
Playtesting
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• Internal design review

• Quality assurance testing

• Focus group testing

• Usability testing
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Playtesting vs. ...



3



4



5



6



7



8



9

Finally: Playtesting with Target Audience
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Playtesting Rules

● Playtest before you think you are ready: is it too early for you to playtest? if yes: playtest anyway!

● Strategize for early playtesting: Simplify your project to allow for playtesting today!

● Know why you are playtesting: What is the key question you want to have answered? 

● Prepare & try out variations

● Be grateful to your playtesters

● Design the learning experience of players (testers)

● Blame yourself not the testers

● Know your testers

● Don’t explain: shut up!

● Take notes: prepare notes sheet

● Don’t entertain, be selfish!

● Encourage your playtesters to talk aloud!!

● Notice everything, not only the things you want to see!

● Shut up!

● REALLY SHUT UP!!!!!

● See the big picture: stay focused on the IMPACT of the project not the project itself

● Don’t be afraid of data: what is the data that will answer your questions?

● Answer a question with a question

● Hunger for failure

● Discuss what happened: the more concrete your questions, the more useful answers 

● Ask for feedback & collaborate with playtesters

● Face the truth even if it hurts

● Embrace the unexpected 13
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• Intro (5 min)

• Warm up discussion (5 min) (use questions)

• Play session (15-20 min)

• Discussion of Game Experience (15-20 mins) (use questions)

• Wrap up (2 mins)
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If communication (e.g. btw. Testers)  NON-VIOLENT 
communication: 

• What did I observe? 

• What impression / feelings did that cause with me? 

• What would be my request for you? 
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2. ETH Game Programming Lab 2007 Slides, ETH Zurich, Computer Graphics Lab
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