Response to castle demo

Interface – controller

· Difficult to control look direction while running (away)

· Hard to cycle items when also trying to move – ie to get dagger ready when trying to chase someone to stab

· Leaning is rather slow

· Dagger – The animation speed and overall environment darkness make it hard to tell what you’re doing when you strike, when you first begin using the weapon.  You only find out your aim is bad when the AI doesn’t get hit.  Some kind of flash or sparkle on the blade during the strike would help orient the player to their blade arm, and therefore they would be better able to gage the necessary distance for future attacks.  And it would look cool.

· Lining up behind someone to backstab or blackjack is tough.  You waste a lot of time trying to get at a perfect angle (if you play T/T2 style).  Under time pressure it’s really hard.  If you’re too close to the AI it’s a particular problem.  It takes a while to learn the whole arm-raised thing, because if you immediately rush close you don’t see the arm ever raise.

· Help screen  - not clear that you can navigate to the BACK button, since its not part of the same interface structure.

· If you’re in Inventory or Weapon scrolling mode, the D-pad should work identically to the left analog.

· Hard to aim the arrow, esp at long distance.  Which part of the reticule should be pointed at the target?  How far can the arrow fly?  Does the shot have an arc or is it straight? Because it goes so fast in flight, and doesn’t stay persistent, you can’t teach yourself how to aim.  Of course this will get better when the arrow stays around after being shot.

Player Movement

· When I tried to get close to a chest to look in it, I hopped on top of the edge automatically, which was odd since it was open and I thus appeared to be floating above it.

· Hard to tell how much space a dead body would need (for hiding it).  We should make the physics more forgiving of that. 

· Even when I gave a dead body the appropriate amount of space to fall in, its legs went through the wall, affecting its physics (it wobbled for a while).

· It’s very satisfying to blackjack since the hit literally takes the enemy down, right in front of you (like, they just drop out of sight). 

Level Design

· Strange light artifacts near doors from the moonlight coming under them.  Weird light splotches elsewhere too.  They are probably all from moveable gameplay objects (rather than true bugs like static meshes not shadowcasting) but they still look odd because of harsh edges.

· The monster statues look good in and of themselves, but don’t seem to belong here in the Castle.

· It’s hard to find body-hiding corners that seem large enough and dark enough.

Gameplay/AI

· Scenario: got caught backstabbing the noble, ran for it, got chased.  Ran past the cook and ended up in a barracks.  Decided to try to find a place to hide (on top of bunk?).  Yet no one even followed me in here.  By the time I left, guards had ramped down.  Seems unlikely they’d ramp down like that if multiple guards saw me clearly and saw dead bodies.  They should follow better.  Getting fatigued should slow their pursuit but not end it so handily.

· Ragdolling stretching bouncing dead bodies that stick through walls.    Ewwwww.

· Heard one case where AI repeated his bark three times in succession.  Some are too talkative overall, in fact.  If we need to make a non-patrolling guard more “obvious” (since they have no footsteps to listen to) we should use non-dialog sounds like throat clearing, whistling, foot tapping, humming, yawning, coughing, etc.  Not dialog.  It would be handy if we could specify just that family of non-dialog barks when appropriate, without having to go case-by-case.  

· Could we vary the voices by controlling pitch on the fly?  Make some guards have a lower voice using the same wav file set.

· I was right in front of a guard in what I believed to be total darkness, and he saw me.  It seemed like he shouldn’t have.  The awareness distances could be tweaked.

· After I was killed by two guards and waiting for the You Died screen, one of the AIs ramped down so quickly that it spoke its ramp-down bark “if there was someone here, they’ve taken off” as my body collapsed to the floor in front of him.

· When a guard saw me from very close and started a fight, he was swinging at me and I was hearing the hit sound, but my health meter didn’t appear until after a while, like maybe 4 hits of his.  Not sure how it eventually was triggered.

Lockpicking

· Surprised that I was auto-sent into that mode when I frobbed the door.  But it made sense.  Sometimes there is a weird camera movement where it seems to jump your viewport to a different angle before focusing in on the door.

· I played like a newbie, and it definitely wasn’t clear what to do at first (and of course no instructions on HELP screen)  I wiggled around  the left analog, as I thought I would need to if I wanted to move away from the door, and in the process, felt the hotspots and realized I should aim for them.  However, visual feedback wasn’t too good at reinforcing whether I was being successful.  The lock bar is rather small and unclear, it could use some sort of contrasting emblem on the end to emphasize its movement.  The audio feedback was more helpful, especially since they harken back to the other Thiefs and how they sounded.

· Automatic stand up and recover is great.

· Harder to lockpick when the hotspot isn’t touching the outer edge of the stick’s radius (since it’s harder to simply hold it still anywhere else.)

Sound

· Sounds (SFX and voices) are hard to audio-locate in 3D space.  They sound like they could be coming from anywhere, or they sound like they’re from in front of you when the person speaking is behind you, stuff like that.  Sometimes moving back and forth in front of an audio portal (like the window framing the guard/servant convo) will cause the dialog to level and pan strangely from ear to ear.

· Great guard dialog and acting, of course.

· Main start screen music very good in feel, but too repetitive (too short a loop)

Visual

· Bloom looks good

· Candleflame looks awesome.  Kinda bright but halo effect is cool

· Yeah, the guard with the torch is badass.  :D

· The Light gem just never seems dark enough.  Its tone should match the shadow darkness itself.

Degenerate mode playthru

I alerted the medallion guard during his convo (before he handed over the medallion), the convo was interrupted and he came after me.  The servant ran away.  I killed the guard, because he was for some reason frozen and thus couldn’t get to me. He might have been stuck in a doorway?  Before I killed him (arrows) the medallion popped out of his head, while he was still stuck standing up.  When he finally died he ragdolled.  When I stole the medallion I achieved Objective 2.  Another AI answered the noise and was fighting me by standing on the collapsed guard’s body in the doorway, but not pathfinding over him.  I killed him and ran into the room where the convo had taken place, which restarted automatically though neither AI was present.  The servant walked back into the room and when he saw me he ran away again (convo continued).  Eventually the convo finished and I achieved Objective 1.  I tried to follow the servant, but he ran quickly out of sight.  At some point in my pursuit (not sure what triggered it, probably a volume, close to the level spawn point) I got an Objective Incomplete message, and the crested medallion objective became unchecked on my Objectives screen.

