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God Amongst Men GAME DESIGN DOCUMENT 
Overview 

God Amongst Men is a first-person combat and movement focused VR game where you can control 
your weapon and body with your mind. An easier way to imagine this is Thor + Superman + Jedi. 
However, this is not an experience that tries to make you feel like how a superhero feels in comic 
books or marvel films, instead it is an experience that questions how it will really feel in reality; where 
you are literally a god amongst men. Thus, your actions have deep consequences, and how you act in 
this state shows you something about yourself and the nature of power.  

Theme 
The game adheres to this month’s theme by having mechanics where you use mind control to 
manipulate objects for combat and movement. I also plan to explore the idea of power and what it 
means to be powerful with the game rules and mechanics. Here are few quotes that show the core 
theme of the experience.  
 
“Nearly all men can stand adversity, but if you want to test a man's character, give him power.” 
― Abraham Lincoln 
 
“The day the power of love overrules the love of power, the world will know peace.” 
― Mahatma Gandhi 

 
“The measure of a man is what he does with power.” 
― Plato 

  



Detailed Mechanics 
Goals 

The main goal of the game is to use your power to save people from enemies before the 
enemies kill them. However, you can win by either saving all the people in the level or defeating 
all the enemies. I want to see what people will do. Will they use all their power to kill all the 
enemies without thinking about putting lives in danger? Or will they try to save everyone 
without them getting hurt? Or maybe they will behave in some other way.    

Rules 
To win the game, you can either save all the people in the level or defeat all the enemies.  
 
There won’t be a defined lose state, but there will be consequences of your actions depending 
on what you did. It is more about showing the player what they did than trying to force them to 
do something.  
 
The player has infinite health and cannot die. This way they feel extremely powerful and thus 
act without the fear of death. The question is will they still save people when they are 
invincible.  
 
The enemies are weak and easy to take out, because they are human. They attack you but they 
can’t harm you. 
 
The people are weak too, they can easily be killed by enemies or by you. 
 
To save people you need to gently use your force grab to move the person in to the safe zone. If 
you move too fast they will die. 
 
When all the people are killed, the enemies surrender and stop fighting. Then you have the 
choice of killing them, letting them go, or knock them out and taken away.  
 
At any point of the game, you can walk away by exiting the level, but all people will die.  
 
 

Actions 
Throwing weapons – You will have two hammers where you can throw it and the weapon will 
shoot forward to your throwing direction and fly until it hits something. There will also be auto 
tracking to hit targets or enemies since throwing in VR could be less accurate. How hard you 
throw the hammer can cause different things to happen. If you throw it too hard, you will 
smash people to pieces. Thus, you need to control your strength if you want to simply knock 
them down.  
 
Recall weapons – If you don’t have you weapon on your hand, at any point you can press the 
grip button to recall the hammer and it will fly back to you.  
 
Weapon thruster for movement and combat – On each hammer there is a thruster, and you can 
activate it anytime by pressing the trigger button. If you have the hammer in your hand, the 
thruster will move you towards whatever direction you are pointing, giving you full 3D 
locomotion. Because you have two hammers, you can use one to move and one to fight or use 
both to move and lose your movement until you recall. If you don’t have the hammer in your 



hand, the thruster will still move the hammer. You can use this in combination with throwing 
and recalling manipulating the hammers at will for combat. 
 
Force grab objects – When you don’t have the hammer on the hand, you can reach out your 
empty hand and aim at a moveable object, then press the face button to force grab it. It will 
follow you as you move, and you hand movement will control the movement of the object. To 
bring the object closer to you, you can simply move your palm direction to face yourself. The 
direction of your palm will determine the direction the object moves, and the speed of your 
hand movement will determine the speed of the object.   
 
Force throw objects – To throw an object with the force grab, all you need to do is to move 
your hand really fast and launch the object you are grabbing at whatever direction you palm is 
facing. This can be used on the enemies, the environmental objects, and your hammer if it is 
thrown. How hard you throw can also kill or knockdown enemies.  

Transitions 
How the game transitions from one state to another 

• The game is a single time philosophical experience where there is only one level, and 
you cannot lose. However, there will be multiple game states to show the result of your 
action such as winning, or letting people die, or killing all enemies.  

Items 
Everything the player can interact with 

• Hammers 

• Moveable objects 

• Enemies 

• People 

Setup 
The level starts by teaching the player all the gameplay mechanics, then puts them into the 
main level. 



Diagrams 

  



Milestone 2 Playtest Report 
Individual Playtests 

 
Playtest #1 
 
Playtester Name: Nesara 
Test specific data points: 
 Demographics: 

Age: 19 
Gender: Male 
Gaming Experience: Fun and engaging 
 
Duration: 5 mins 
 
All other data-points from the lab: 
Overall Difficulty:  
2 out of 10 
 
Overall Enjoyment:  
8 out of 10 
 
List one thing you liked: 
The hammer thrown in the exact same direction I threw it in. 
 
What would you change? 
Just to slow down the flying speed. 
 
Additional data collected: 
How satisfying is the hammer throw?  
9 out of 10 
 
How accurate were you with your hammer throw?  
9 out of 10 
 
How satisfying is the hammer recall?  
8 out of 10 
 
How fast is the hammer recall? 
10 out of 10 
 
Any other feedback you want to give for the hammer throw and recall? 

 The only feedback is to try to make the hammer feeling a little heavier so it feels more real. 
 

How comfortable is the flying? 
6 out of 10 
 
Did you experience motion sickness?  
No 



How fast do you think you were flying? 
9 out 10 
 
How powerful do you feel when using your abilities? 
9 out of 10 

 
Observations: 

1. The playtester was confused about the direction of the movement. However, after few tries, they 
understood it and was able to move easily. 

2. When flying up, the playtester released the hammers by accident causing them to fall, and because 
they are falling off the map and can’t see the hammers position, they didn’t know what to do. The 
testing map was too small for the movement.   

3. The playtester loved to throw the hammer. Although they do think the hammer needs to feel heavier.  
 
  
  



Playtest #2 
Playtester Name: Mayank Panchariya 

Test specific data points: 
 Demographics: 

Age: 19 
Gender: Male 
Gaming Experience: Fun and engaging 
 
Duration: 3 mins 
 
All other data-points from the lab: 
Overall Difficulty:  
4 out of 10 
 
Overall Enjoyment:  
7 out of 10 
 
List one thing you liked: 
I liked that I could drop the hammer and then flick my hand to command it to hit a target. 
 
What would you change? 
I would change the hammer recall as stated above. Other than that, there aren't any major changes I 
would want. 
Additional data collected: 
How satisfying is the hammer throw?  
7 out of 10 
 
How accurate were you with your hammer throw?  
6 out of 10 
 
How satisfying is the hammer recall?  
7 out of 10 
 
How fast is the hammer recall? 
7 out of 10 
 
Any other feedback you want to give for the hammer throw and recall? 

 The only feedback is to try to make the hammer feeling a little heavier so it feels more real. 
 

How comfortable is the flying? 
6 out of 10 
 
Did you experience motion sickness?  
No 
 
How fast do you think you were flying? 
8 out 10 
 
How powerful do you feel when using your abilities? 



8 out of 10 
 
Observations: 
1. The playtester was testing the recall and found that tapping the button will send the hammer flying. He 

expected the hammer to stop moving if the button is released. 
2. The playtester had a hard time understand the flying direction in the beginning. He then said he expect 

the flying direction to be the direction of the top of the hammer like Thor instead the front of the fist like 
superman.  

3. The playtester found a bug that caused them to have the control over the hammer movement when 
recalling. He wanted it to be an actual ability.  

 
 
 
  



Playtest #3 
Playtester Name: Andres 

Test specific data points: 
 Demographics: 

Age: 20 
Gender: Male 
Gaming Experience: Fun and engaging 
 
Duration: 6 mins 
 
All other data-points from the lab: 
Overall Difficulty:  
4 out of 10 
 
Overall Enjoyment:  
8 out of 10 
 
List one thing you liked: 
Being able to recall the hammer was really fun. 
 
What would you change? 
I would not change anything from this alpha, but I would add more objects to destroy with the hammer 
to experiment further with them. 
 
Additional data collected: 
How satisfying is the hammer throw?  
7 out of 10 
 
How accurate were you with your hammer throw?  
5 out of 10 
 
How satisfying is the hammer recall?  
7 out of 10 
 
How fast is the hammer recall? 
9 out of 10 
 
Any other feedback you want to give for the hammer throw and recall? 

 No 
 

How comfortable is the flying? 
7 out of 10 
 
Did you experience motion sickness?  
No 
 
How fast do you think you were flying? 
8 out 10 
 



How powerful do you feel when using your abilities? 
9 out of 10 

 
Observations: 
4. The playtester was trying to break things with the hammer while holding the hammer. He wanted to 

break things. 
5. The playtester didn’t fly much and mainly played with the throwing and recalling. He tried to break the 

mechanic but failed.  
6. The playtester was confused with the movement direction. After he tried many times he realized the 

direction. Then he used it to hop around the map instead of flying super high like the first playtester did. 
He did less flying compared to some of the other playtesters. 

  



Playtest #4 
Playtester Name: Sean Pokorny 

Test specific data points: 
 Demographics: 

Age: 18 
Gender: Male 
Gaming Experience: Interesting 
 
Duration: 20 mins 
 
All other data-points from the lab: 
Overall Difficulty:  
4 out of 10 
 
Overall Enjoyment:  
6 out of 10 
 
List one thing you liked: 
Throwing the hammer, but like when it just went the way you wanted it to go. 
 
What would you change? 
Add some controls for character rotation. 
 
Additional data collected: 
How satisfying is the hammer throw?  
7 out of 10 
 
How accurate were you with your hammer throw?  
5 out of 10 
 
How satisfying is the hammer recall?  
5 out of 10 
 
How fast is the hammer recall? 
4 out of 10 
 
Any other feedback you want to give for the hammer throw and recall? 

 More accurate targeting. 
 

How comfortable is the flying? 
6 out of 10 
 
Did you experience motion sickness?  
No 
 
How fast do you think you were flying? 
7 out 10 
 
How powerful do you feel when using your abilities? 



6 out of 10 
 
Observations: 
7. The playtester was trying to hit something while flying from a far distance and is having a hard time. He 

will miss a lot of throws. 
8. The playtester feel the hammer throw is slower when he is in the air and throwing it down. He wanted it 

to feel faster. 
9. The playtester wanted the movement to feel more powerful. He felt the flying was not helping his throw 

and he was fighting enemies from far distance.  
  



Analysis 
 
Diagrams: 

 
This graph shows that the flying is not completely comfortable, but not uncomfortable. This is caused by the 
unclear movement direction, small map size, the fast movement speed and a lack of rotation system. Shown in 
the short answer feedback and the observed behavers. 
 
 

 



All four playtesters think the flying speed is fast. 
 

  
 
 
The hammer throw is not 100% accurate for most playtesters. 
Which caused most of them to rate a 7 for satisfaction. (As shown below) 



 
The one person that rated the speed of the recall a 4 tried to recall most of his throws when he is flying in the 
air, thus cause the hammer to take longer to come back.  
 
 
 
 
 



Conclusion: 
The movement direction was unclear to most player at the start and the speed was too fast for some. This was 
shown through the rating on flying and the behavers observed. The throwing is not accurate enough and 
things can’t be broken by the hammer which decreased the satisfaction of the throw. Player also wanted more 
control over the hammer throw. The recall is not fast enough when the player is flying. The map is too small.  
 
 
 
 
 

Action Plan 
• Make the flying direction clearer by changing the direction to where the hammer is pointing.  

• Decrease the flying speed to allow more movement control. 

• Add more accurate throwing for close range by making more objects auto-targetable.  

• Add more accurate throwing for long range by increasing the hammer auto-target range as the 
distance between the player and the target increase.  

• Make all objects breakable to increase the feedback and satisfaction of the throw. 

• Make the hammer recall faster when the player is in the air. 

• Increase the map size greatly so the player can’t fall of the map. 

• Add the force grab mechanic to give the player more control over the hammer after thrown.  

• I need to get more data on the rotation system, the experience of throwing and recalling hammers 
while flying. 

• I will add more detailed questions to the form about the flying mechanic. Such as how clear was the 
flying direction, how easy was the flying, and how powerful does the flying make them feel.  
 

  



Milestone 3 Playtest Report 
Individual Playtests 

 
Playtest #1 
 
Playtester Name: Donte Fields 

 

Test specific data points: 
 Demographics: 

Age: 20 
Gender: Male 
Gaming Experience: Fun and engaging 
 
Describe your experience in one sentence: 
Great. I’ve never experienced something like this before. 
 
 
Duration: 10 mins 
 
All other data-points from the lab: 
Overall Difficulty:  

6 out of 10 
 
Overall Enjoyment:  

10 out of 10 
 
List one thing you liked: 

The Hammer throwing and recalling is very cool. 
 
What would you change? 

I would add a small UI to help players with little to no VR experience with the controllers. 
 
Additional data collected: 
How satisfying is the hammer throw?  

10 out of 10 
 
How fast is the hammer throw? 
 8 out of 10 
 
How accurate were you with your hammer throw?  

6 out of 10 
 
How satisfying is the hammer recall?  

10 out of 10 
 
How fast is the hammer recall? 

10 out of 10 
 



Any other feedback you want to give for the hammer throw and recall? 
  Really good Mechanic, well done. 

How comfortable is the flying? 
6 out of 10 

 
Did you experience motion sickness?  

No 
 
How fast do you think you were flying? 

4 out of 10 
 
How much control do you have over your movement? 
 5 out of 10 
 
How satisfying is the force throw? 
 5 out of 10 
 
How easy is the force grab? 
 10 out of 10 
 
How easy is the force throw? 
 4 out of 10 
 
How much control do you have over the object you are force grabbing? 
 10 out of 10 
 
How accurate is your force throw? 
 4 out of 10 
 
How good does it feel to break things? 
 10 out of 10 
 
How powerful do you feel when using your powers? 
 10 out of 10 

 
Observations: 
1. The playtester had a great reaction over breaking things with hammer throw, and he broke everything 

that can be broken during the test. 
2. The playtester didn’t fly much but loved throwing and recalling the hammer, although there were times 

where the hammer went somewhere he didn’t want.  
3. The playtester was surprised by the speed and power of the force throw, but when trying to hit things 

with it, he had a hard time. 
  



Playtest #2 
 
Playtester Name: Donte Fields 

 

Test specific data points: 
 Demographics: 

Age: 19 
Gender: Male 
Gaming Experience: Engaging 
 
Describe your experience in one sentence: 
A very engaging experience with a nostalgic aspect. 
 
Duration: 10 mins 
 
All other data-points from the lab: 
Overall Difficulty:  

4 out of 10 
 
Overall Enjoyment:  

10 out of 10 
 
List one thing you liked: 

Literally anything that has to do with the hammer. 
 

What would you change? 
There is nothing that I would change. Everything that seemed wrong was a bug. 

 
Additional data collected: 
How satisfying is the hammer throw?  

10 out of 10 
 
How fast is the hammer throw? 
 9 out of 10 
 
How accurate were you with your hammer throw?  

7 out of 10 
 
How satisfying is the hammer recall?  

10 out of 10 
 
How fast is the hammer recall? 

10 out of 10 
 
Any other feedback you want to give for the hammer throw and recall? 

  No, its very fun. 
 

How comfortable is the flying? 
9 out of 10 



 
Did you experience motion sickness?  

No 
 
How fast do you think you were flying? 

7 out of 10 
 
How much control do you have over your movement? 
 9 out of 10 
 
How satisfying is the force throw? 
 8 out of 10 
 
How easy is the force grab? 
 9 out of 10 
 
How easy is the force throw? 
 7 out of 10 
 
How much control do you have over the object you are force grabbing? 
 9 out of 10 
 
How accurate is your force throw? 
 9 out of 10 
 
How good does it feel to break things? 
 10 out of 10 
 
How powerful do you feel when using your powers? 
 10 out of 10 

 
Observations: 
1. The playtester had a hard time using the force throw. 
2. The playtester break everything in the level and was flying a lot more compared to the last one.  
3. The playtester used the flying to break things by running into them. 

  



Playtest #3 
 
Playtester Name: Kim Bradley 

 

Test specific data points: 
 Demographics: 

Age: 19 
Gender: Female 
Gaming Experience: Fun 
 
Describe your experience in one sentence: 
It was an interesting concept that didn’t take long to understand. 
 
Duration: 8 mins 
 
All other data-points from the lab: 
Overall Difficulty:  

6 out of 10 
 
Overall Enjoyment:  

9 out of 10 
 
List one thing you liked: 

I really liked being able to break the blocks no matter what I was using. 
 

What would you change? 
I would make it easier to throw the blue blocks from side to side, it was rather difficult to do so. 

 
Additional data collected: 
How satisfying is the hammer throw?  

10 out of 10 
 
How fast is the hammer throw? 
 10 out of 10 
 
How accurate were you with your hammer throw?  

9 out of 10 
 
How satisfying is the hammer recall?  

8 out of 10 
 
How fast is the hammer recall? 

10 out of 10 
 
Any other feedback you want to give for the hammer throw and recall? 

  Other than the hammer getting stuck and not being recalled it was very enjoyable. 
 

How comfortable is the flying? 
10 out of 10 



 
Did you experience motion sickness?  

No 
 
How fast do you think you were flying? 

9 out of 10 
 
How much control do you have over your movement? 
 10 out of 10 
 
How satisfying is the force throw? 
 7 out of 10 
 
How easy is the force grab? 
 10 out of 10 
 
How easy is the force throw? 
 7 out of 10 
 
How much control do you have over the object you are force grabbing? 
 6 out of 10 
 
How accurate is your force throw? 
 5 out of 10 
 
How good does it feel to break things? 
 10 out of 10 
 
How powerful do you feel when using your powers? 
 9 out of 10 

 
Observations: 
1. The playtester wanted more control over the force grab. 
2. The playtester had a hard time throwing with the force due to the amount of force required. 
3. The playtester had a hard time understanding the direction of her force throw. 

  



Playtest #3 
 
Playtester Name: Jayden Mottas 

 

Test specific data points: 
 Demographics: 

Age: 19 
Gender: Male 
Gaming Experience: Fun 
 
Describe your experience in one sentence: 
My experience with this game was extremely fun and engaging gameplay. 
 
Duration: 5 mins 
 
All other data-points from the lab: 
Overall Difficulty:  

6 out of 10 
 
Overall Enjoyment:  

9 out of 10 
 
List one thing you liked: 

I really liked the attacks and controls that this game has. 
 

What would you change? 
The only thing I would change is the movement of the blue cubes when you are controlling 
them. At times when I was controlling the blue cubes the very spastic movement made my eyes 
hurt a little bit. 
 

Additional data collected: 
How satisfying is the hammer throw?  

9 out of 10 
 
How fast is the hammer throw? 
 8 out of 10 
 
How accurate were you with your hammer throw?  

4 out of 10 
 
How satisfying is the hammer recall?  

8 out of 10 
 
How fast is the hammer recall? 

8 out of 10 
 
Any other feedback you want to give for the hammer throw and recall? 

I feel that the recall is really good, the only thing that is a little buggy seems to be the accuracy 
of the hammer. 



 How comfortable is the flying? 
9 out of 10 

 
Did you experience motion sickness?  

No 
 
How fast do you think you were flying? 

7 out of 10 
 
How much control do you have over your movement? 
 8 out of 10 
 
How satisfying is the force throw? 
 9 out of 10 
 
How easy is the force grab? 
 7 out of 10 
 
How easy is the force throw? 
 8 out of 10 
 
How much control do you have over the object you are force grabbing? 
 9 out of 10 
 
How accurate is your force throw? 
 8 out of 10 
 
How good does it feel to break things? 
 9 out of 10 
 
How powerful do you feel when using your powers? 
 10 out of 10 

 
Observations: 
1. The playtester disliked the bug that made the force grab object move really fast. 
2. The playtester had difficulty force grabbing from far distance. 
3. The playtester liked the fact he had two hammers. 

  



Analysis 
Diagrams: 

 
Most people really enjoyed this test. 
 

 
The accuracy of the hammer throw is still not good as shown above, I increased the auto-targeting since the 
last test where you will always hit something if you throw, however, you might hit something you didn’t intent 
on hitting which is what’s causing the lost sense of accuracy. 
 



 
The flying is mostly comfortable but is not fun enough for the player to want to keep using it. 
 

 
The flying speed for some might feel not fast enough, this is cause by the lack of reference point when flying 
upwards, as well as the lack of speed feedback. 
 



 
Some player might still be confused by the direction of the flying, thus causing them to not feel in control. 
 

 
The force throw is not satisfying enough for some because of the lack of feedback, which is caused by the lack 
of accuracy. 
 



  
The force throw required a lot force to activate, which was not the most comfortable value. It made the throw 
hard to do for some. 
 

 
 
The control of the object force grabbed is not easy or clear enough for some people.  
 



 
The force throw is not accurate for some people because of the throw direction being unclear and a lack of 
targeting system. 
 

 
Everyone loved breaking things. 
 
 
 
 
 
 
 



Conclusion: 
 The hammer throw is still not accurate enough, just increasing the complexity of the auto-targeting 
system does not make the throw feel more accurate. The flying is comfortable but is not fun or engaging 
enough for the player to want to use it all the time. The force grab is easy to use but there is not enough 
control over the object grabbed. The force throw is hard to use due to the force required and is not accurate 
enough due to the lack of direction feedback. 
  

Action Plan 
1. Increase the complexity of the hammer auto-targeting system to make it more accurate. The 

system will add player sight to make the throw not only hit something every time, but also hit the 
exact thing you wanted to hit. 

2. The movement mechanic will need to be more fun to use, I will add a charge up and lunch 
mechanic to make this happen. 

3. The force grab needs to work even in long distance. 
4. The force grab object needs to be more controllable when grabbed.  
5. The force throw needs to more easier to do as well as more accurate. Thus, I will decrease the force 

required to throw as well as adding an auto-targeting system. 
6. I will add direction hint for all the throwing mechanics. 
7. I will add the ability to fly while force grabbing. 
8. Making everything in the game breakable.   



Milestone 4 Playtest Report 
Individual Playtests 

 
Playtest #1 
 
Playtester Name: Hunter Gallaway 

 

Test specific data points: 
 Demographics: 

Age: 19 
Gender: Male 
Gaming Experience: Engaging 
 
Describe your experience in one sentence: 
The game felt very entertaining and destructive. 
 
Duration: 15 mins 
 
All other data-points from the lab: 
Overall Difficulty:  

8 out of 10 
 
Overall Enjoyment:  

9 out of 10 
 
List one thing you liked: 

The hammer and its mechanics. 
 

What would you change? 
I would probably fine tune the flying a little more I felt that was the most confusing part for me. 
 

Additional data collected: 
How clear were the tutorials?  
 6 out of 10 
 
If there are parts unclear, please describe it. 

I interpreted the grab controls differently and turned my hand around to grab something 
because I wasn't able to visual the controls which may happen with other players. 
 

How satisfying is the hammer throw?  
10 out of 10 

 
How fast is the hammer throw? 
 9 out of 10 
 
How accurate were you with your hammer throw?  

10 out of 10 
 



How satisfying is the hammer recall?  
10 out of 10 

 
How fast is the hammer recall? 

10 out of 10 
 
Any other feedback you want to give for the hammer throw and recall? 

I felt the hammer throw was the strongest part of the game and it was nice to have a vr game 
that I can always hit my shots in. 

 
How comfortable is the flying? 

4 out of 10 
 
Did you experience motion sickness?  

A little while I was landing. 
 
How fast do you think you were flying? 

8 out of 10 
 
How much control do you have over your movement? 
 5 out of 10 
 
How satisfying is the force throw? 
 8 out of 10 
 
How easy is the force grab? 
 4 out of 10 
 
How easy is the force throw? 
 7 out of 10 
 
How much control do you have over the object you are force grabbing? 
 7 out of 10 
 
How accurate is your force throw? 
 7 out of 10 
 
How good does it feel to break things? 
 10 out of 10 
 
How powerful do you feel when using your powers? 
 10 out of 10 

  
 Any other feedback you have for the form? 

I think there were a little too many 1-10 questions without the sentences questions asking us 
why we rated it how we did. 
 
 
] 



Observations: 
1. The playtester really enjoyed the hammer throw due to the new auto-target system making the throw 

100% accurate.  
2. The playtester was confused by the flying direction for the most part of the experience.  
3. The playtester was having a hard time force grabbing and throwing due to a bug. However, they still 

enjoyed the mechanic.   



Playtest #2 
 
Playtester Name: Ki Hawthorne 

 

Test specific data points: 
 Demographics: 

Age: 27 
Gender: Male 
Gaming Experience: Fun 
 
Describe your experience in one sentence: 
I enjoyed throwing the hammers and breaking things. 
 
Duration: 15 mins 
 
All other data-points from the lab: 
Overall Difficulty:  

3 out of 10 
 
Overall Enjoyment:  

7 out of 10 
 
List one thing you liked: 

It's really fun to throw the hammer and break things. 
 

What would you change? 
Most of the controls are still hard to use at times. Even with the video tutorials things can still 
be wonky. Flying in particular makes sense in concept but is really hard to use. 
 

Additional data collected: 
How clear were the tutorials?  
 9 out of 10 
 
If there are parts unclear, please describe it. 

None. 
 

How satisfying is the hammer throw?  
9 out of 10 

 
How fast is the hammer throw? 
 10 out of 10 
 
How accurate were you with your hammer throw?  

8 out of 10 
 
How satisfying is the hammer recall?  

8 out of 10 
 
How fast is the hammer recall? 



10 out of 10 
 
Any other feedback you want to give for the hammer throw and recall? 

It wasn't always smooth with its aiming and throw power. Sometimes I would throw in on 
direction and it would go in another. 

How comfortable is the flying? 
4 out of 10 

 
Did you experience motion sickness?  

No 
 
How fast do you think you were flying? 

6 out of 10 
 
How much control do you have over your movement? 
 5 out of 10 
 
How satisfying is the force throw? 
 4 out of 10 
 
How easy is the force grab? 
 10 out of 10 
 
How easy is the force throw? 
 3 out of 10 
 
How much control do you have over the object you are force grabbing? 
 3 out of 10 
 
How accurate is your force throw? 
 3 out of 10 
 
How good does it feel to break things? 
 10 out of 10 
 
How powerful do you feel when using your powers? 
 7 out of 10 

  
 Any other feedback you have for the form? 

None. 
 
 

 
 
 
 
 
 
 



Observations: 
1. The playtester disliked the force throw due to bugs that were causing the movement to go wrong. There’s 

not enough control to the object as well as the difficulty in throwing.    
2. The playtester was confused by the flying direction mainly because the force required to move was too 

great, and they had a hard time since they are used to virtual rotation which the game doesn’t have.  
3. The playtester was mostly faced with bugs that caused the control to be less responsive. The 

responsiveness of the controls needs to be better.  



Playtest #3 
 
Playtester Name: Shaun Guffey 

 

Test specific data points: 
 Demographics: 

Age: 19 
Gender: Male 
Gaming Experience: Engaging 
 
Describe your experience in one sentence: 

Really enjoyable 
 
Duration: 12 mins 
 
All other data-points from the lab: 
Overall Difficulty:  

4 out of 10 
 
Overall Enjoyment:  

9 out of 10 
 
List one thing you liked: 

I really liked how the hammer throwing felt throughout the game. 
 

What would you change? 
I would work on the force throw more and make it more functional. 
 

Additional data collected: 
How clear were the tutorials?  
 10 out of 10 
 
If there are parts unclear, please describe it. 

None. 
 

How satisfying is the hammer throw?  
10 out of 10 

 
How fast is the hammer throw? 
 10 out of 10 
 
How accurate were you with your hammer throw?  

9 out of 10 
 
How satisfying is the hammer recall?  

10 out of 10 
 
How fast is the hammer recall? 

10 out of 10 



 
Any other feedback you want to give for the hammer throw and recall? 

It's a really enjoyable mechanic that is fun to play with. 
 
How comfortable is the flying? 

8 out of 10 
 
Did you experience motion sickness?  

No 
 
How fast do you think you were flying? 

9 out of 10 
 
How much control do you have over your movement? 
 9 out of 10 
 
How satisfying is the force throw? 
 7 out of 10 
 
How easy is the force grab? 
 8 out of 10 
 
How easy is the force throw? 
 4 out of 10 
 
How much control do you have over the object you are force grabbing? 
 8 out of 10 
 
How accurate is your force throw? 
 6 out of 10 
 
How good does it feel to break things? 
 10 out of 10 
 
How powerful do you feel when using your powers? 
 10 out of 10 

  
 Any other feedback you have for the form? 

None. 
 
 

 
 
 
 
 
 
 
 



Observations: 
1. The playtester was also confused by the amount of force that’s required to fly. They also had a hard time 

rotating.  
2. The playtester had a hard time force throwing the object because of the amount of force required, but 

also because there is no targeting system for the force throw, so it was hard for him to hit anything. 
3. The playtester loved throwing the hammers and breaking thing, proved that the targeting system is near 

perfect.   



Playtest #4 
 
Playtester Name: Carlos Velazquez 

 

Test specific data points: 
 Demographics: 

Age: 19 
Gender: Male 
Gaming Experience: Fun 
 
Describe your experience in one sentence: 

It was a little confused on the beginning but later if you still playing it you will get excited about 
the game and the fun skills that it contains. 

 
Duration: 15 mins 
 
All other data-points from the lab: 
Overall Difficulty:  

2 out of 10 
 
Overall Enjoyment:  

10 out of 10 
 
List one thing you liked: 

Throwing the hammer. 
 

What would you change? 
The destruction area it can be more bigger and the cubes that are supposed to break. 
 

Additional data collected: 
How clear were the tutorials?  
 10 out of 10 
 
If there are parts unclear, please describe it. 

None. 
 

How satisfying is the hammer throw?  
10 out of 10 

 
How fast is the hammer throw? 
 10 out of 10 
 
How accurate were you with your hammer throw?  

9 out of 10 
 
How satisfying is the hammer recall?  

9 out of 10 
 
How fast is the hammer recall? 



8 out of 10 
 
Any other feedback you want to give for the hammer throw and recall? 

It was okay. No comments or suggestion at all. 
 

How comfortable is the flying? 
10 out of 10 

 
Did you experience motion sickness?  

No 
 
How fast do you think you were flying? 

9 out of 10 
 
How much control do you have over your movement? 
 9 out of 10 
 
How satisfying is the force throw? 
 10 out of 10 
 
How easy is the force grab? 
 10 out of 10 
 
How easy is the force throw? 
 10 out of 10 
 
How much control do you have over the object you are force grabbing? 
 8 out of 10 
 
How accurate is your force throw? 
 10 out of 10 
 
How good does it feel to break things? 
 10 out of 10 
 
How powerful do you feel when using your powers? 
 10 out of 10 

  
 Any other feedback you have for the form? 

None. 
 
 

 
 
 
 
 
 
 



 
Observations: 
1. The playtester was not a gamer and is playing VR for the first time. They love breaking things and picked 

up the mechanics very quickly.   
2. The playtester loved running into things to break them, more than other players.  
3. The playtester had little expectation and experience with games and VR, thus his reaction was much 

greater than others who have.   



Analysis 
Diagrams: 

 
The hammer throw is nearly perfect and is working well 99% of the time. 
 

 
The new targeting system really increased the accuracy of the throw which caused the satisfaction rate to be 
much higher. 
 



 
The new flying method is not working as well as I hoped. Mainly due to three reasons: One, the amount of 
force required is too great. Two, the flying direction is unclear. Three, bugs that cause the flying to not activate 
due to a specific body angle.    
 

 
The force throw definitely need an auto-targeting system to increase its accuracy. 
 



  
The force required for the force throw needs to be lowered.  
 

 
The accuracy of the force throw is too low for some due to the lack of direction and force knowledge. 
 



 
Breaking things is still the most fun thing to do in this game. 
 
 
Conclusions: 
The hammer throw is perfect at current stage. The force grab is easy to do but is hard to control the object 
after the grab due to bugs. The force throw required a lot of force and the direction was unclear causing the 
lack of accuracy. The new flying method is confusing for some and especially for those who are used to virtual 
rotations. The force required is too large and the direction is unclear for most.  

 

Action Plan 
• Bug fixes for the force grab and the flying mechanic. Making the activation work with any body angle as 

well as lower force requirement.  

• Add more control over the force grab system. 

• The flying mechanic needs to be greater when moving upwards. 

• The force throw needs an auto-targeting system. 

• Replace all the trace visuals with better UIs 

• Video tutorials for the player to understand the hand movements. 

• More responsive controls for everything. 
 


