
Link to survey data spreadsheet: 
https://docs.google.com/spreadsheets/d/1eoQdM8quOWWWoIGwA9jfkf-1OoiScE5jSFuMEhPvf
eE/edit#gid=1561305716 
38 responses 

 

PREFACE: 
- This survey relies on self-testing and self-reporting. Because of working remotely at 

the time of the COVID-19 pandemic, I was not able to test the prototype with people 
around me since, well, there weren’t any. If any more testing were to be done in the 
future, the testing will be focused on in-person testing so I can record their actions and 
results. 

- Most of the places this survey was posted to were within communities that either 
play Super Smash Bros. or video games in general frequently. I did my best to send 
this out to other groups and communities, but because most if not all of the circles I am 
in are related to video games in one way or another, it was difficult to get results from 
people of varying backgrounds. 

 
 

SECTION 1 

Q1. Have you ever played SSBU before? (38 responses) 

 
The very first question I asked was to see how much experience testers have with Super Smash 
Bros. Ultimate, or with even just video games as a whole. As I mentioned in the preface, most of 
the people taking this test (84.2%) have played SSBU before, with an additional 10.5% of 
testers having played the franchise before at all. The remainder of the testers did not play video 
games at all (5.3%), meaning there were no testers that play video games without having ever 
played a SSB game before. 
 

https://docs.google.com/spreadsheets/d/1eoQdM8quOWWWoIGwA9jfkf-1OoiScE5jSFuMEhPvfeE/edit#gid=1561305716
https://docs.google.com/spreadsheets/d/1eoQdM8quOWWWoIGwA9jfkf-1OoiScE5jSFuMEhPvfeE/edit#gid=1561305716


“Yes, I have played SSBU before” -> Section 2 
“No, but I’ve played other Super Smash Bros. games” -> Section 3 

“No, and I do not play video games” -> Section 4 
 
 

If testers answered “Yes, I have played SSBU before” to the last question in Section 1... 

SECTION 2 

Q1. How often do you play SSBU? (32 responses) 

 
Testers that have played SSBU at least once have a pretty widely spread level of familiarity. 
The only two things worth noting are that the majority of these testers (31.3%) only play a few 
times a week, and that none of them play daily. 

Q2. How do you play SSBU? Check all that apply. (32 responses) 

 
Almost all of these testers (87.5%) play SSBU with their friends, with all of the other responses 
representing 50% or less of this group of testers.  



Q3. What is the main way that you play SSBU? (32 responses) 

 
It should come to no surprise after the previous question that the main way testers play SSBU is 
with their friends, with a majority of testers (59.4%) choosing this as their main method of play. 
The rest of the answers are all varied, but have nothing worth noting. 

Q4. How competitive are you when playing SSBU? (32 responses) 
1 - Not at all, 10 - Extremely 

 
This group of testers are generally pretty average in terms of competitiveness (average = 5.03), 
with the trend leaning a bit towards the high end of being competitive.  
 

 



If testers answered “No, but I’ve played other SSB games” to the last question in 
Section 1... 

SECTION 3 

Q1. How often do you play SSB? (4 responses) 

 
This group of testers was split 50/50 between playing only when people ask and very 
infrequently, meaning that these are most likely people that are not devoted fans of SSB.  

Q2. How do you play SSB? Check all that apply. (4 responses) 

 
To support the claim made above, these testers ONLY play SSB in ways that are often seen as 
“casual”: playing against CPUs and playing with family. These testers also claim to play with 
their friends, but from the responses seen in Section 2, this doesn’t seem to be that noteworthy. 



Q3. What is the main way that you play SSB? (4 responses) 

 
These testers were split for their main way of playing between playing with friends and playing 
with family. 

Q4. How competitive are you when playing SSB? (4 responses) 
1 - Not at all, 10 - Extremely 

 
Due to the lack of volume of responses within this category, there’s no real trend that can be 
made from the data. The only thing worth noting is that there is 1 tester who said they aren’t 
competitive at all with an input of 1 on the scale, whereas there was not a single tester from this 
question in Section 2 that put a 1. 
 

 



If testers answered “No, and I do not play video games” to the last question in Section 
1... 

SECTION 4 

Q1. How competitive are you? (2 responses) 
1 - Not at all, 10 - Extremely 

 
There were only 2 testers that said they don’t play video games at all, and their level of 
competition is, simply put, very average - a 5 and a 6 are literally in the middle of the curve. 
 

 



SECTION 5 

 

In this section, testers were tasked with finding these three stages in the image above: 
WarioWare Inc., Saffron City, and Frigate Orpheon. 

 

https://www.ssbwiki.com/images/thumb/4/4d/SSBU-WarioWare%2C_Inc..png/1200px-SSBU-WarioWare%2C_Inc..png
https://www.ssbwiki.com/images/thumb/5/5a/SSBU-Saffron_City.jpg/1200px-SSBU-Saffron_City.jpg
https://www.ssbwiki.com/images/thumb/9/98/SSBU-Frigate_Orpheon.png/1200px-SSBU-Frigate_Orpheon.png


Q1. Have you found all three stages in the picture above? (38 responses) 

 
Most of the testers (84.2%) were able to find their stages, but there was a portion of the testers 
(15.8%) that could not. When compared to the data from Section 6, Question 1, which is the 
same question but for the redesign prototype, it’s safe to say that the redesign is definitely an 
improvement in terms of usability. 

Q2. Prior to this test, did you have any of this screen’s layout memorized? 
(38 responses) 

 
This question was asked mainly as a way to gauge whether or not testers that had no difficulty 
finding the three stages did so because of prior exposure to the screen. Out of the testers that 
said they had memorized some of the screen prior to this test (26.3%), only 1 of them (11.1% of 
that group) was unable to find their three stages, whereas the out of the group that had zero 
exposure to the screen prior to this test (73.7%), 5 of them (17.2% of that group) were unable to 
find their three stages. These two percentages are close enough to where I am comfortable 
saying that having prior exposure to the screen did not affect how successful testers were 
in finding their stages, at least not to a noteworthy extent. 



Q3. On average, how long did it take you to find each stage? (38 
responses) 

 
Most testers (39.5%) took between 9-15 seconds to find a stage on average. When comparing 
to Section 6, Question 4, which is the same question but with regards to the redesign prototype, 
the majority of testers took longer to find a stage in this screen than in the redesign. Additionally, 
28.9% of testers took over 15 seconds to find a stage in this screen, whereas it took only 5.3% 
of testers that amount of time in the redesign. Even with the necessity of extra clicks in the 
redesign, testers were much faster at finding their stage in the redesign on average. 

Q4. How frustrating was it to find these stages in this screen? (38 
responses) 

1 - Not at all, 10 - Extremely 

 
The average level of frustration in this screen was 6.7, with the graph trending more towards the 
frustrating end. In Section 6, Question 5, which is the same question with regards to the 
redesign prototype, testers had an average level of frustration of 3.4, which is nearly half that of 
this one (also, that graph is visually trending all the way to the left). Because of this, it’s very 
apparent that testers experienced more frustration with the real screen than with the 
redesign. 



Q5. What was frustrating about this screen’s layout? Check all that apply. 
(38 responses) 

1 - Not at all, 10 - Extremely 

 
Just like in my last test, the main issue with this screen is that the icons are too small, with the 
other issues being experienced by at least half of the testers. 
 
*The response at the bottom is from a tester that left answers like this in other parts of the 
survey. They also only answered the extremes of any question and did not fill out any optional 
question, leading me to believe their answers should not be considered for any of the survey. 
Thankfully, their answers don’t interfere with any trends to an extreme level, so I will not be 
pointing out their responses in any other part of this analysis. 

Q6. Of the choices above, which one do you think was the most frustrating 
(if any)? (37 responses) 

 
While the previous question shows that the biggest issue is the size of the icons, this question 
shows that the most concerning issue with this screen is pretty spread out between all 4 options 
that I identified. 
 

 



SECTION 6 

In this section, testers were asked to download and test the prototype I created by 
finding the following three stages: Lylat Cruise, Princess Peach’s Castle, and Gamer. 

Q1. Have you found all three stages in the downloaded prototype? (38 
responses) 

 
See Section 5, Question 1. 

Q2. When you saw the prototype for the first time, did you understand what 
the icons meant? (38 responses) 

 
I asked this question and the following one to see if my conclusion from my card sorting test 
actually worked out: organizing the stage tabs by franchise. Only 4 testers (10.5%) said that 
they did not understand the buttons, 2 of which were the two testers that do not play video 
games at all. Out of those 4 testers, 3 of them said in the next question that they got a better 
understanding of the tabs after testing, while the odd one out is the tester who’s data we are 
discarding for reasons specified in Section 5, Question 5. 

https://drive.google.com/file/d/1VxZI_KPqQQ6bmyUC149xoejYKgoUEeXL/view?usp=sharing
https://www.ssbwiki.com/images/thumb/5/5f/SSBU-Lylat_Cruise.jpg/1200px-SSBU-Lylat_Cruise.jpg
https://www.ssbwiki.com/images/thumb/2/2a/SSBU-Princess_Peach%27s_Castle.png/1200px-SSBU-Princess_Peach%27s_Castle.png
https://www.ssbwiki.com/images/thumb/3/32/SSBU-Gamer.png/1200px-SSBU-Gamer.png


Q3. Did you get a better understanding of the icons on the tabs after using 
the prototype? (38 responses) 

 
Only 4 testers (10.5%) thought that they did not get a better understanding of the tabs after 
testing. Of those 4, 3 were testers that already said they understood the icons initially, and the 
odd one out is the tester who’s data we are discarding for reasons specified in Section 5, 
Question 5. 

Q4. On average, how long did it take you to find each stage? (38 
responses) 

 
See Section 5, Question 3. 

Q5. How frustrating was it to find these stages in this prototype? (38 
responses) 

1 - Not at all, 10 - Extremely 



 
See Section 5, Question 4. 

Q6. What was frustrating about this screen’s layout? Check all that apply 
(38 responses) 

● Icons are too small - 4 testers (10.5%) 
● Some stages are too similar - 9 testers (23.7%) 
● Didn’t understand the method of organization - 13 testers (34.2%) 
● Visually overstimulating/overwhelming - 4 testers (10.5%) 
● *Too many tabs - 1 tester (2.6%) 
● *Didn’t know where the Wario maps were - 2 testers (5.3%) 
● *No quick way to go to favorites tab - 1 tester (2.6%) 
● *Having multiple pages inside one tab - 3 testers (7.9%) 
● *Alphabetized stages didn’t make sense - 1 tester (2.6%) 

*These responses were not included in my responses but were put in by testers 
Because of the amount of unique answers that I had to group into extra responses above, I did 
not want to show off the graph since it became very hard to read well. When compared to the 
results from Section 5, Question 5, the amount of problems that testers had with this 
redesign was significantly less than in the current design; it’s especially noteworthy that the 
original main issue of the icons being too small jumped from 30 testers having that issue to only 
4. That being said, there are new issues with the redesign not present in the original design, 
such as not knowing where the Wario stages are and how specifically the large background 
constantly changing to a different stage so often was the most visually 
overstimulating/overwhelming part of the design. 



Q7. Of the choices above, which one do you think was the most frustrating 
(if any)? (38 responses) 

 
Even with the stage icons being increased in size, there were still testers that thought that was 
the main issue of this redesign. More importantly, the new main issue was that some stages are 
too similar, making it hard to pinpoint where stages are quickly. 
 

 



SECTION 7 - OPTIONAL 

In this section, testers were tasked with finding three stages in the prototype to add to 
their “Favorites” tab. After that, they were then tasked with finding those stages in the 
image below (which is the screen from the real game). 

 

Q1. How difficult was it to find the three stages you chose to favorite in the 
screen above? (36 responses) 

1 - Not at all, 10 - Extremely 



 
It seems that outside of the spike at a frustration level of 8, there’s no real pattern in the graph to 
be able to call out a trend, but the average level of frustration is 5.4. This level of frustration is 
significantly less than in Section 5, Question 4, which was testing the same screen and a very 
similar activity. This is probably due to how familiar testers became with the screens over the 
course of the test. 

Q2. Did you enjoy the addition of being able to add stages to a “Favorites” 
tab? (37 responses) 

 
The only tester that did not like the addition of a Favorites tab was the problematic tester who’s 
answers we are discarding for the reasons detailed in Section 5, Question 5. 
 

 



SECTION 8 

Q1. How old are you? (38 responses) 

 

Q2. What is your gender? (38 responses) 

 
A vast majority of the testers (68.4%) were between the ages of 19-24, and an even bigger 
majority (81.6%) identified their gender as male. Additionally, over half of the testers (57.9%) 
were in both of these groups. Again, this is mainly due to the outlets in which I was able to post 
this survey to, and future testing will require myself to post in circles that I do not run in. 


