Playtest Feedback  

Names have been changed to protect the guilty.

1.  Mountain Giants are screws 

· They do very good crush damage 

· They are hard to kill. 

· 2 priests vs. 1 Mountain Giant - the result was MG left with a little over a third of his hit points 

2.  Norse players were using their towers offensively 

· Jimmy and some other players were doing this. 

· Easy to this when your attacking units can build too. 

3.  Several players wanted the Heroes to be built in a consistent location across the cultures. They keep forgetting were to go build them.
4.  Loki special bonus is very powerful 

· Throwing axe men, plus heroes, plus Mountain Giants are very strong unit combination. 

· The Loki free unit bonus gives the player extra stuff when just when he needs it. 

· Jimmy was able to get enough favor to normally buy a Mountain Giant just by using Heroes to kill Gaia. 

5. Loki’s generation of free units confuses new players about were these units are coming from.  Spike was wondering were his dwarf came from.
· Suggest that these units are spawned with a visual effect like the pharaoh, so that the player know what is happening. 

6.  Nightmare God Power
· Jimmy liked the Nightmare God Power, but felt it was weak on water maps like river Nile, were you have a harder time getting it cast on to a useful unit.  It is useful on land maps if it is cast on good target. 

7.  Start of the Game.  Most of this comes from Spike. 

· New players, though that temples were the way to get favor.  He was playing Norse and did not know that killing things and using heroes were the fast way to favor as a Norse. 

· New players, like the ox-cart.  It does not waste a drop site when the resource is depleted.  It is also maybe a little easier to grab a group of gathers and ox-cart and send them to some place new. 

8.  Tech tree issues 

· The current naming of techs makes the less accessible than in Age of Kings.  Timmy was unable to determine what 'winged hooves', I may have the tech wrong, did from the name.  He had to use the rollover help.  In general he felt that he had to read the rollover help too much. 

· Spike felt that there were hard choices to make in the tech tree,  by this I mean do I stay second age and research more stuff or to go 3rd age. This was considered a good thing. 
· Jimmy and Spike both were confused at times about what several techs did.  This comes from the post-game report so they did not remember exactly which techs caused this. 

9.  Food is slow in Paradise Island Random Map.  This appears to be because there is not lots of huntables. 

10.  Norse players are building lots of heroes, especially Loki players. 

11.  Spike was uncertain about what myth units, did what, but built them figuring that they would have to be a cool effective unit.
12.  Egyptian Fortress comments. 

· Having your chariot archer building be an expensive fortress make it much hard to be able to generate a large number of these units.  This is one of the generic Egyptian unit types and perhaps they should not be built in an expensive building.  
· Having an fortress for the Egyptians seems to make the cultures more generic, and less distinctive. 

· Suggestions include having the Egyptian fortress having a short range hand attack instead of a long range pierce attack, or just having a short ranged but more powerful pierce attack. 

· Egyptian towers could produce their Unique Unit in the 4th age. 

· Perhaps you can use them as gather sites, like the Greek Fortress used to do. 

· I realize that all the cultures will need some sort of 'shooting building' equivalence, but it would be nice if it was possible to make the distinctions much more obvious. 

· Is it just a physiological  need for a large building that shoots? 

QA:
· We need to decrease the attack notification timer (so more attack notifications go off/players don't miss attacks from multiple angles). 

· Need an angry error sound when you can't cast a God Power because Tutankhamen has monument shields up; this was confusing to players. 

· Wolves don't attack Priests and Pharaohs -- they should.
· Rhinos aren't responding to attacks. 

· Villagers are responding when a Priest/Pharaoh gets attacked when converting, and end up killing the convert target 
· Having only a Market is keeping players in the game.

 Data:
· Second Age wood/gold upgrades are inconsistent in price (one costs 100 food more than the other). 

· Lightning Storm too weak. 
· Phoenix needs to be weaker, especially against poor range-deprived Norse.
 

Discussion:
· Players want to be able to use their Forest Fire God Power on Walking Woods (good counter?). 

· Complaints that Norse can't counter Phoenixes because they don't have ranged heroes. 


QA:
· Reports of Villagers stopping in the middle of pathing to respond to an attack from a Hyena. Couldn't get it to repro during the game, will try from my desk. 

· Reports of Villagers stopping in the middle of building one foundation to help build another -- this is kind of tricky, I have some bizarre repro steps that I'll try after I write this up. 

· All Villagers around an attacked Villager should respond to the attack. I'll verify that this is in RAID. 

· This may be a design call, but the shift-task system gets crazy when a Gather task is inserted into the process list. I'll be writing up more clear documentation and hunting down one potential bug, and send this info in a separate e-mail. 

· Sheep converting is annoying. The fact that the ranges are such that a sheep can be converted without a Villager actually having line of sight to it seems wrong. Let me know if this should get bugged.  

· Trees shouldn't fall on buildings when chopped down.  

 Design:
· Timmy was confused about the targeting for the Dervish God Power. He clicked in his primary town (which was heavily defended) and then clicked on his secondary town (which wasn't defended at all) that was under siege to bring the enemy units into a place where he could fight them, and was disappointed when it didn't work. I don't know what we could do to fix this -- we already have rollover text indicating that it's a From --> To god power. One thing that might be a good idea is that if no units can be transported, you get the God Power back/it won't let you cast the God Power.  

· I think it might be a good idea to add "Monuments Owned/Villagers Praying" to the Favor indicator rollover help. 

· Jimmy wants a sound notification in addition to UI for idle villagers. 

· Complaints that the Wendigo requires too much micro-management to keep alive and effective. This seems like a fair balance for his sheer destructive power... 

· Jimmy didn't know how to properly counter and attack with the Norse - without looking at the detailed help, he felt that playing the Norse was playing "only Infantry". The distinctions between the various types of Norse units were confusing to him.  

· Complaints that the end-game is boring and just keeps dragging on -- Timmy felt like it was really easy to get into a stalemate situation where you throw armies at each other and they neutralize each other out, without anyone making any progress. There was confusion about how to properly close out the game (besides taking Settlements), and that combat at the end feel tedious. Eventually a Wonder was built just to finish the game.  

· Jimmy was unhappy with the unit reactiveness when wanting to retreat out of combat. I watched him fight to better see what he meant, and his major gripe was having to wait for units to finish their attacks before they will attempt to exit combat. He feels it makes the game seem very unresponsive.  

· An interesting comment from Jimmy -- he said that it's a personal policy of his to never play Norse on Mediterranean. He feels that the lack of huntable animals and the fact that early farming is such a penalty/slow with Norse civs, it just put him at too much of a disadvantage. Forgot to ask him about fishing...  

· Return of the SMOC complaints.
