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P4: Study One Report - Home Alone Prototype One 
 
For the first study, we decided to conduct open ended interviews with participants to get their 
initial impressions of the game. We also collected screen recordings of each player’s play 
session so that we could have them as references for the behavior they describe in their 
interview transcripts. Before conducting the study, we also made sure to ask each participant to 
complete an Informed Consent Form to make sure we had their permission to record their 
voices in the interview; the consent form also lets them know that no identifying information from 
them will be used in the study.  
 
Our goal with this first study was to identify weaknesses in our game’s design and see whether 
we are close to capturing the essential experience of our game: experiencing life as a cat. We 
also wanted to test, specifically, our method of making the game more challenging through 
manipulating the player’s speed using randomization. As such, we designed our interview 
questions around these goals.  
 
Here are the ten questions we asked each participant in the interviews: 
 

1. What elements of the game did you find most compelling? 
2. What about the game would make you want to play it again? 
3. How would you improve upon the design to make the game a more engaging 

experience? 
4. How did you feel when the player character’s speed would change? 
5. What do you think that the player character’s variable speed brought to the game 

experience? 
6. Describe your strategy for completing the level. 
7. Did you feel that you prioritized survival over entertainment or vice versa? 
8. What would you add to the game if given the opportunity? 
9. How did you feel about the length of the game? 
10.  True or False: I felt appropriately challenged while playing the game. 

 
Each player answered these ten questions after playing one full day of the game. For their play 
session, the only information we gave them about the game was the controls. This was because 
we thought gathering their initial impressions without knowing what our intent is with the game 
will identify more problems in the design than if we told them exactly what we were aiming for 
and all the accompanying goals of the game. Through observing their play and the interviews, 
these interviews have helped to identify some drawbacks of our system design that need to be 
addressed. 
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After the interviews, we analyzed the participants’ responses and found some common themes. 
To summarize, the most compelling aspects of the game were the ability to play as a cat and 
the health bars. Participants thought the length of the game was short and simple, but all agreed 
that we could improve with instructions. The player character’s speed mechanic was very 
confusing, and the players were evenly split as to whether they prioritize survival over 
entertainment. While three players got game over, all participants felt that the level of challenge 
in the game was appropriate. We will go into more detail about these common themes and 
keywords in later parts of this report. 
 
Two players were able to successfully reach the end of the day without one of their bars 
(Entertainment or Survival) becoming empty. The other three lost the game and got game over. 
Although this seems like a balanced split - the content shouldn’t prove too easy for players - the 
interviews reveal that this is not the case. Players believed that confusion about the game’s 
rules was a main factor in why they lost the game. Each player also pointed out that it took them 
a long time to notice the bars in the first place; without understanding the game’s goal or seeing 
the bars, it is no surprise that they would reach a game over ending. 
 

 
Pictured: Entertainment and Survival Bars and clock, are too small for players to notice 

 
To this end, a tutorial of some kind was a major request from players. Although we, as 
designers, feel the game is quite simple, this experience helped us to realize that players who 
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are less experienced with this genre of game would need more direction. An idea we had for 
this is to create a tutorial scene that plays before the actual day begins. We would use text pop 
ups to tell players what to do, and we will also make the survival end entertainment bars larger 
and more prominent on screen. Another interesting idea is adding dialogue within the text in 
order to guide players and let them interact with the game. 
 
During development of the game, we decided to implement a randomized speed mechanic for 
the player character. This was because we thought that this would add an element of 
excitement and difficulty as the player has to adjust to the cat suddenly slowing down or 
speeding up unpredictably. This mechanic seemed to reach our intended emotional goal in 
some sense, but it was hindered by players not understanding what was causing this speed 
change. One player became so distracted by figuring out what was causing the change of 
speed that they stopped trying to fill the health bars altogether. A suggestion from the players to 
address this was to tie the speed changing to the cat’s mood. If they’re hungry/low on survival, 
they move slower. If they are low on entertainment, they move quicker, something like that. 
Since the random speeding can be an interesting point of quantitative research, we should 
spend more time improving this function in the second iteration.  
 

 
Players’ performance in the level: successes versus failures 

 
A major success with this round of interviews was the participants’ responses to the game’s 
theme and setting. The participants were excited to play as a cat and experience a day in the 
life of the creature. Just as we hoped, our game design offers the player a chance at creating an 
“alternate self” through the cat avatar, fostering a sense of neo-immersion. For the next 
prototype we want to push this further so that the players feel even more that they are 
embodying the cat figure. 
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Another point we were concerned about was the length of each day/level in game. For the first 
prototype, we had the timer change the hour every 10 seconds; a full game from 9 to 5 (or 17 in 
military time on the in-game clock) takes around 80 seconds. We were concerned that this was 
too short, but players viewed the duration favorably. We will probably still make the days longer 
so that players have enough time to get into a flow state while fulfilling needs, but we will not 
make it as long as we initially planned (1 minute for 1 hour). We don’t want to make the levels 
too long because we worry that players will lose interest based on the amount of actions 
available for them to do in the game. We would rather a short but compelling experience than a 
longer one. 
 
In conclusion, based on the results of our first study and prototype, we believe our main task for 
the second iteration of the game is to enlarge the health bars. We also will prioritize 
implementing more instructions for players so that they can more easily understand the rules 
and goals of the game. We will also investigate a better method of changing the player’s speed 
because feedback suggests that randomly changing the movement encourages players to 
spend more time figuring out how to fix the movement speed than helping the cat survive. This 
study was a useful exercise in identifying a variety of issues in the game’s design; for the 
second iteration, we will focus on the above changes as well as identifying patterns in 
participants’ play and emotional responses through using biometrics. 
 
 
 
 
 
Informed Consent Form: 
https://docs.google.com/forms/d/1Y4QuR8IjXbiXXH3RCnRyBCdvEMcDhlW0xblYZgSB97E/edit 
 
Written Transcripts of Interviews: 
https://docs.google.com/document/d/14iCgYrwcayEMJvg2HGzftvNsFRZXxfhOd39xrPJAfo0/edit
?usp=sharing 
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