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The Science of Game Testing™

Agenda

*Benefits of localization

— Sales evolution
* How to approach game testing

— Building game testing cycle and phases
|_essons learned from mistakes when testipg
games |
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The Science of Game Testing™

A relatively insane person that must play a
beta version of a game non-stop to find
bugs and other flaws with high tolerance
level

Good English level and mastering their
native language plus their native culture

Critical of the quality, NOT the project.

Avid gamer who knows the difference
between playing and testing.

Villains of the L10N industry
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Spe”ing’ and cut-off
JLIDCIUEor Incorrect audio or

Intonation,
missing audio

Linguistic bugs

Missing / incorrect
translation




Localization & Testing flowchart
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PRE-ALPHA PROCESSES (pre-production) ALPHA PROCESSES BETA PRODCESSES
i Project Start up i1 Build Testng Cycle 20 ECG Checklists
2 Script Managern ent iz Lo Testing Responsibilities 21 ECG Submission
3 Cost Tracking 13 LE Testng Responsibilities
4 Build Pipeline Developrment 14 Audio Post-Producton
4=1  Build Pipeline Proposzal 13 Accet Check During LIT
q-2 Build Fipeline Test 15-1 Text DB
S Recordings 15-2  Audic
& Scheduling 15-2  Art
7 Devtrack: Bug Flow Definibon 13-4 ‘Wideo
8 Devtrack: Queries SetUp 1& Localization Werifiable Build Dedaration
9 Text DB Takeover 17 Yideo Post-Producton
10 Tester Travel Doc 18 Caily Updates

19 Missing from LT [LT Daily Report]
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Build Testing Cycle: Step 1 Hardware

PS3 Test Kits

o Xbox Debug Kits
* Nintendo Debuggers & Emulators
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The Science of Game Testing™

Building the Testing cycle - Sony

Needed Materials

* Disc Image Generator (PS3 Generator Tools) on the PC
* Master data files provided by the client
* the .GP3 file provided by the client
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Nintendo NDS enzyme

The Science of Game Testing™

Necessary Material

* DS Burner: IS-NITRO EMULATOR

* DSi Burner: IS-TWL-DEBUGGER

* DS & DSi Burner: IS-NITRO
WRITER

* Software: IS-NITRO WRITER

* DS Software: IS-NITRO-
DEBUGGER
* DSI Software: IS-TWL-DEBUGGER
* SRL or .NDS file
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The Science of Game Testing™

Folder structure

* $SystemUpdate
* EXe

* pak
*PDB

* scripts

* system

* temp

* video

* file. XEX
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The Science of Game Testing™

X360 Testing KINECT CHALLENGE

Field of View and Operational Area

(side view) 4 meters
Wa " 13.1 feet
(assumes camera 315 -;n grs
flush to TV front) )

6.5 feet 1.8 meters
b feet

0.76 meters
2.5 feet

Floor
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Localization & Testing flowchart
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The Science of Game Testing™

Main Localization Testing Phases

L.VB.

LIT

Game Accesibility

LT

Build Assessment
Guidelines

Checklist

ECG
Checklist
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LVE Report - Pr Oj ect name Report number: 0
lIs Project name LVB? No |
Date: miércoles, 06 de abril de 2005
Lead platform:
Tested on:
|Projected LVB Date : | 02/17/2005 Close|

LVB CRITICAL TASKS SUMMARY (NEED FULL COMPLETION: 100%

Results
(critical tasks) TOTAL
Fer task 0 17 17
Percentage 0%

LVB SECONDARY TASKS SUMMARY (NEED TO HIT 75% COMPLETION

Results
(secondary tasks) TOTAL
Per task 0 29 29
Percentage 0%

PRIORITY FIXES / CONCERNS




TASK ID"s:
LS-1

LVB - Sample &:*

Language Selection

Al supported languages can be zelected

The languages are supported throughaout the game

The language boot-up'zelect works properiu
STATUS NOTES & BUG NUMBERS

FAIL

TASEK 1D"s:

Funchionality Status | Alpha declared ! Online
All the garne areas are fully accessible [except tutorials ! late videos)

Alpha haz been declared by QA

TASK ID"=:
LA-1

Online i= fully accessible and Online text iz localized [over 9052)
STATUS NOTES & BUG NUMBERS

Localized Azsets

Audiois implemeted and testable inside of the game [over 9077

Subtitles are implemented, localized and testable
STATUS WOTES & BUG NUMBERS

FAIL

TASK ID"=:
FuU-1

Foreign Unit Systems

Decimal separator

Forrnat of Measurerments & Currenicy

Diatet Time
STATUS MNOTES & BUG NHUMBERS

FAIL
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Loads (B EE TR ast good Build
re Main Menu

Language Selection Tes
Legals Tes
Title screen Tes
Select Profile Tes
Intra Profile Tes Crazhing in loading s=creen

No

Tes

Single Flager Tes
t CHFFiculty Tes

wfiguration Tes

Tes

Tes

Petrol Sabotage Tes
Partizan Rescue Tes

Escape Tes

Tes
Eattle of Stalingrad Tes
Jperation uranus Tes
Tes
Twin willage= Tes
The Farm Tes

Hell froze ower Tes

Tes

Fiomans ruins
Dperation Blindfald

Multiplager

Face to Face
Elitzkrieqg
Artillery Flag
Capture the Flag
King af the hill
Catch e
Stolen Flag
Memesis
Team Deathmatch
Dieath Match
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The Science of Game Testing™

Story-based games (Adventures, FPS ...)

Main options

New gaime

B /
Pre-main » A —» c P F F F F
screen dialogs + i i i é é
D E
Load/Save / I

BCTEeeIs

Parallel secret screens: Easter egg etc ...




I
Play-now based §-00

Pre-main screens

i Practise mode
Main options A
v ] Exhibition mode

B & = E‘(

T ¥ 3
..
-

»

Achievements
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The Science of Game Testing™

Compliance testing Is the reason for
the existence of game testing labs

eSony TRC
Microsoft TCR
*Nintendo Lotcheck
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Science of Game Testing™

Classic Localization Games
Testing Mistakes
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The Science of Game Testing™

The Role of the Tester

Find Important bugs fast

*You will not find all the bugs
*Beware of Testing “completely”
*You don't assure quality by Testing
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The Science of Game Testing™

Testing techniques & Bugs reporting

*Your bug report is your representative
*Never use the bug-tracking system to monitor performance
*Report defects promptly

*Never assume that an obvious bug has already been filed
*Keep clear the difference between severity and priority
*Every bug deserves its own report

*Never exaggerate your bugs

*The summary line is the most important line in the bug

eDon't insist that every bug be fixed. Pick your battlers.
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The Science of Game Testing™

Manag [ NQ the GAME Testing Phase

eSometimes you should refuse to test a build

*There is no universal formula for knowing how much testing is
enough

*Assign a bug hunter to the project
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The Science of Game Testing™

5

Tutes vu, connard 7 Tu devrais &tre moirt et t'es i
relud 1. as yeux de merlan frit Tu pis

s debout. Allez, fais voir ce que tu tiens. On «

f“?.‘. -
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The Science of Game Testing™

PWERLKANEE >

A selbstmorde 0
Vorlagen 0
Wiederbelebte Teamkamerademn 0
Am melsten verwendete Waffe ACR
Am meisten gespielter Spieltyp Klassisches Bomb Squi
Am meisten gesplielte Karte Von Heine Express
Zarstorte Fahrzeuge 0

Treffsicherheit

w Prazision 10.52%

Der Spieltyp, den Sie am meisten gesplelt haben.

¥ '

COMMBUNITY ) ZURUCK
- ]
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Good luck Iin the L10N Industry!!




