
Playtest Design & Player Tests - SAMPLE 
To practice my games user research and playtesting/usability skill set, I did a series of tests on a mobile 

endless runner style game available for free in both the Google Play and App Stores in early 2015. This 

document looks at the playtest session I designed and the two playtests that were then conducted with 

players part of the target demographic. 

The playtesters were recruited via a community forum of a different, unrelated game, which is played by 

gamers with all sorts of game preferences. The playtest call to action was opt-in and offered no rewards 

to the participants. It gave a brief description of what a playtest is, shared no details about the game that 

would be played but asked if the player had a smart device such as an Android phone/tablet or an 

iPhone/ipad, and gave a time indication of the process (as seen below). 

The test you indicated an interest in participating in is called a playtest. A playtest is an informal game 
testing session where the researcher will be asking you a few demographic questions, after which you're 
asked to play a certain game for a while and share your opinions about the gameplay. If you're 
uncomfortable with any of the questions, you may always choose not to reply, and you may stop the 
playtest at all times without any consequences. The process will take around forty-five minutes, unless you 
really enjoy the game -- then it might take a little longer ;) It would be best for you to be in an environment 
where you're not interrupted, and where you can have the sound of your device on while you play. 

There are a few instructions that you need to agree to before we proceed. 

 My participation is voluntary, and I understand that I can choose not to answer any of the questions 
asked, and that I can withdraw at any time without any consequences. 

 My expressed opinions and feelings will remain anonymous to anyone except the playtest 
researcher, but may be used to inform the developers of this/other/future games. 

Please copy and paste the above statements and add "I agree" if you choose to participate. 

Once these formalities were concluded, a Skype call would be started and the participant and researcher 
would be introduced via voice chat. The webcam feed was turned off. The researcher would then ask a 
series of demographical questions (examples below), after which instructions were given to install the 
game. As soon as the game was installed, the researcher gave instructions to ‘talk out loud’ during the 
process, which the players were subtly reminded of multiple times during the session. They were then 
asked to start the game, and at convenient intervals were asked for their opinion; i.e. after completion of 
the tutorial, after performing a series of requested tasks, and after playing one and subsequently a set of 
levels. The researcher kept a list of questions on-hand and made notes throughout the process. Additional 
questions were asked and recorded as new topics were discussed. 

R [Researcher]: How old are you/what is your gender? 
R: What is/are your favourite game genres? 
R: Have you played games on smart devices (smartphone, tablet, etc.) before? If so, give a few examples? 
R: Have you ever spent money in a Free-to-Play game? If yes, which game, and if you're comfortable 
sharing, approximately how much? 
R: Do you know what an 'endless runner' game is, and if so, have you played any of these before? If so, 
which (and on what platform)? (Some examples are Temple Run and Subway Surfers.) 

R: Ask about Tutorial experience 
R: Give task - Change the sound and language settings (and change them back, if you want) 
R: Give task - Look through NPC runners, find out what <Character A>’s special power is 
R: Give task – Play the first level. Ask about controls, intuitiveness; difficulty; lap length; responsiveness. 

After the playtest session was concluded, the playtest notes were transcribed and summarised in a bullet 
point style list. 


