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What is Playtesting? 
  Formative evaluation of a game at any 

stage prior to its final form. 



Goal of Playtesting 
  To identify problems early on and fix them. 



Requirements 
 Rough prototype materials 
 Enough done to play through at least 5 

turns 
 Rules printed out  
 Playtesters 







Game Evaluation Criteria 
 Clarity 
  Flow 
 Balance 

  Length 
  Integration 
  Fun 



Clarity 
 A game is CLEAR when… 

  Rules are unambiguous 
  Players know what’s happening 



Flow 
 A game FLOWS 

when… 

  Every rule carries 
its weight 

  No unneeded 
procedures or 
parts 



Balance 
 A game is BALANCED 

when… 

  The play is fair to all 
players 

  Chance plays an 
appropriate part 



Integration 
 A game is INTEGRATED when… 

  The mechanics and theme mesh together and 
reinforce each other 

  Nothing seems out of place 



Fun 
 A game is FUN when…. 

  There is emotional 
engagement and tension 
throughout the game 

  There is no downtime or 
waiting 



Other Questions 
 Strongest point? 
 Weakest point? 
 One change? 



Rules of Thumb 
 Be unobtrusive 
 Don’t talk 
 Only intervene when 

testers are stumped 
  Take notes 
 Ask questions afterward 
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