, on the whole, received from our target audience.

	
	Survey Analysis Results
	Strongly Agree
	Agree
	Neither Agree nor disagree
	Disagree
	Strongly Disagree

	1
	I liked the improvements to the game:
	4
	3
	3
	 
	 

	2
	The game is slicker to play now:
	6
	2
	2
	 
	 

	3
	The game play bugs have been fixed:
	6
	2
	2
	 
	 

	4
	I will enjoy playing the archer characters when they are implemented:
	2
	4
	3
	1
	 

	
	 
	 
	 
	 
	 
	 


