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conceive 
ideas

implement 
ideas

evaluate 
problems

test 
realisations

frame 
goals & 

constraints



Playtests collect data on the 
questions our prototypes 
pose. evaluation turns the 
data into actionable answers 
for revisions.



an iteration can mean …

rework 
existing stuff

add  
new stuff
reframe 
goal (‘pivot’)



an iteration can mean …

rework 
existing stuff
when playtesting found 
major issues with tested 
design



an iteration can mean …

add  
new stuff
when playtesting found 
tested design works



an iteration can mean …

reframe 
goal (‘pivot’)
when playtesting found 
current values can’t be 
achieved in constraints 
– or design supports 
unexpected, desired 
alternative values



what makes a good evaluation?

• Concrete, evidenced, actionable issues, not 
vague impressions: 

• Good: ‘Choosing weapons is not 
interesting: all players went for the sword’ 

• Bad: ‘The combat is not fun’ 

• Answering to your playtest question(s) 

• Prioritised issues 

• Positive and negative issues



often a “playtest report”



often a “playtest report”





how an end result may look like

Issue: Dice drafting 
rule unclear 
What: Player A 
repeatedly chose 
wrong dice to roll 
Why: Rule book doesn’t 
state rule!

Issue: Betting is tense 
What: Player B wrestled 
with bet, stated ‘how 
much should I bet, that’s 
such a tough question!’ 
Why: Multiple options 
that appear equally good

Issue: Dice drafting 
rule unclear 
What: Player B asked 
clarification after 
reading rule book 
Why: Rule book doesn’t 
state rule!

Dice drafting unclear

X
X
X

X

X



Proposed process: evaluate playtests
Goal: Learn how to derive actionable direction from playtesting data 
1. In your team, recall your playtesting question and design values. 
2. Now jointly work through your notes, calling out one relevant event you observed or 
heard at a time. Rework your notes into the following format if needed, one post-it per 
event: 

a. What happened? Note the concrete event, with player quotes if you have them, e.g. 
‘Player A repeatedly chose wrong dice to roll’ or ‘Player B on betting: ‘This is fun!’’ 
b. What is the issue? Note why this event matters for your design, esp. Your playtesting 
question on design values. E.g. ‘Dice selection rule unclear’, ‘Betting mechanic is good’ 
c. Why did this happen? Optional: If not obvious and it helps in iteration, note your 
explanation for what caused this issue. Skip if obvious or you don’t have a good answer 
backed by your data. E.g. ‘Rulebook doesn’t state which dice to pick’ 

3. Cluster post-its with the same issue. 
4. Now rank (clusters of) issues in their importance for improving the game – overall and 
with regard to your playtesting question, e.g. using dot voting. 
5. If you have time, use the top three issues as prompts for idea generation for your next 
iteration.


