
Testing, Testing 
It is vital to the success of your game that you frequently test your ideas. You do this by leaving the Toolset 

environment and entering the Neverwinter Nights 2 game world. It is important that you experience your 

game in the same 3D immersive way that the player will, and begin at an early stage to judge the success of 

your visual, spatial and textual design. It is very easy to get lost in the designer’s world of the Toolset and 

forget that the game experience for the player is very different. For example, you need to see and feel what it 

is like to move around in your game world, judge how easy or difficult it is to fulfil your intended objectives, or 

decide whether you have given your player enough support (or challenge) so that they will enjoy being in that 

world.  

There are two aspects to testing; one, self-testing, where you as a designer go into your world to check and 

evaluate; two, peer- or play-testing, where an objective observer takes on the role of player to test your 

world on your behalf, to see if it really does work as a concept. It is important in both types of test to reflect 

on the learning that has taken place and decide what alterations might need to be made to your game as a 

result. 

Running a test 
1. Move the Player Start to a suitable location to speed up the testing process. 

2. Bake and save the module 

3. Close the Toolset 

4. Run NWN2, select New Game and new Module and load your module, selecting Abigail Shepard as 

the player character. 

5. Explore the world as appropriate to the test. 

6. Press Escape and return to the desktop, then reload the Toolset to edit your game. 

Self-testing 
As the designer, you could be checking any of the following, though the list is not exhaustive: 

1. Does my area look good? 

2. Will the player know where to go? 

3. Does the condition I’ve placed on a conversation work? 

4. Does the transition connect to the new area? 

5. Is the door locked/does it unlock/does it work both ways? 

Peer- or Play-testing 
When your game has reached a reasonable point of development, it is important to hand it over to someone 

else to play-test it and give you feedback. Here are one or two guidelines for this process: 

1. Decide what information it would be helpful to give the player at the outset, to help orientate them 

before they enter your world. 

2. Once they have loaded the game, you should not interfere or give additional instructions – sit on your 

hands if necessary, and certainly don’t try and grab the mouse! 

3. Observe your tester carefully – where do they go, what do they notice, what do they like, what don’t 

they like, what do they find hard, etc. All of this information will help you decide whether your game 

objectives are succeeding. 

4. Ask your tester some questions at the end to find out more about what they thought. 

5. Use the information you have gathered to develop your game further in the Toolset. 



Comments Cards 
Use the Comment Card software to capture thoughts about the play-testing experience. You can select from 

our bank of statements covering novice, intermediate and advanced levels of ability, relating to Story (plot, 

characters, dialogue and writer’s craft), World (area design) and Gameplay (playability, direction, choice and 

bugs), or you can enter your own statements. See ‘Comment Card Instructions’ for further guidance. 

 


