
Confidants Play Testers 

Date Session 

Participants 
(number 
and 
characterist
ics 

Overall approach, including 
resources required 

Session Goals 
Player 
Story/Stories 

Method 

How to Analyse 
What to measure How to test 

   

Volunteers will be 
presented with the 
(preferably) completed 
prototype where they 
will be asked to begin 
testing it. Information 
about the demographic 
audience the game is 
being marked to will be 
given to them so they 
can provide relative 
feedback. They will be 
given 5 minutes to play 
through the game. It is 
important that they are 
encouraged to verbalise 
their thinking during this 
time, as well as take the 
questionnaire at the end 
so that their full 
experience is recorded. 

Resources include the 
game on a device 
capable of playing it, a 
laptop or recording 
device for note taking 
(or a pen and paper if 
preferred) and the 
questionnaire. 

 

 

Goal 1: Problem 
Solving. 

Do you feel 
challenged by 
the problem 
solving in the 
game?     

 

 

 

 

 

 

10. As a 
<player>, I will 
use my 
<problem-solving 
skills> to <defeat 
the dragon> to 
<save the 
island>. 

The emotions of 
the players’ 
reactions, any 
frustrations or 
feeling bored as 
game is too easy/ 
repetitive etc. 
Utilise the 
feedback that 
they give both 
during and after 
the playtest. 

Observe the 
reactions and 
responses of the 
player while they 
are playing the 
game and 
analyse the 
results from the 
questionnaire 
(see section one 
of the 
questionnaire). 

 

 

 

 

Review the notes from the 
playtesting and the 
responses that players 
gave on the questionnaire. 

Looking for patterns within 
that data and determining 
problematic areas. 

 

Goal 2: 
Coordination. 
Did you struggle 
with the level of 
coordination 
required in game 
play? 

 

 

 

 

 

2. As a <player>, 
I will use my 
<coordination> 
to <avoid 
environmental 
obstacles> to 
<progress 
through the 
level>. 

Measure the 
strength and type 
reactions of the 
players’ and the 
feedback that 
they give both 
during and after 
the playtest. 

Observe the 
reactions and 
responses of the 
player while they 
are playing the 
game and 
analyse the 
results from the 
questionnaire 
(see section one 
of the 
questionnaire). 

Review the notes from the 
playtesting and the 
responses that players 
gave on the questionnaire. 

Looking for patterns within 
that data and determining 
problematic areas. 

 



Goal 3: 

Mechanics 
Determine that 
all the 
mechanics work 
how they are 
supposed to. 

 

 

 

 

 

 

 

 

4. As a <player>, 
I will <thoroughly 
search the 
island> to <find 
hidden treasure> 
to <trade with 
NPCs>. 

If any bugs or 
glitches show up 
during the 
playtesting.  

Also if the player 
finds a mechanic 
that they interpret 
to be a bug. 

Observe the 
reactions and 
responses of the 
player while they 
are playing the 
game and 
analyse the 
results from the 
questionnaire 
(see section 
three of the 
questionnaire). 

Also heavily 
observe the game 
itself while it is 
put under the 
pressure of a 
playtest. 

 

Review the notes from the 
playtesting and the 
responses that players 
gave on the questionnaire. 

Looking for patterns within 
that data and determining 
problematic areas. 

 

Notes: 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Novice Play Testers 

Date Session 

Participants 
(number 
and 
characterist
ics 

Overall approach, including 
resources required 

Session Goals 
Player 
Story/Stories 

Method 

How to Analyse 
What to measure How to test 

   

Volunteers will be 
presented with the 
(preferably) completed 
prototype where they 
will be asked to begin 
testing it. Information 
about the demographic 
audience the game is 
being marked to will be 
given to them so they 
can provide relative 
feedback. They will be 
given 5 minutes to play 
through the game. It is 
important that they are 
encouraged to verbalise 
their thinking during this 
time, as well as take the 
questionnaire at the end 
so that their full 
experience is recorded. 

Resources include the 
game on a device 
capable of playing it, a 
laptop or recording 
device for note taking 
(or a pen and paper if 
preferred) and the 
questionnaire. 

 

Goal 1: Problem 
Solving. 

Do you feel 
challenged by 
the problem 
solving in the 
game? 

 

 

 

 

10. As a 
<player>, I will 
use my 
<problem-solving 
skills> to <defeat 
the dragon> to 
<save the 
island>. 

The emotions of 
the players’ 
reactions, any 
frustrations or 
feeling bored as 
game is too easy/ 
repetitive etc. 
Utilise the 
feedback that 
they give both 
during and after 
the playtest. 

Observe the 
reactions and 
responses of the 
player while they 
are playing the 
game and 
analyse the 
results from the 
questionnaire 
(see section one 
of the 
questionnaire). 

 

Review the notes from the 
playtesting and the 
responses that players 
gave on the questionnaire. 

Looking for patterns within 
that data and determining 
problematic areas. 

 

Goal 2: 
Determination. 
Did you feel 
determined to 
finish the game? 

 

 

 

 

 

 

 

 

 

 

3. As a <player>, 
I will <complete 
quests for 
NPCs> to <gain 
specific items> to 
<defeat the 
dragon>. 

Review the level 
of engagement in 
the player. Are 
they frustrated by 
the game or 
enjoying it? Do 
they feel the 
game is fun and 
want to keep 
playing? Are they 
focused on 
getting to the 
end? 

Observe the 
reactions and 
responses of the 
player while they 
are playing the 
game and 
analyse the 
results from the 
questionnaire 
(see section one 
of the 
questionnaire). 

 

 

 

Review the notes from the 
playtesting and the 
responses that players 
gave on the questionnaire. 

Looking for patterns within 
that data and determining 
problematic areas. 

 



Goal 3: 

Lush/tropical. 

How did you feel 
about the 
environment and 
vibe of the 
game? 

        

 

 

 

 

 

 

 

 

4. As a <player>, 
I will <thoroughly 
search the 
island> to <find 
hidden treasure> 
to <trade with 
NPCs>. 

Measure the 
emotions of the 
players and their 
reactions to the 
environment, 
level layout and 
object choices. 
Utilise the 
feedback that 
they give both 
during and after 
the playtest. 

Observe the 
reactions and 
responses of the 
player while they 
are playing the 
game and 
analyse the 
results from the 
questionnaire 
(see section one 
of the 
questionnaire). 

 

 

 

 

 

 

Review the notes from the 
playtesting and the 
responses that players 
gave on the questionnaire. 

Looking for patterns within 
that data and determining 
problematic areas. 

 

Notes: 

 



 


