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Summary Overview 
 

Methodology 
Ground Up Games held playtesting sessions at the SMU Main Campus on a Monday morning 
from 9:30 am to 12:30 pm. Cale, Fred and Lane were stationed at the Hughes Trigg Student 
Center. Jenn was set up at the Owens Art Center lobby, and Jason walked around the whole 
campus finding playtesters. Testers were told to play for as long as they desired. These playtests 
were not held in isolation, but with other developers and testers nearby. Playtesters were asked 
to complete the usability survey, either on tablet or paper, after they were done playing. Testers 
were offered donuts for testing and taking the surveys. Not all testers played all levels of Lawn 
Duty, some played levels selectively. The data collected is skewed in the sense that not all 
players completed the entire game, and some testers answered questions on the survey about 
things that they had not seen in-game, so they could not establish a correlation. 

 

Major Takeaways 

Challenge 

• A majority of playtesters (54.55%) believe the game is slightly too easy, though many players 

(30.3%) also believe the difficulty is just right. 

• Most playtesters (60.6%) had little to no difficult controlling the player character. 

• 60.6% of all playtesters also said they crashed 0-5 times (while this is the same percentage 

as the above statement, they are not all the same playtesters). 

Conveyance 

• The valve controlling the sprinklers was mistaken for an obstacle by 60.6% of playtesters, 

and so they avoided it. 

• Some players though the branch obstacle needed to be avoided, like all other stationary 

obstacles; it took them a bit too long to realized they needed to mow the tiles with 

branches. 

• 90.9% of players understood what the goal of the game was.  

• A few players were confused about what the level timer represented. Some players 

interpreted the bar as energy, while others thought it was fuel 

Engagement 

• A majority of players (54.54%) were not bored while playing, but players who were bored at 

any point (regardless of how often) were likely to say they wouldn’t go back to replay a level 

for a faster time. 
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Playtest Data 

Demographics 

Charts 

 

Fig. 1 How Old Are You? 
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Fig. 2 What Gender Do You Identify As?

 

Fig. 3 How Often Do You Play Games? 

 

Fig. 4 How Likely Would You Be To Recommend Lawn Duty? 

Analysis 
Most testers were between 18-24, which matches for our focus audience. More than sixty 

percent of them are male. More than three quarters of testers played game every week, and 

about a half of them played game every day. In addition, one in three testers played games 

multiple times a day, giving us a good basis for our conveyance analysis. 

These results indicate that 27.27% of our play testers were in a close approximation of our 

target demographic – unfortunately, since our demographic was teenage girls, we did not find 
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much of our audience on a college campus. However, 27% of our testers identified as women 

under 25, and we can use those as a close approximation to our target demographic for analysis. 

Of the target demographic, 100% of the players understood the objective of the game. Within 

the target demographic, the difficulty of controls and the game was close to 3 on average, 

indicating that the challenge level for our game accurate and felt good for our target audience. 

While our target demographic thought that the obstacles and items were clear in the game, 56% 

thought that the sprinklers was unclear – an indicator that they need to change. Unfortunately, 

the demographic was not that likely to replay a level, with their average at 2.55, but we 

expected that was not in their player archetype. Our demographic players weren’t very often 

bored, averaging at 2.33. However, our demographic players were very enthusiastic about 

promoting our game, with an average rank of 3.44 for who would recommend the game – one 

even saying that their least favourite part of the game was “that it had to end”. 
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Challenge 

Charts 

 

Fig. 5 How Difficult Was Lawn Duty? 

 

Fig. 6 How Easy Was It To Control The Character? 
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Fig. 7 How Many Times Do You Think You Crashed While Playing? 

Qualitative Feedback 

Players gave feedback that their favourite part of the game related to Challenge was the amount 

of time available to complete a level. Their least favourite part was the lack of responsiveness of 

the controls. 

Analysis 
More than half of the testers felt that the game struck a balance between being too easy, and 

the difficulty feeling at the right level. Almost 50 percent of the testers felt that controlling Lydia 

was relatively easy, but not effortless. About 60 percent crashed a minimal amount of times 

while playing, which helps reinforce the statistic that the character was relatively easy to 

control. 

Based on this data, we determined that roughly half of the players indicated that the game was 

easy, and the same amount dictated controlling Lydia was somewhat challenging, but nowhere 

near frustrating to the point that they would quit the game. Most players picked up on the 

controls relatively quickly and seemed to have a good grasp of the movement mechanic in their 

time playing. 

While most players agreed that Lydia was relatively easy to control, and the game’s difficulty 

slowly ramped up, some testers felt that there was still a degree of uncertainty in the swiping 

mechanic, which caused some unnecessary frustration. 

The players who said their least favourite part was the controls, for the most part, were players 

with less gaming frequency and those who used large motions on the tablet vs. people with 

prior gaming experience and might have been familiar with mobile game controls in some 

aspect.  
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Conveyance 

Charts 

 

Fig. 8 Did You Understand What The Objective Was In Lawn Duty? 

 

Fig. 9 Were You Confused While Playing? 
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Fig. 10 Was It Clear Which Items Were Obstacles And Which Were Safe To Run Over? 

 

Fig. 11 (See Fig. 12) 
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Fig. 12 Was The Relationship Between The Objects In This Image Clear? (See Fig. 11) 

Qualitative Feedback 

• The majority of players said that their favourite part of the game related to conveyance was 

the gnomes. Their least favourite part was the switch, and the confusion surrounding it. 

Analysis 
The majority of players found the relationship between the Sprinklers and the Valve to be 

unclear. Some thought the valve was rocks that they should avoid. Most players understood 

that the sprinklers would need to be shut off in order to get past them, but were unsure what 

asset turned them off.  

 

Despite the fact that most players did not report that they felt confused while playing the game, 

the differences between the obstacles and items was an unclear point – from this data, we can 

infer that most players did not report feeling confused about what they needed to do in the 

game or how to do it, but a significant portion of players were confused about the obstacles, 

items and switches in the levels. 
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Engagement 

Charts 

 

Fig. 13 How Fun Was Lawn Duty? 

 

Fig. 14 Would You Go Back And Play A Level Again For A Faster Time? 
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Fig. 15 Were You Ever Bored When Playing? 

Qualitative Feedback 

• The majority of players had fun playing Lawn Duty. 

• Contrastingly, the majority of players were also bored at some point during playtesting, 
and wouldn’t go back to replay levels for better times. 

Analysis 
88% of the play testers gave the feedback that Lawn Duty was overall fun, which indicates that 

we succeeded in making a fun game. On the other hand, the data showed that about half of the 

testers felt bored during the testing, which we interpret to mean that the levels require 

additional balance. This point is also highlighted by the data for replayability, which fell at an 

almost 50/50 split - the majority of players would not go back to retry a level, but the question 

was still one of the more polarizing ones. 

The majority of players would more than likely not go back and replay a level – this data is 

contrasted by the fact that most players were rarely bored during the experience. What we can 

interpret from this data and the numbers is that the majority of players who were rarely bored 

would go back and replay the levels (plus a few other players), while the rest of the players, 

even those who were only sometimes bored would not go back to replay a level. This means 

that we cannot assume players will be replaying a level and their initial experience should be as 

strong and rewarding as possible. 
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Major Issues and Bugs 
Severity 

Rating 

Severity 

Category 

Description 

4 Unusable Players did not understand what the valve switch was, so did not 
know how to get past the sprinklers. 

2 Moderate The background music stopped playing during a level – changing the 
BGM slider did nothing. The level had to be restarted for the music to 

continue. 
2 Moderate When the player tapping during the dizzy process, the particles for 

swiping also appeared. 

1 Irritant Some players continue to swipe when they bumped into the 
obstacles, rather than tapping. 

1 Irritant Some players felt that there should be more Juice in the later levels; 
they felt they were not able to get 3 Stars with the allotted Time and 

Juice. 
1 Irritant Some players thought the branch was an obstacle that needed to be 

completely avoided. 

1 Irritant A couple of players had trouble collecting the juice in the bottom 
right corner of level 3. It proved difficult navigating between two 

obstacles to collect it 
1 Irritant Some players were confused by the juice and thought it was an 

obstacle, and when it was collected, did not fully understand the 
effect it had in the game. 

1 Irritant A few players did not understand how to lose the game. The level 
timer was ambiguous, as some people mistook it for energy, while 

others thought it was fuel. 
1 Irritant Camera scroll features extra movement on last level that is 

unnecessary 

1 Irritant  Some players Tapped too many times to get out of the Stun, causing 
them to change directions quickly and enter Stun again 

1 Irritant Some players were frustrated by the gnomes hitting them after 
leaving the stun state, and immediately becoming stunned again 
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Appendix: Raw Notes, Qualitative Feedback, and Observations  

Playtesters observed by Jenn: 

• Some playtesters played all the levels and felt very satisfied after beating each level 

• Players that beat the game enjoyed the credits scene; they liked it being interactive 

• One player found mowing the lawn to be relaxing 

• Almost every player was excited by the gnomes 

• Every player was confused by the sprinkler valve switch 

• Most players enjoyed the music 

• Some players Tapped the screen very slowly when getting out of the Stunned state 

• Players appreciated the Stars on the Energy bar; liked seeing their score as they play 

• Multiple players commented that they liked the art style 

• Some players did not like the branch obstacle; they didn’t like being forced to run it over  

• A few players wished there was a speed boost Pick Up to balance out the branch 

obstacle 

• Several players enjoyed the music so much they were dancing  

• One player commented that the camera scroll on the last level lasted too long 

• Players enjoyed the challenge that the 3 gnomes in level 6 presented 

• Most players seemed fully engaged in the game 

• One player started the game with level 2, instead of 1, from the level select screen 

• Some players swiped directly on Lydia, while others swiped on the far right side to keep 

their hand from blocking the view at all 

• No players paused the game while playing 

• Some players did not like the text when beating a level that said “you could’ve been 

faster” 

• A few people found it hard to get 3 stars on multiple levels; they seemed disappointed 

by this 

• One playtester did not how no new obstacles were introduced after a certain level; 

found the levels repetitive 

• No one cared about the donuts that were offered to them for playing the game and 

completing the survey 

• Almost all players only clicked the “Play” button on the landing page  

• One player discovered that two tiles could be mowed at once; they were not able to 

replicate it though. Another player asked if mowing two at once was possible, but they 

were not able to achieve that result. 

• One player swiped in a slow controlled motion when she began playing, and soon 

discovered the controls worked better with faster swipes 
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Playtesters observed by Cale: 

• One playtester was humming along to the music while playing the game 

• Some testers asked about the number of levels in the game 

• Almost all of the testers were confused about the valve and its purpose 

• One playtester consistently swiped in really quick and small motions on Lydia, even 

while she was moving 

• Some testers avoided the branch when it was first presented and did not understand 

what it did until after intentionally hitting it. 

• None of the testers paused the game, or returned to the home screen when they were 

done playing 

• None of the testers returned to the level select screen to see how many stars they 

earned in previous levels. 

• One tester really enjoyed the game, and said the art looked great 

• One playtester had a difficult time completing level 3. More specifically, collecting the 

juice between the two obstacles near the bottom of the space. 

• One playtester immediately understood what the sprinklers were upon seeing them. 

• Most testers earned an average of two stars on each level they played 

• Some of the testers really enjoyed the lawn gnomes and the challenge they presented 

• One tester commented that they liked the level of strategy that was involved in the 

game. 

• Most players held the tablet with two hands, and used their thumbs to swipe 

• Most testers understood quickly to tap the screen when Lydia was stunned 

• None of the testers discovered that they could mow two lawn tiles at once 

Playtesters observed by Lane: 

• One playtester played only the first level, then said Lawn Duty is the kind of game they’d 

play one level of every so often 

• All of the playtesters who encountered the sprinkler valve were confused by the it at 

first, only running into it after clearing everything else they could 

• One playtester had difficulty reading the text that pops up after beating a level (they 

squinted and leaned towards the screen) 

• One playtester said level 5 was “too easy” 

• None of the playtesters chose to play past level 6 

• None of the playtesters scrolled through the level select screen 

• Most of the playtesters used long, slow swipes, resulting in them changing direction 

later than they wanted to 

• One playtester only ever swiped to get out of Stun 
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Playtesters observed by Fred: 

•  Most playtesters think that the speed of the game is so slow, and some body said he 

was swiping quickly to see if the speed can be higher 

• Some playtesters still can’t get to the controlling of the game, they don’t know they 

need to swipe to start 

• One tester said the last level is to large, that he didn’t want to play that 

• Several testers said the level is too easy to finish 

• No one recognized the valve at the first glance, nor the branches 

• One playtester thought there are too many levels 

• Some playtesters felt frustrated when they bumped into gnomes, but it seemed they 

like it 

• Almost all of the playtesters recognized they need to mow all of the lawns to finish the 

level at the first time 

• One tester found that they are able to mow two lawns at the same time, and he tried to 

replicate that during the testing 

What Was Your Favourite Part Of Lawn Duty? (Survey) 

• The music 

• The gnomes were cool 

• How relaxing it was 

• How responsive direction changing was 

• Getting juice 

• The gnomes were cool 

• 2 level was a lot of fun 

• Audio, character, ease to understand, graphics 

• Tranquil 

• The gnomes 

• The gnomes!!! 

• Gnomes 

• Watching the gnomes move XD 

• Gas fill level was well gauged to make it difficult but not impossible to get 3 stars 

• The sprinkler water was fun 

• I liked the idea behind it 

• The lemonade? 

• The graphics 

• That there was a clear goal to win 

• Mowing two lawns at once 

• Easy 

• Picking up juice 

• Simple to play 
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• The objects were clear 

• Avoiding the gnomes 

• The girl 

• Trying to fun the best path 

• Art and spritework 

• Getting 3 stars 

• You can run over multiple lawns at them came time if you get it exactly right 

• How fun it was to play, this would be a game I would play during downtime 

• Very bright + cartoony 

• The simplicity of it 

What Part of Lawn Duty Did You Like The Least? (Survey) 

• Crashing 

• Controlling the cart 

• The switch 

• Slowing down when running over logs. They seemed unavoidable sometimes 

• The branches 

• Controlling the cart 

• Level 3 with the sprinklers was confusing 

• Crashing, of course 

• The brown knob 

• The knob was confusing 

• That it had to end 

• Hitting the wall 

• The water sprinklers 

• The lawn mower was two spaces vertically but cut three spaces (I think) 

• The controls confused me 

• Kind of monotonous 

• It seemed boring 

• Running into things when I didn’t understand how to turn or what my boundary was 

• Nothing 

• The gnomes were too hard 

• Easy 

• Hitting something when I thought it would be clear based on the imaginary grid I saw 

because it was slightly off 

• Because it is too simple, maybe some people feel boring soon 

• The graphics 

• It wasn’t particularly fun? I didn’t really enjoy playing it 

• None 

• Speed of mower 
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• Level select 

• Sometimes in just going without much going on 

• I don’t know what the brown things were 

Is There Anything Else You’d Like To Let Us Know? (Survey) 

• Some levels start with an obstacle on your left so the default swipe left to start 

animation is a little weird 

• The character feels really slow! 

• No 

• Keep up the good work!! 

• Maybe have an arrow navigation to move the lawn mower instead of your finger to 

swipe 

• It was alright 

• Nope 

• I wouldn’t pay $5 for this but it was fun 

• No 

• Level would have been a good time to introduce a new element to make player more 

engaged. After that it became more redundant 

• The graphics and the response time could be better 

Analyzed Qualitative Data – Taking the data from above for the ‘favourite’ and ‘least favourite’ 

parts of the game, breaking it down into overarching categories and then alphabetizing, we 

created this chart. The colors correspond to the category we believe these 

commendations/complaints fit best within, Green being Challenge, Orange being Engagement 

and Yellow being Conveyance. 

Balanced Boring 

Character Boring 

Clear Goal Boring 

Clear Goal Boring 

Clear Goal Boring 

Clear Goal Branches 

Clear Goal Branches 

Clear Goal Character Speed 

Clear Goal Controls 

Collecting Juice Controls 

Collecting Juice Controls 

Collecting Juice Controls 

Controls Controls 

Fun Crashing 

Fun Crashing 

Fun Crashing 

Gnomes Crashing 

Gnomes Easy 
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Gnomes Gnomes 

Gnomes Graphics 

Gnomes Graphics 

Gnomes Lack of content 

Gnomes Level select 

Graphics Nothing 

Graphics Nothing 

Graphics Switch 

Graphics 
  

Switch 

Mowing 2 tiles at once Switch 

Mowing 2 tiles at once Switch 

Music Switch 

Relaxing Switch 

Relaxing Switch 

Sprinkler Switch 

 


