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2nd 
June 
2017 

1 

3 participants 
who are 
experienced and 
familiar with 
many trivial 
games. 

Player will be asked to fill out 
a questionnaire about their 
demographics before 
conducting the playtest, 
ensuring if they are the right 
audience. Then, the player 
will be given 10 minutes to 
play the prototype, while the 
team observe how they play 
and how their expression 
changes over many 
touchpoints. The team will 
also prompt some questions 
to keep them to think out 
loud. The player will stop 
playing the prototype after 
completing the game 
objective or after 10 minutes 
testing. The player will finally 
be asked to fill out a survey 
regarding their experience 
throughout the playtesting. 

Resources: questionnaire, 
survey, game prototype, 
recording device 
(smartphone), pen, paper, 
laptop or computer. 

Goal 1: Finding 
out how 
meaningful the 
crackers are to 
the players. 

As a player, I will 
manoeuvre the 
hamster ball to 
collect crackers. 

The level of 
meaningfulness of 
the crackers in the 
game. 

Taking notes of how much 
effort players put to 
attempt collecting the 
crackers. 

Prompting questions that 
ask players about how 
they feel about the 
crackers. 

Answering survey 
questions. 

Observe the way players’ 
play the games and review 
playtest notes. Also, review 
the answers from the 
players through audio 
recording and related 
survey questions. 

Goal 2: Finding 
out whether 
the level of 
difficulties is 
appropriate or 
not. 

Playing as a mouse, 
I will wall jump to 
move from wall to 
wall. 

Playing as a mouse, 
I will jump over rats 
to avoid being hit. 

Playing as a mouse 
in a hamster ball, I 
will jump over the 
mouse traps to 
avoid being knocked 
back. 

Players’ ability to 
complete the 
game and the 
number of 
crackers 
successfully 
collected. 

Taking notes of how 
struggling players attempt 
to collect the cheese and 
crackers. 

Prompting questions that 
ask players about the 
difficulty of any particular 
part of the levels. 

Answering survey 
questions. 

Observe how struggling 
players are in each 
touchpoints (collecting 
cheese and crackers) and 
review playtest note-taking, 
audio recording, and 
answers from the related 
questions of the surveys 
about the difficulties of the 
prototype. 

Goal 3: Finding 
out if the 
players feel the 
gameplay and 
the game 
world flow 
naturally. 

Playing as a mouse, 
I will roll in my 
hamster ball to 
move around. 

Playing as a mouse, 
I will jump to move 
from platform to 
platform. 

Self-reported level 
of how natural the 
gameplay and 
game world flows. 

Prompting questions that 
ask what the player’s 
feeling about the 
gameplay and the game 
world. 

Answering survey 
questions. 

Review some key 
questions related to 
gameplay and game world 
and level of natural flows 
from notes-taking and 
surveys. 

 



Date Session 
Participants 
(number and 
characteristics 

Overall approach, 
including resources 
required 

Session 
Goals 

Player Story/Stories 
Method 

How to Analyse 
What to measure How to test 

3rd 
June 
2017 

1 

3 participants 
who enjoys trivial 
and non-
punishing 
games. Enjoy 
playing games 
that have the 
same genre as 
Minecraft and 
Pokemon Go. 

Player will be asked to fill out 
a questionnaire about their 
demographics before 
conducting the playtest, 
ensuring if they are the right 
audience. Then, the player 
will be given 10 minutes to 
play the prototype, while the 
team observe how they play 
and how their expression 
changes over many 
touchpoints. The team will 
also prompt some questions 
to keep them to think out 
loud. The player will stop 
playing the prototype after 
completing the game 
objective or after 10 minutes 
testing. The player will finally 
be asked to fill out a survey 
regarding their experience 
throughout the playtesting. 

Resources: questionnaire, 
survey, game prototype, 
recording device 
(smartphone), pen, paper, 
laptop or computer. 

Goal 1: 
Finding out if 
the difficulty 
of the level is 
in the right 
level. 

Playing as a mouse, I 
will wall jump to move 
from wall to wall. 

Playing as a mouse, I 
will jump over rats to 
avoid being hit. 

Playing as a mouse in 
a hamster ball, I will 
jump over the mouse 
traps to avoid being 
knocked back. 

Players’ ability to 
complete each 
level and the 
number of 
crackers 
successfully 
collected. 

Taking notes of how 
struggling players 
attempt to collect the 
cheese and crackers. 

Prompting questions 
that ask players about 
the difficulty of any 
particular part of the 
levels. 

Answering survey 
questions. 

Observe how struggling 
players are in each 
touchpoints (collecting 
cheese and crackers) and 
review playtest note-taking, 
audio recording, and 
answers from the related 
questions of the surveys 
about the difficulties of the 
prototype. 

Goal 2: 
Finding out if 
the game 
meets the 
expected 
player 
experience 
goals. 
(Excitement 
and tension) 

As a player, I will 
manoeuvre the 
hamster ball to collect 
crackers. 

As a player, I will 
manoeuvre the 
hamster ball to collect 
cheese. 

As a mouse, I will jump 
over enemies and 
traps to avoid being 
hit. 

Self-reported 
player 
experiences and 
feelings 
throughout the 
playtest, 
measuring level of 
excitement and 
tension. 

Taking notes of players 
expression throughout 
every events and 
touchpoints. 

Prompting questions 
that ask what the 
player’s feeling during 
every touchpoints. 

Answering survey 
questions. 

Observe how players react 
to enemies and touchpoints. 
Review some key questions 
related to their personal 
experiences from audio 
recording, notes-taking and 
surveys. 

Goal 3: 
Finding out if 
the players 
find the game 
world 
appealing. 

Playing as a mouse, I 
will roll in my hamster 
ball to move around. 

Playing as a mouse, I 
will jump to move from 
platform to platform. 

Self-reported level 
of how enjoyable 
the players feel 
when they look at 
the game world. 

Prompting questions 
that ask what the 
player’s feeling about 
the game world look 
and feel. 

Answering survey 
questions. 

Review some key questions 
related to game world’s level 
of appealing from notes-
taking and surveys. 

 


