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Observation   Playtest   -   Untitled   Goose   Game   -   Repor t  

Focus   on   Acclimation   to   Controls  
 

Each   participant   played   the   first   twenty   minutes   of   the    Untitled   Goose   Game .   The   focus  

of   the   study   was   to   see   how   quickly   a   player   can   familiarize   themselves   with   the   controls   of   a  

game   they   never   played,   and   to   see   how   long   it   took   them   to   start   completing   in-game  

objectives.   This   report   does   not   give   context   to   gameplay.   

On   average,   it   takes   approximately   six   minutes   for   a   player   to   start   completing   objectives  

in   the   game.   Most   players   would   explore   the   map   before   entering   the   first   area,   the   garden.   The  

game   doesn’t   railroad   players   into   completing   objectives.   The    Untitled   Goose   Game    follows   this  

minimalistic   approach   to   presenting   tasks   and   objectives   and   the   game   encourages   this   by  

limiting   exploration   early   on   in   the   game.   This   is   why   the   user   researcher   decided   that   the  

players   focus   on   the   first   twenty   minutes   of   the   game.  

  The   majority   of   players   had   issues   completing   the   picnic   task.   This   is   because   the   tarp  

where   the   players   have   there   “mock-picnic”   is   in   a   spot   of   the   map   that   isn’t   enticing   the   player  

to   explore.   In   fact   most   players   found   the   tarp   by   the   end   of   their   twenty   minute   playthrough.   All  

players   had   no   issues   familiarizing   themselves   with   the   controls,   however,   it   should   be   noted  

that   each   player   had   some   sort   of   experience   playing   video   games   even   if   they   hadn’t   played  

the   game   before.   

All   players   seemed   to   enjoy   playing   the   game   in   different   manners.   Some   frustration  

came   to   players   when   they   got   caught   by   the   gardner   stealing   his   supplies.   This   frustration  

fueled   the   player   to   become   more   competitive   and   into   the   twenty   minute   experience.  



  Overall,   the   things   to   digest   from   this   observational   study   is   that   if   you   allow   a   player   to  

explore   a   sandbox,   then   they   will   easily   familiarize   themselves   with   the   controls   of   the   game.  

The   experience   of   not   being   told   about   tasks   until   later   was   beneficial   to   the   player   since   they  

were   able   to   “practice”   the   game   before   actually   progressing   it.   It   seemed   like   an   implicit   tutorial  

built   into   the   game   that   the   majority   of   players   will   inevitably   participate   in.   


