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Super Mario Bros
Nintendo
SNES, 1985



Bee Swarm Simulator
Onett
Roblox, 2018



Spider-Man
Insomniac Games
PS4, 2018



Shadow of the Colossus
Team Ico
PS2, 2005





Natural Disaster Survival
Stickmasterluke
Roblox, 2008







Math Blaster Ep1
Davidson & Associates
Sega Genesis, 1994



















Numbers!
Internship

New College 
Grad

Data Science

Product 
Manager

34,000 
assessments 
completed 
@Roblox



Numbers!
Our most recent assessment has a reliability coefficient of .93 
based on internal comparisons. This is very good for an 
assessment.
The reliability coefficient is the level of the internal 
consistency of the scores. A high number means that the 
scores measure the same thing.



Numbers!
Since implementing the gamified tool in late 2020, Roblox has 
grown its percentage of hires from underrepresented schools 
from 32% from 2020 to 2021 to 48% in 2022
(https://www.hr-brew.com/stories/2023/01/12/roblox-is-building-a-game-that-screens-applicants)

Hires 2020/2021

Over Under

Hires 2022

Over Under

https://www.hr-brew.com/stories/2023/01/12/roblox-is-building-a-game-that-screens-applicants
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The core loop needs to be 
fun and support long-term 
engagement and 
monetization.

Traditional Game Dev

The core loop needs to 
support scores and 
equivalent variations and 
ideally be fun.
No monetization
No retention - each player 
plays once, ever.

Assessment Games

Core Gameplay Loops



Occasional paper 
prototypes for internal 
review and discussion. 
Varies a lot by team.

Traditional Game Dev

Everything gets a paper 
prototype as quickly as 
possible, which we run 
through full testing suites.

Assessment Games

Prototyping



Documentation is a 
specification for developers 
to build the things.

Traditional Game Dev

Documentation is a tool to 
help developers and 
academics see each others’ 
perspectives. And a spec 
for developers and a spec 
for scores.

Assessment Games

Documentation



Testing is critical. Put the 
game in front of the target 
audience to make sure 
they have fun and 
understand things. 
Watching the video to see 
what they do is the most 
rewarding part.

Traditional Game Dev

Testing is critical. Put the 
game in front of the test 
audience to make sure 
they have fun, understand 
things, and do the right 
thinking. They need to 
verbalize their thoughts to 
see how those align to the 
game.

Assessment Games

Playtesting



Process
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Nah! I’m smart. I can do this 
myself.

An expert is expensive and will 
require process changes.

Maybe we’ll hire them for a 
quick one-day consult.

Do we really need to hire an 
expert?



Assessment



Cognitive Skills

Creative Provlem Solving Systems Thinking

Collaborative Problem Solving Situational Awareness



Cognitive Skills

Creative Provlem Solving Systems Thinking

Collaborative Problem Solving Situational Awareness

Already covered well in 
interviews

Hard to assess
traditionally

Already covered well based 
on resume information

Easy to assess 
with written test



Cognitive Skills

Creative Provlem Solving Systems Thinking

Collaborative Problem Solving Situational Awareness



Cognitive Skills

Creative Provlem Solving Systems Thinking

Collaborative Problem Solving Situational Awareness



Evidence Statements (4-ESS1-1)



Evidence Statements
1. Evaluation – Is this joke actually funny?
2. Ability to explain why a joke is funny.
3. Generation – Given a situation, come up with ways to 

frame it humorously.
4. Joke Telling – Given a joke, ability to deliver it verbally to 

amuse an audience.
5. Ability to identify the correct response to humor.



Evidence Statements
1. Evaluation – Is this joke actually funny?



Evidence Statements
1. Evaluation – Is this joke actually funny?



Evidence Statements
1. Evaluation – Is this joke actually funny?



Evidence Statements
1. Evaluation – Is this joke actually funny?



Evidence Statements
1. Evaluation – Is this joke actually funny?



Evidence Statements
1. Evaluation – Is this joke actually funny?



Evidence Statements
1. Evaluation – Is this joke actually funny?



1. Evaluation – Is this joke actually 
funny?

2. Ability to explain why a joke is funny.
3. Generation – Given a situation, come 

up with ways to frame it humorously.
4. Joke Telling – Given a joke, ability to 

deliver it verbally to amuse an 
audience.

5. Ability to identify the correct response 
to humor.





BIG LIST OF IDEAS
1. One
2. Two
3. Three
4. Four
5. Five
6. Six
7. Seven
8. Eight
9. Etc.









Humor Assessment



A man 
walks into a 
bar…

Applause-o-Meter



A. Your mother 
was a hamster.

B. You call that 
comedy?

C. My mother is 
funnier than you

A man 
walks into a 
bar…



A man 
walks into 
a…

duck
bar

chicken
apocalypse

mushroom



A man walks into a…



A man walks into a…
Comedy Writer 

Team



BIG LIST OF IDEAS
1. Hot or Not
2. Resource Based Build-a-Joke
3. Standup Conversation Engine
4. Card Joke Builder
5. Paper Doll
6. Standup Heckler Sim
7. Joke Factory
8. Etc…
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The player moved this here



If I do this, and 
they do that, 
then…

Should I move this here?



This move is 
stupid but I’m 
bored…

Should I move this here?



Should I move this here?

In 7 turns, they’ll 
be doing this, so I 
should do this…



Should I move this here?

In 9 turns, 
so I’ll do 
this…

In 7 turns, 
so I’ll do 
this…

In 5 turns, 
so I’ll do 
that…

In 3 turns, 
so I’ll do 
this…







Should I move this here?



“a series of interesting choices”



“a series of interesting choices”



Should I move this here?

Position: Does 
this create a good 
board state?

Defense: Does this 
give the opponent a 
chance to capture?

Psychology: How 
will the opponent 
perceive this move?

Future: What are the 
consequences of this 
move later?



Should I move this here?

Position: Does 
this create a good 
board state?

Defense: Does this 
give the opponent a 
chance to capture?

Psychology: How 
will the opponent 
perceive this move?

Future: What are the 
consequences of this 
move later?

What expertise does this 
move demonstrate?

Which of the strategies (if 
any) is the player thinking?



Should I collect here?

Goals:

Bees: 

Shop: 

Events:



Should I mine this here?

Build: Can I use 
this in a building I 
want to make?

Progression: Can I 
use this to upgrade 
equipment?

Explore: Is there 
something cool 
behind this block?

Combat: Am I running 
from a monster and 
need an escape route?









Dissecting Game Actions

Insert

Make This Two Steps

Make This a Choice



A man 
walks into 
a…

duck
bar

chicken
apocalypse

mushroom



A man 
walks into 
a…

duck
bar

chicken
apocalypse

mushroom
Put 
sarcastic 
answers 
here

Put serious 
answers 
here



A man 
walks into 
a… duck

bar
chicken

apocalypse
mushroom

Now that you played “duck”, tell us how you feel about that card:

sarcastic thunderous



Dissecting Game Actions



Dissecting Game Actions



Should I mine this here?

Build: This resource is 
only used for building, 
so mining this is a strong 
signal for building.



Should I mine this here?

Build: This resource is only 
used for building,

AND we adjust the spawn 
logic so it only appears 
off main paths,

so mining this is a strong 
signal for building.





Humor Assessment Ideas
1. Hot or Not
2. Resource Based Build-a-Joke
3. Standup Conversation Engine
4. Card Joke Builder
5. Paper Doll
6. Standup Heckler Sim
7. Joke Factory
8. Etc…



Red Flags
1. Scoring
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5. Face Validity
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Doors
LSPLASH
Roblox, 2021









Red Flags
1. Scoring
2. Fun
3. Bias
4. Accessibility
5. Robloxiness
6. Face Validity
7. Dev Cost
8. Variations







The answer to #7 is 
“tuna fish”.



If you don’t know the 
answer, guess “B” 
and it’s more likely 
to be correct.



Learn systems 
thinking.







Robot A Robot B Robot C



















Red Flags
1. Scoring
2. Fun
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4. Accessibility
5. Robloxiness
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7. Dev Cost
8. Variations
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If I do this, and 
they do that, 
then…

Should I move this here?



Should I move this here?

If I do this, and 
they do that, 
then…



TBD



Humor Assessment Ideas
1. Hot or Not
2. Resource Based Build-a-Joke
3. Standup Conversation Engine
4. Card Joke Builder
5. Paper Doll
6. Standup Heckler Sim
7. Joke Factory



Prototyping Guidelines
1. Build something to answer a question as 

quickly as possible.



Prototyping Guidelines
1. Answer a question as quickly as possible.
2. Question 1: Does this concept elicit the thinking defined in 

the construct?
3. Question 2: Does that thinking result in measurable user 

actions?
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Humor Assessment Ideas
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Humor Assessment Project

1. Card Joke Builder





Should I move this here?

If I do this, and 
they do that, 
then…



Should I move this here?

If I do this, and 
they do that, 
then…



Game 
Designer

Programmer

UI/UX 
Designer

Producer

Psychometrician

Learning Scientist



Mon Tues Wed Thurs Fri

Design & 
Science

Discuss Plan Review 
Build

Think-
alouds

Think-
alouds

Engineers 
& Artists

Build Plan & 
Debug

Cut the 
build

Build Build







10 tips for designing a game tutorial
By filament games, based on George Fan’s GDC Talk

1. “blend the tutorial into the game”
2. “better to have the player do than read”
3. “spread out the teaching of the game mechanics”
4. “just get the player to do it once”
5. “use fewer words”
6. “use unobtrusive messaging if possible”
7. “use adaptive messaging”
8. “don’t create noise”
9. “use visuals to teach”
10. “leverage what people already know”

https://www.fila
mentgames.com/
blog/10-tips-
designing-game-
tutorial/

https://www.filamentgames.com/blog/10-tips-designing-game-tutorial/
https://www.filamentgames.com/blog/10-tips-designing-game-tutorial/
https://www.filamentgames.com/blog/10-tips-designing-game-tutorial/
https://www.filamentgames.com/blog/10-tips-designing-game-tutorial/
https://www.filamentgames.com/blog/10-tips-designing-game-tutorial/


Tutorial The Game



Tutorial
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Test Instructions The Test

START



Test Instructions The Test

START



Tutorial
The Assessment

Learn

Play
Assess

Assess
Assess

Assess



Assess Tutorial The Assessment

Learn
Play



Assess Tutorial The Assessment

















Evidence Statements
1. Evaluation – Is this joke actually funny?
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Assessment Games
1. It’s all about the scores
2. Integrate experts, not add
3. Break your design habits
4. Read minds by listening
5. Tutorials are hard



Tom Smith
Game Designer at Roblox

I also work on the education team – if 
you want to make educational 
experiences, talk to me!

I also teach at Moorpark College! 
Teaching is great!

tsmith@roblox.com
Twitter: @mrtomsmith
www.linkedin.com/in/tomsmith/

mailto:tsmith@roblox.com
http://www.linkedin.com/in/tomsmith/

