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Numbers vs. Interviews?



Quantitative vs. Qualitative?



Quantitative AND Qualitative!



Outline

1. Traditional playtesting

2. Next -gen playtesting

a. Now with more biometrics!

3. Takeaway



Iterative feedback loop

Game 
Design

Playtesting



Traditional Playtesting



Traditional Playtesting

>Quality assurance

> Technical quality

>Design quality

> Bug reports

> Balancing

>Qualitative approaches

>Classic playtest

> Focus groups

> Think -aloud



Technical quality checks

>Make sure game functions correctly

> Bug reports depend on skill of tester

> Sometimes automatic testing

> Balancing gameplay parameters

>Really more a design check

> Trial and error

> Time -consuming



Classic Playtest

>Watch someone play the game

>Check against design intentions

>Are game rules obeyed?

>Are game goals reached in proper way?

>Dn sdrsdqr qdonqs sghr `r adhmf ¨etm©?

> Followed by questioning (Q&A)

> Iterate design based on feedback



Focus groups

>Modification of classic playtests

> Target audience clusters

>Group sessions

> In-depth interviews after session



Think -aloud protocol

> Add -on for classic playtests

> Player comments playing aloud

>Recorded with microphones

> Spontaneous and unfiltered

> Insights into player reasoning



Benefits of traditional 

playtesting

>Get a good idea of how players like 

your game

> Answer design questions

>Watch what triggers behavior

>Collect many subjective details

>Uncover hidden gameplay problems

> Interviews allow to investigate fine 

distinctions of gameplay



Limitations of traditional 

playtesting

>Hard to generalize

> Lots of bias

>Observation/Memory

> Testers

>Questions

> Subjective interpretation of behavior

> Problems with accuracy


