Experimental Game Design
Playability Testing
Testing Plan

This document must include:

1. A brief description of what the person will be playing (your level/state of game, how it works, about how long it should take to play, what it will be played on). Remember that you should have a prototype that others can play, in which the components interact properly, and a resolution can be achieved. 
2. A list of questions/risks that you know you would like to learn about from watching the play testing. What you want to know about your game and how you think testing can help answer these questions.  You can use these questions to guide the post-game Q and A with the player 

3. A brief testing script should be crafted to ensure sessions are consistent.

Some Tips 

- Assign a note-taker and a test assistant.

- Ask players to think aloud as they play.

- Don’t lead the player, and avoid answering their questions directly.

- Plan to go over results as a team soon after they are gathered, while your memories are still fresh. 

Testing to take place next week 

User evaluation summary of outcomes and recommendations 
(written report, along with tested prototype)
Your team should plan to play-test your game with 3-5 players during this testing week.  Players can be friends and confidants, but should not be people who have been working on the game, or who have already played it during the course of development. 

We will use class time to do user testing, with one another as test subjects. You will also probably need to find time outside of class to make sure you get 3-5 full responses about your game. 

