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Nice to meet you.



So, you’re thinking
about running a beta
on Steam…



When testing your game, 
you may be looking for

PLAYER
FEEDBACK

BUG
REPORTS

SERVER STRESS
TESTING



Steam offers a variety
of features and options
to run a beta



Think about your needs

How many players
do I want in the beta?   



Think about your needs

Do I want my beta
to be open or closed?



Think about your needs

Do I want my beta
to be scalable in size?



Think about your needs

Is my beta for the public 
or just friends and family?



Think about your goals

Have a plan
for gathering feedback.

Be serious
about implementing feedback.

Give yourself time
to implement feedback.



Let’s start by talking about 
the phases of a game’s 
development lifecycle.



Phase 4
▪ Post-launch testing
▪ Steam Playtest 

feature

Phase 3
▪ Wider-scale testing
▪ Steam Playtest 

feature

Phase 2
▪ Focused External Testing
▪ Steam Keys

Phase 1
▪ Dev Access Only

Development Lifecycle of a Game

W



Phase 1

Development Lifecycle of a Game

WHAT
Dev Access Only

HOW
Build Uploaded
to Steamworks



Anyone with the correct 
permissions in your 
Steamworks partner 
group will have access to 
your build through 
autogrants

During this phase, you 
may want to upload 
multiple builds

Phase 1

Development Lifecycle of a Game



Anyone with the correct 
permissions in your 
Steamworks partner 
group will have access to 
your build through 
autogrants

During this phase, you 
may want to upload 
multiple builds

Phase 1
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Phase 2
WHAT
Focused External 
Testing

HOW
Steam Keys

Development Lifecycle of a Game



Steam keys offer 
you a way to grant 
specific user access 
to your development 
build

Great for friends & 
family beta or other 
small betas

Phase 2

Development Lifecycle of a Game



Release State
Override Keys.
What are they?



CLICK 
HERE

Release State 
Override 
Steam Keys

A type of Steam key that 
overrides the release state 
of your game.

It grants immediate access 
to the default branch of 
your game, even if your 
game isn’t released yet. 



Release State 
Override
Steam Keys

A feature Steam 
offers to help you 
test your game 
before launch

Requested for your 
main AppID

Suitable for smaller 
scale closed betas

Not revoked at 
launch



Release State 
Override
Steam Keys

This includes keys for testing, 
betas, publishers, media, 
influencers, crowdfunding, etc.

2,500
KEYS

TOTAL

Limited to



Release State 
Override
Steam Keys

You can’t toggle access 
on or off like you can 
with Steam Playtest 
(more on that later)

Users with these keys can play 
your default branch build 
anytime—it’s always on



Release State 
Override
Steam Keys

Steam keys have 
value and are easily 
transferrable before 
they are redeemed



Do you need your 
beta to be secret 
during testing?

Release State Override 
Steam Keys for your 
main AppID could be 
an answer…

Before release, store presence 
and app configuration aren’t 
detectable

Friends aren’t able to see players 
launching, playing, or even 
owning the game



Your playtest is only 
as secret as your 
least-trustworthy 
playtester

We recommend 
announcing your game 
before running any 
non-internal playtests



Phase 3

WHAT
Wider-scale
testing

HOW
Steam Playtest 
feature

The Development Lifecycle of a Game



Steam Playtest is designed to
help you run a successful beta
on Steam

Big or small,
open or closed



You can make one with a click



Steam Playtest 
is low-risk

Separate AppID

Separate build and
build review

Playtime does not count 
towards the actual game

No user reviews on 
Playtest apps



Easy to manage 
and gate access

Store page signup, 
Steam key access,
or both

Add players who have 
requested access with 
one click

Enable or end access 
with a click



It’s easy to manage your Steam Playtest



Steam
Playtest
Dashboard

One central
control center

Configuration in
a few clicks

Flexibility and options 
not available with 
main AppID



Store 
Visibility

You can add a
Request Access button 
for your playtest
on your store page



Signup 
Type

By default, playtests are 
set to Limited. Anyone 
can click Request Access 
and get added to a pool of 
players waiting to get in.



Add groups of players
when you're ready

Players are selected randomly 
from the pool of signups

Managing Steam
Playtest Access



If you have server limitations, 
you can choose to add users 
from specific countries

Managing Steam
Playtest Access



Players receive an email from Steam 
when they are added to a playtest

Playtest is also added to
their Library

Managing Steam
Playtest Access



Signup 
Type

LIMITED*
Anyone can click Request Access 
and get added to a pool of players 
waiting to get in

OPEN SIGNUP
Players who click Request Access 
are immediately let in

*By default, playtests are set to Limited



Playtest 
Status

PLAYABLE
Players with access can 
launch this playtest from 
their library

NOT PLAYABLE
Players are not able to 
launch this playtest

Not possible with your main AppID



Introducing the
newest Steam
Playtest option…

Friend
Invites



An experimental new way 
to add players to your 
Steam playtest

When enabled, users with 
access can invite friends, 
and those friends can 
invite their friends

Designed for games that 
benefit from playing with 
friends

Friend Invites



You specify the number of 
invites each player gets:
1, 2, or 3

Enable or pause anytime 
with a few clicks from the 
Playtest dashboard

Friend Invites



Friend Invites

Growth can
compound quickly

Best for games with 
robust server capacity

Beta feature—talk to 
us if you’re interested



You can also request
Steam keys for your
Steam Playtest AppID

This can be in addition to
or instead of store page signups



You can request Steam keys 
for your Steam Playtest AppID 
even if your signup isn’t live 
on your store page



Steam Keys
for your Steam
Playtest AppID

You have some flexibility 
with how you distribute 
keys

Steam keys are useful for 
adding specific users to 
your beta

Steam Playtest keys can be 
revoked to remove access, 
but be thoughtful and 
communicate with players



How many Steam keys 
can I get for my Steam 
Playtest AppID?



for your Steam Playtest AppID, 
and potentially more

Talk to us for more info



Important things
to keep in mind
about Steam Playtest



They can appear on your game’s 
store page and, if popular, on 
Steam Charts Most Played

They also appear on a player’s 
friends list when playing

Steam Playtests 
aren’t featured
on the Steam store



Betas using Steam 
Playtest are designed 
to grow in size over 
time, not shrink

You can’t remove
players who signed up
via store page

You can revoke Steam 
keys for playtests, but that 
isn’t a good experience



Steam Playtests
are free for players
& can’t be monetized

Directly selling access
to your playtest

In-game purchases
(they won’t work)

Playtest access included 
with a pre-purchase*

Playtest access as a reward 
for your time-limited 
crowdfunding campaign*

*Talk to us in advance



Phase 4

WHAT
Post-launch 
testing

HOW
Steam Playtest 
feature

The Development Lifecycle of a Game



Steam Playtest
isn’t just for
unreleased games



You can use Steam 
Playtest as a public 
test realm for 
features or updates

Helpful for testing new 
content for your game

Turn on or off at any time

Playtests are free, so if 
your game is paid be 
thoughtful about how you 
offer players access



Using Steam Playtest for 
multiplayer update closed beta

Signups via Discord, access 
controlled with Steam keys

Open beta with Store page 
signup planned

Case Study:
The Riftbreaker



Case Study:
The Riftbreaker

“We moved our closed 
multiplayer beta for
The Riftbreaker entirely
to Steam Playtest.
I think it's a great tool 
both pre and post release.”

—Pawel Lekki, Exor Studios



Case Study:
The Riftbreaker

“The Playtest App is well 
integrated within the Steam 
ecosystem, other players can 
see that their friends are 
playing it which gives us 
additional visibility and 
exposure.”

“Thanks to the fact that the 
build upload and management 
process is separated from the 
main application, we can set 
up additional experimental and 
development branches within 
the Playtest itself.”



Case Study:
The Riftbreaker

“It's a great tool for 
maintaining a closed beta 
with fine grain controls.”

—Pawel Lekki, Exor Studios



Thank you.

Resources and links 
from all the talksTalk to us
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