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Talk Summary 

● Brief motivation on playtesting importance 

● Three workshops, not one 

● Workshops, not lectures 

NOTE: Resources at:  
www.playtestingworkshops.com  

 

http://www.playtestingworkshops.com/


Take-Away Points, Up Front 

● Super short iteration cycles 

● Hand's on practice, immediate feedback 

● Freedom to fail (not being graded) 

● Applicable to game design courses, 
studio/project courses, Game Creation 
Society meetings, …. 
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Credits: Playtest Materials 

● www.playtestingworkshops.com contents 
informed by academia and industry 

http://www.playtestingworkshops.com/


Usability and Playtesting 

● Usability: efficiency, effectiveness, satisfaction 

● Playtesting: "getting people to come play your 
game to see if it engenders the experience for 
which it was designed" – Jesse Schell, The Art of 
Game Design 

● Definitions/context made into a 
packet which can be read-ahead 
material before workshops 

 



Iterative Playtesting Process 



Playtesting Skillset 

● Exploring a design 
space 

● Asking useful 
questions 

● Choosing a method 

● Executing effectively 

 

● Interpreting what 
you learn 

● Iterating your game 

● Making a case with 
data 

 



Handouts Important! 

● Gives context to activities 

● Provides take-home advice 



Playtest to Explore 

This workshop is for you if: 

● You are early in the development process. 

● You want to understand your players better. 

● You are struggling to find your game or 
experience. 



Playtesting Methods in Explore: 

● Observe if you know your target 
population. 

● Probe if you know an asset you’d like to 
use. 

● Test if you know your core mechanic. 

● Co-design if you know the impact you 
want to create. 



Explore: Composition Box 

● Visualize many  
aspects of the  
experience 

● Captures  
perspective of  
varied team  
members 



Explore: PLEX Cards 

● Design for playfulness 

● Credits: Andrés Lucero &  
Juha Arrasvuori  
(funkydesignspaces.com/plex) 

● Idea generation through  
mind maps triggered  
by card subset 

 



Explore Composition Boxes 



PLEX-inspired Mind Maps 



Playtest to Refine 

This workshop is for you if: 

● You are working on a playable prototype:  
lo-fi, hi-fi, subset of the experience, … 

● You can articulate your player experience 
and/or design goals. 



Playtesting Methods in Refine: 

● Observe to capture behavior 

● Think-aloud protocol to capture thoughts 
and decisions 

● Interview to capture motivations, feelings 
and attitudes 

● Surveys to capture structured data 



"Good" Question Attributes 

● Important 

● Know what is core to your project 

● You only get to answer so many questions 

● Don't be tempted by what is easy 

● Answerable 

● Use familiar but unambiguous terms 

● Accurate 

● Be aware of bias: leading terms, social desirability 



Refine: Practicing Observation 

● ~4 players, ~4 observers repeated as needed 
across 4 modified Uno! card games 

● Focus: social engagement (player-to-player) 



Refine: Observation Lessons 

● Look for ACTION: vocalizations, gestures, etc. 

● Look for CHANGE: posture, focus (eye contact) 

● Situate within game, recording when action or 
change occurred 

● Withhold Interpretation 

● Do NOT Interrupt 

● Observation can lead to later directed surveys 

 



Refine: Survey Bias 

(1) How fast was car A going  
when it turned right? 

(2) Did you see a stop sign? 

 

(x) How fast was car A going when it ran the stop sign? 

(y) Did you see a stop sign? 



Refine: Survey Bias 

(1) How fast was car A going  
when it turned right? 

(2) Did you see a stop sign? 

35% answered yes to (2) 

(x) How fast was car A going when it ran the stop sign? 

(y) Did you see a stop sign?  

53% answered yes to (y) 

Elizabeth F. Loftus, 
Leading Questions and 
the Eyewitness Report, 
Cognitive Psychology, 

1975(7): 550-572 



Refine: Player Experience Goals + 



Refine: Peer Post-Its (+ and –) 



Prove: Identifying Stakeholders 

Workshop opens with teams filling out rows across 
three columns: 

● Stakeholder 

● Claim 

● Evidence 



Prove: Handout Excerpts 



If You May Need Playtesting… 

● Three workshops, to allow spread in a semester 

● Workshops, not lectures 

● Super short iteration cycles 

● Hand's on practice with immediate feedback 

● Freedom to fail (not being graded) 

● Applicable to game design courses, 
studio/project courses, Game Creation Society 
meetings, …. 



More Playtesting Information 

● Explore, Refine, Prove Carnegie Mellon 
Workshops: http://playtestingworkshops.com  

● Professional interviews (some at above site) 

● Relevant books (some links at above site) 

● Academic studies, e.g., ACM Digital Library (ACM 
CHI Play has relevant papers) 

● Mike Christel, Entertainment  
Technology Center, christel@cmu.edu  

http://playtestingworkshops.com/
http://playtestingworkshops.com/
http://playtestingworkshops.com/
mailto:christel@cmu.edu

