
PROJECT SUMMARY
Hearken back to the days of Flash 
games and resume humanity's 
urge to fire kittens out of cannons. 
Except this time, it's all about 
firing them off into space at *evil* 
flying horses. Well, maybe they're 
not evil. 

MY RESPONSIBILITIES

• User Research 

• Usability testing 

• Visual Design  

• 3D modeling 

TIMELINE
one month start to finish and 
launched on the Steam Store, 
including every week of in-
person usability testing.

INTERESTING FACTS
Demoed game at : 
- Virtual World Arcade (Apr, 2017) 
- TechCrunch Block Party (Apr, 2017) 
- Annual Product Hunt meetup (Jan, 2017) 
As well the game was mentioned and 
reviewed in different channels Youtube. 

KITTEN CANNON

Project a Personal Month Hackathon

Steam Store

https://store.steampowered.com/app/550820/Kitten_Cannon/


 29Olivia Smith 

During that time one is my goal was to switch 
from 3D max to Blender. I sketched the whole 

concept of the environment on paper and 
later I recreated in Blender. I decided to go 

with low poly design since we didn't have a lot 
of time to high detailed the world. 

CONCEPT DESIGN

At that moment Chris just got the first VR headset 
with the controllers. It was HTC Vive.  

So it was a simple decision for us to create a VR 
experience. The best way to complete a project its a 

deadline within a month, and put in whatever time is 
necessary. 

PROJECT BACKGROUND

ONE OF THE SKETCH CONCEPT DESIGN



FISRT TIME USER IN VR (OBSERVATIONS)

In order to instruct users on how to play the game, We 
included tooltips on the controller.  

But unfortunately, after playtesting and watching YouTube 
reviews, it’s clear that they don’t work as we had hoped.  
  
There are two main issues with them: 

• User doesn't read from their hand, especially the first user. 
When the users the first time in a new environment, they 
don't learn about the new environment from the hands, 
they look around to figure out where there are.  

• Second, it’s confusing to have 2D UI that is actually 
placed in three dimensions. Theoretically, parallax should 
make it clear that the line is coming out of the back of the 
controller. Unfortunately, because your brain is reading 
something 2D, it seems to ignore the 3D depth cues.  

We decided to left them. But a more fully-fledged game 
should think a bit more about how to teach the user. They may 
work as reminders for users but aren’t good for first-time 
education. 
  



In conclusion I want to say it was a hard month 
hackathon, but the best reward for us is to watch 
YouTube as people play the game and have fun. 

We’ve learned a lot of knowledge about UX in VR, 
usability testing, User interface, first time interaction 
and etc. that will help us for any future VR projects we 
move on next. 

FINAL THOUGHTS.

Product Hunt+ Angel List Meetup 
Demo for over a hundred people  

TechCrunch Block Party in NY  
Demo for f ifty people over the night




