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https://www.youtube.com/watch?v=9u4Mr0j1FyQ
https://bits.buildboxworld.com/bits/a5f0b480-a518-4f83-8c92-1037a371abd7
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\\g GAME TESTING - CHANGES

®* The participant 24(F) who tested using a computer had difficulties figuring out

O whether the jump was on the arrow keys or space bar — Later we added the

jump button on the screen.

®* The youngest participant 12(M) found the game boring and slow paced — We
) turned our focus on making the game nostalgic (Super Mario music) because
our target audience is young adults since the game is designed to rase

awareness for recycling.

®* The two participants 26(M) couldn’t identify the spikes because of the similar

color to the background — We changed the shape and color of the spikes.
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