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QUALITY ASSURANCE

Jacob Buck
Development Director @ Guppyworks

Coordinator IGDA Denmark Chapter
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• Shipped more than 40 games (original and licensed IP, development & publishing)
– As executive producer for ITE, InterActive Vision  &  Guppyworks

– Established QA and support department at ITE

– Started on game development in 1987 (programmer, producer, designer)

• Worked with many publishers and their QA departments
– Activision, Take2, Midas, KE Media/Gamefactory, Akella,  Koch, THQ, DreamCatcher, …

• Brands/Licenses (Garfield, Top Gun, Lemony Snicket, Franklin, Apache, Lockheed,… 
)

• Platforms (PC, PS2, PSX, GBA, GBC, Nintendo DS, Palm/PPC, Mobile, Web, C64, 
Amiga)

• Msc Electronics & Software Engineering @ Aalborg Universitet (1991-1999)
– Specialised in Intelligent Multimedia (+Edinburgh University Department of Artificial Intelligence)

• Independent SW&HW developer/consultant (1995 - 1998)
– Aalborg University, Danish Research Council, LEGO, Noris Print-Tech, ...

MY BACKGROUND
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• Concepts + stories + characters + environments

• Localization: HCA 11 languages – 60 countries

• Focus: GuppyLife (MMOG)

• Internal & External QA

G U P P Y W O R K S
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• What is QA? Testing, quality bar, risk assessment, ...

• When and how? Planning

• The QA Landscape

• Testing

• Bug tracking

• QA Checklists

• Q & A

AGENDA
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• QA vs. bugs

•

•

•

•

•

• .

WHAT IS QA?
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• QA vs. bugs

• What is quality?

•

•

•

•

• .

WHAT IS QA?

• Production value, user 
experience/satisfaction, revenue

• Consequences of many bugs
– Bad reviews => bad reputation

– Frustrated customers => loss of repeat customers

– Loss of income from returned products

– High support costs
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• QA vs. bugs

• What is quality?

• Standards: visual, audio, overall, stability?

• Risk and effect?

• Who controls and assures quality and how?

• Internal vs. External QA

• Quality issues before, during and after...

Standards

Personal

Company / team

PeersMarket / genre

Minimal / acceptance

Ambitions

WHAT IS QA?
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• QA vs. bugs

• What is quality?

• Standards: visual, audio, overall, 
stability?

• Risk and effect?

•

•

WHAT IS QA?

Bug Types

Design errors

Inconsistent UI

Inconsistent gameplay

Inconsistent story

Low-level

HW

I/O

Resource handling

Compatibility

Game engine
Tools error propogationFunctional errors

Scripting failures

Asset conflicts

Bad naming

Missing files

Technical requirements missed

Final media

• Risk and effect?
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• QA vs. bugs

• What is quality?

• Standards: visual, audio, overall, 
stability?

• Risk and effect?

• Who controls and assures quality and 
how?

WHAT IS QA?

• Developer
– QA/testers => dev. Team <= QA/testers

– Producers, sale, marketing

• Publishers, HW manufacturers, (users)
– QA => external producers, sale, marketing
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• QA vs. bugs

• What is quality?

• Standards: visual, audio, overall, 
stability?

• Risk and effect?

• Who controls and assures quality and 
how?

WHAT IS QA?

• Design and prototype evaluation =>agile dev.
– Focus groups, market research, market 

knowledge

– Usability/play testing of prototypes/beta

• Integrity testing and debugging
– Stub testing, crash’n’burn/smoke tests and 

master tests
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• QA vs. bugs

• What is quality?

• Standards: visual, audio, overall, stability?

• Risk and effect?

• Who controls and assures quality and how?

• Internal vs. External QA/testing

• .

WHAT IS QA?

• Internal
– Resources (staff, hardware), Skill of staff vs. 

– Producers, sale, marketing

• External (+publisher’s QA)

– Specialized team and hardware – only when 
needed

– Black box testing

– Compatibility and console compliance testing 
(+MS Research)
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• QA vs. bugs

• What is quality?

• Standards: visual, audio, overall, stability?

• Risk and effect?

• Who controls and assures quality and 
how?

• Internal vs. External testing

• When? before, during, after...

WHAT IS QA?
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PLANNING AND TIMING

• Plan well for testing is very important

– Expect that you will not make it right on first attempt

• Identify the phases and impact of QA in each 

phase

• Establish a good QA pipeline and methods early

• Keep refining your QA system

• Crunch and overtime => more bugs
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Time

# and complexity

Master

complexity

number of bugs

COMPLEXITY vs. BUGS
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Concept Design

Pitch Negotiation

Support

Prototyping

Development & production RELEASE

Re-sale

BETA

Localization

Demo Demo

Main development phases

Sales oriented phases

More localization

Demo

PROJECT TIMELINE
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Concept Prototyping Pitch Negotiation Production

Marketing

Manufacturing DistributionNegotiation

Support / localization / re-sale

Developer timeline

Evaluate MANY projects

Publisher timeline

QA window (1-6 months)

TIMELINE - PUBLISHERS
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MMO QA

• MMO games typically require ongoing updates

– New content & features

– Patches

• Keep gathering statistics and metrics

– How many crashes/bugs -> what to focus on fixing

– Which features are more/less used than others

• How to deploy updates on a live game?

• How to add new features (“legal feature creep”)?

• How to keep stability and integrity?
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Time

# and complexity

V4

complexity

number of bugs

MMO release cycles

V0 V1 V2 V3
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BREAK
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QA Landscape

Platforms

Compatibility

I/O channels

User types

Data media

Products

Games

Technologies

Tools

Builds

Outsourcing

Skill & local QA

Assets

Integration

External QA

Specification

Procedures

Compatibility

Reporting

Hardware owners

Sony/Nintendo/Microsoft

Developer approval

Quality standards

Technical Requirements

QA

Publishers / Clients

Quality standards

Budgets

Local QA

Tech support/hotline

Consumers / media / retail

Quality standards

Platform expectations

Review / 

Returns

REPEAT CUSTOMERS?

The developer

Quality standards

QA strategy

Skill & local QA

QA LANDSCAPE
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• User/usability/play testing

• Compatibility testing

• Stub testing (programmers)

• Integrity and stress testing (crash’n’burn)

• Beta testing (internal/external)

• Simulation / automation / test tools

TESTING
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• User/usability/play testing

• Compatibility testing

• Stub testing (programmers)

• Integrity and stress testing (crash’n’burn)

• Beta testing (internal/external)

• Simulation / automation / test tools

TESTING

• Play testing: optimize experience crossing the bridge

• Integrity testing: Minimize the risk of breaking down on the 
way
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• User/usability/play testing

• Compatibility testing

• Stub testing (programmers)

• Integrity and stress testing 
(crash’n’burn)

• Beta testing (internal/external)
• Simulation / automation / test tools

TESTING

• Play testing: optimize experience crossing the bridge

• Integrity testing: Minimize the risk of breaking down on the 
way  - NOT ALWAYS POSSIBLE
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• Bug tracking systems (paper or SW)

• Documenting bugs (for repro)

• Tracking procedures and rules

• Responsibilities / ownership

• Closing / accepting

• Merging bug lists / reports

BUG TRACKING
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BUG TRACKING
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BUG TRACKING
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BUG TRACKING
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BUG TRACKING
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• Test session checklists

• Compatibility checklists

• Technical Requirements Checklists

• Mastering checklists

• Submission checklists

• Tracking checklists

• Checklists checklist

QA CHECKLISTS
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PC MASTERING CHECKLIST
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• Contact:

– jbuck@guppyworks.com

– http://www.guppyworks.com

– http://www.igda.dk

Q & A
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• Define QA strategy with priorities and focus specified

• QA: Design simple bug reporting form; programmers' 

input essential!

• QA: Write 2 bug reports, everyone in the team; PM 

coordinates

• Compile and evaluate QA material & process for May 5th

• Play testing: Plan a Think-aloud study with note taking 

method (no need to record & transcript; see reading 

hand-out)

• Play testing: Organise a playtest for game faculty 

members for Tuesday May the 12th; 13-15

STUDENT ASSIGNMENT


