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KTo ecTb Game QA B HalLUu AHMU

Caenaem cBoio Bugeourpy?!

QA - camocToAATeNIbHasA KoMmaHAaa?

n " a H BoiBoabl n Q&A



KTO eCcTb
Game QA

Game QA = QA

Game QA B nepBylo ouepeab
QA ¥ foonXeH 3HaTb U
NPUMEHATDb BCe NPaKTUKH
Quality Assurance

tElsIcore

*GAMER"*

Game QA = reumMmep

Yenosek 6e3 UrpoBoro onbIiTa
He CMO)XEeT CTaTb UrPOBbIM
TeCTUPOBLLUKOM U3-3a
HeXBaTKN NOHUMaHUSA
gamedev AOMeHNHa
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HAIMUCATb KHUT'Y. CHATb ®W/IbM
U PA3PABOTATD MPVJI0XEHUE.

BCE BMECTE W MAPANIENBHO.
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https://drive.google.com/file/d/1INKZGrkHWQwxpt5 L LPLMkfm5
XhscBrAl/view?usp=drive link



https://drive.google.com/file/d/1NKZGrkHWQwxpt5_L_LPLMkfm5XhscBrA/view?usp=drive_link
https://drive.google.com/file/d/1NKZGrkHWQwxpt5_L_LPLMkfm5XhscBrA/view?usp=drive_link
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Knacc: lanaguH

Game Designer

HpHOpHTETHble XaPaKTEePUCTUKHU. VIHTEJUJIEKT, BbIHOCJINBOCTDb, AYX

APTE®AKTbI PABOTDI:

- VISION AOKYMEHTb!

- GAME DESIGN pokymenTb! (/A1)
- [ enMnNIenHbIN cUueHapui

- CXeMbl ypOBHeN
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Oliver James Cooke 09000916

flashlight is turned off then the enemy radius is dramatically reduced and will only attack if the
player near enough bumps into the enemy.

Sound — Enemies can also base attacks from the sounds they hear. The sound of
footsteps and the radio which James carries, act as a beacon for enemies. In turn the enemies
will advance to the source of the noise and attack James. Enemies will not hear the footsteps of
James while walking.

The only time these two rules do not apply to the enemies Al is if there is a specific “set
piece”, in which the enemy is scripted to act in a certain way.

PLAYER CONTROLS

Analogue stick = Move Triangle = Call map / Hide Map / Hide inventory
Analogue stick + Square = Run Square = Run / Hide Map / Hide inventory

L1/R1 = Side Step Circle = Flashlight on/off / Hide Map/ Hide inventory
L14+R1 = Turn 180 degrees Cross = Confirm action / Examine / Take or use

L2 = Centre camera items/ Hold R2 simultaneously to perform
R2 = Ready attack an attack. (Press Cross = Light attack,

R3 = Fully restore health Hold Cross = Heavy attack)

Select = Pause L1+R1+Start+Select = Soft Reset

Start = Open inventory

26

Oliver James Cooke 09000916

INTERFACE

The following are flow charts for the different screens and their individual data flow. The

save screen and load screen are shared so it is only included once in the start screen flow chart.

FLOWCHARTS

Start Screen Flow Chart

Start Screen

<>

Y
Enter Game Enter Game

Oliver James Cooke 09000916

MOCK UP SCREENS

OPTIONS

SI LE N T H I LL 2 BUTTON comﬂg :

CONTROL TYPE 30 TYPE T4
VIBRATION oN 14
AUTO LOAD ON i
LOAD LANGUAGE ENGLISH 11
SUBTITLES ON 1}
SO SOUND STEREQ/SPEAKERS 11
NEW GAME BGM VOLUME | |
OPTIONS SE VOLUME | |

STATUS EQUIPMENT COMMAND

Picture of in game Picture of currently USE
screen here, show- equipped here. EXAMINE
ing health depen-

I\ \
dant on screen COMBINE
colour.

List of items

ITEM NAME
DESCRIPTION OF ITEM

OPTION

13
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DOOM BIBLE SECTION 7/

DOOM BIBLE

SECTION 7

7.3.3 DOOM SOUNDS:
EPISODE ONE

This section lists all the digitized sounds. They are categorized by Download, Vital,and
Non-Vital.

Knife Swipe

Knife Hit

Pistol Shot

Shotgun blast

Automatic Machine Gun burp
Missile Launch

Bullet Hits Wall

Bullet Hits Metal

Bullet Hits Glass?

Item blows up

Shot hits monster

Door open

Door close

V Elevator at floor

Switch flip

Walking on gravel

Maybe walking and running (would add a lot of realism to feel)
Player hit

Player hits wall

Player hits floor

Rollee™ Chair rolling

Rollee™ Chair hitting something
Warning klaxon

Demon roars (maybe animal roars backwards or overlaid)
Big demon hooves walking

Demon dies

Guy dies

Big ceiling-extrusion press slamming down
Electric spark zapping

Sound of Buddy being ripped in two
Elevator hum

Elevator platform moving

Waste plant arm sweeping

<< << << LKL

O << << <K< << <K< LKL

Speech (we should get the NeXT lady for these)
V Panel, Bad Hand: "Access Denied-Officers and Essential Personnel Only

7.4 MAPS

Here are the episode one maps.

Level One: Secondary Hangar

17 Start of Level
1 Dehuman

2 Dehuman

3 Demon troop
4 Switch

5 Demon troop
6 Shotgun

DOOM BIBLE APPENDIX C

C4. OTHER COMMAND LINE UTILITIES

SpitWad

Spits out information contained in a wad to text screen. (Pipeable, of course.) It
also details wasted space from partial relinks.

spitwad wadfile[ .WADI [startlurap# endlurnp#]
All the lumps in the WAD will be listed. You may specify start and end lump
numbers.

If there's a need, SpitWad might have the added feature of extracting lumps—
but there's not one now.

ViewDa

Takes the Doom viewscreen and finds the exact boundaries. With this info, it sets
up data for the program so it will draw within the window.

viewdo [screename[.LBM]]

If no screen name is specified, it defaults to "PLAYSCRN.LBM".

Outputs "VIEWINFO.LMP", which contains screen boundary information.
Names for a utility john never wrote: Checurve, RuleView, Raterra, CurveCop,

Anglathe, OhTopos, SeeSlope, Scangle, Scanc (scan contour), Testcurv, Contrace,
Slopehed, Curvalid, Polisher, Lathe, Sculptor, Slopeval, Topolish.

14
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Kak QA
nomoraioT GD
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NMoHMMaHMe “4TOo ecTb Balla Urpa’’, Kakue OoT Heé AO/MKHbI
6bITb oLyl eHus, He(pyHKLLIMOHANbHOE TeCTUPOBaHUE

AokymeHTauumu (FrQAQ).

Pa6oTta co cueHapueM U ero HepyHKLLMOHANbHOE
TecTupoBaHue. lNpoBepKa ANANOroB U UX CBA3HOCTb C
noBecTeBoBaHuemMm. PaboTa c reMnieMHbIMM U CTeJIC CXeMaM¥

lNMpoBepka 6anaHca urpbl, o6paTHas CBA3b NO
«Heobxoa4uMOCTH» UrPOBbIX MEXaHUK NpU pa3HOM 6anaHce

TecTUpoBaHue UHCTPYMeHTapusa ana I'[l, npoBepka
peanu3oBaHHbIX [l MexaHUK, KBeCTOB, UTPOBOU JIOTUKMW
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Knacc: Pbinapb CmepTH
Game Developers

[IpopuTeTHEBIe XapaKTEePUCTUKMN:
MHTENNEKT, PE3NUCTEHTHOCTb K XoTenkam [ /]

APTE®AKTbI PABOTDI:
- TECH DESIGN pokymeHTb! (TA)

- [ OTOBbIE MEe@XaHUKW
- Ul/HUD

18




Anekceu CUMKUH -
4.3 Design Diagram:

e The design diagram displays the design team involved in the game, and is shown in Figure 4

Emma

Technical Design Document

N
Section 1 - List of Features Captured from GDD

Figure 4 Design Team Diagram

1.1 List of Features Based on the Game Design Document:

e Third person 4.4 Implementation Diagram:
e Game world, including
o 3D objects e The implementation diagram illustrates the flow of the different stages of the creation of the
o Characters game
o Weapons e [talsoincludes what weeks each stage will take place at
o Buildings with walls, corridors, doors, stairs, rooms e This diagram is displayed in Figure 5

e Windows platform deployed

e Background story
Concept Development

e Opening scene and Design (Week 1-5)

e Different levels:
o Varying difficulty
o Varying challenge Level and 3D Model
o New levels introduce new weapons Design (Week 5-9)
e Multiplayer
e Different destructible weapons Coding and Scripting
e Audio and sound effects (Week 9-12)
e Variety of enemies (two types of zombies)

e Realistic Al of zombies Testing (Week 12- 13)

e Scoring system
e Comprehensive/informative HUD

e Menus Evaluation (Week 12-
e Lighting effects 13)

e |Interactive objects

o StaffID cards Documentation (Week
o Vending machines 1-13)

Section 2 - Choice of Game Engine

Deploy Final Demo
(Week 13)

The game engine that has been chosen is Unreal Development Kit (UDK). UDK is a development tool
set, which implements the Unreal engine for the users to edit and manipulate. Some of the features Figure 5 Implementation Diagram
that UDK possesses are:

e Animation

e Al

e Audio system

e Editing of the game environment

e Kismet (visual scripting system)

e  Physics support with physics assets

19
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' Console Commands
FPS Unit Stat Game Stream PS O
Show Collision Show NavMesh DebugBasicHUD
Ability System Audio Debuginfo SwitchShowCombo

Quest System Reset

Immortality_Hits Immortality_NoHits
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[lpoBepkKa co3jaHHOro nporpaMmMucTaMy UHCTPYMeEHTapus
ana 'l koMmaHabl

Pa6oTtac TAA, ceepka TAA c rAA. AHanus
MHcTpyMeHTapusa '] ana HoBbIX Uy

dyHKUHWOHaNbHOE TecTUpoBaHue Gpuy n
HanucaHue/ob6HOBJIeHUe TeCT KeUCcoB

IMpoBepka Ul u HUD Ha cooTBeTcTBMe 1 M
AU3anHaMm puumn
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Knacc: Ky3Hel,
Level Designers

[IpMopuTEeTHBIE XapaKTEePUCTHUKM.
DACYETNMBOCTb, YyBCTBO MNPEKPACHOrO

APTEDAKTbI PABOTDI:
- BLOCKOUT ypoBHM
- PnHanbHble APToBble YpOBHHU

25
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Blockout

.

R 1 Pl £ |
| P, i
- L"-"' l:.‘._ 4'1. ™~ !’:

https://drive.qoogle.com/file/d/1qgrFgMFAgxJnnv1 _cpphc9MH 2A
dlakm9/view?usp=drive link
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TEST YPOBEHD
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BLOCKOUT VS ART -




Anekce CUMKUH

BLOCKOUT VS ART
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https://drive.google.com/file/d/1SYEDZF7gb85wD7]KNWkCo0j64Ug
OtHdKs/view?usp=drive link
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: 7 _
THE MAGICGNEEP,

NS S
Q) HOGSHEAD
ASHWINDER HIDEOUT

TOMESANDSCROLLS

THE TOMB QF'IHEUFLLAGEﬁ\;j‘

e

>

£ MADAM SNELLING'S &‘3 L (w)\ ) ' I RS
TRESS EMPORIUM _ k . " HONEYDUKES
/ GLADRAGS
WIZARDWEAR

NSPINTITCHES [
SPORTING NEEDS

This image is just an illustration only for Hogwarts Legacy Maps & Guide,

please visit game-maps.com for more detailed description.
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Combination of G-Buffers

ow

Irradiance

Reflection
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Kak QA
nomoraroT LD/LA

lNpoBepka HaBurauum, paborta c MeTpuKamm ypoBHsS,
cesepka Blockout ¢ I'[] cxemou ypoBHS

@ lMpoBepka 6/10K BONIbIOMOB Ha YPOBHE

@ lNpoBepka neBen aptTa Ha COOTBETCTBUE 6/10KayTy

lNMpoBepka (GPUHANbHOrO PacnosioXXeHNsa 06 bHEKTOB Ha
YPOBHE, CBEeTa, HaBUralum, KOJUZIU3MM 06 bEKTOB U T.J.
lNMpoBepka JleBen ApTa Ha BCeX YPOBHAX rpaduKn

42
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Knacc: mar

2D n 3D XyA0XXHUKMN
Tex ApT

[IpmMopuTEeTHBIE XapaKTEePUCTHUKM. YTOHYEHHOCTb, MaHa

APTE®AKTbI PABOTDI:
- Becb 2D apT

- Becb 3D apT

- ATMOC(epukm

- UI/RHUD

- OnTuMun3auusa

43



Anekceun CUMKUH 44

That S r1g ou usually l1|<e te witefabout don 3 you Natsukw?
*f ﬂ @n@m
| u Twr \a '
/ gt ngs

..

P




45

=11

L =
L

UP TO 32 px

T
=
Y
=
=
&
=
@
O
X
@
S
<




Anekce CUMKUH

Approx Size; 116x51x191

LOD 0 P 10

LOD Auto
LoD O
LOD 1
LOD 2
LOD 3

Previewing Reference Pose
LOoD: 3

LEVEL OF DETAILS

LOD Auto
LOD O
LOD 1
LOD 2

LOD 3

46



Anekcen CUMKUH

LOD 3 Hand

LOD 6 Hand
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o S I CD - GE RO EIED

5865 FPS
17.05 ms
rrams: 17.08 ms

Draw: 0.681
GPU:

OKPACKA LODos

Loyl lifeen ced fulzsh = erpls (Farsisient)

LOD Primitive Coloration

Color

LOD Primitive Color
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= M &% Perspective J :®: Overview

y

Separate Translucency RGB
I L5

Separate Translucency Alphs

Scene Depth

PABOTA

Specular

N

b
Ny .
855

Roughriess

C VIEWMODE

Subsurig

World Tt'an gents N

Opac i"l'.:g.r_-._

Metallic | % izielinle
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Ul / HUD
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Kill the griffin:

1 Bread

g |

& 2 Water Silver sword

T & 2 Thunderbolt Fast Attack
-1

Baked potato

.'f

Strong Attack

o Bolts Dodge Alt

Cast Sign A




Ul / HUD

Health/Vitality

Time
ImpOortant BECIuse SOme QUEsEs
are abie to be taken, compiesed
at certaen times of the day

Distance to cumrent objective

Distance to cument waypoint

Adrenaline
intreases
camage
outpant, flis up

. Attacker's Level
Caer of pusniver e atrs Sty of STachy
-

Attacker's Vitality/ Health Talk to Ermion!

::Zg: Attacker’s Beaith bars = " ..“
m 10 CountenaTICh. You D L ‘.m

Y are 3lso abie to disabie .
) attacker's health bars. |

-4 "L, . . ‘.“
‘X . Attacker's Stamina
A » - |' R : ;..
v' .:_.‘_:;_- . Active Quest

Current Sword (Silver or Steel)
Geralt will pull out the comect Sword in

B3Mme 4 0n¢ 5 A1 SeIeCIed

Control Button Hints

I —

Silver sword
Fast Attack

Strong Attack

Dodge

Cast Sign

51



Anekcen CUMKUH

Ul / HUD

S
- -

Unlock the Full
Game

:

M

https://drive.google.com/file/d/1jVF-
NFr2FZUVbSK2xdT9HIHMtU2DRITY9/view?usp=drive link
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https://drive.google.com/file/d/1jVF-NFr2FZUVb5K2xdT9HlHMtU2DRlT9/view?usp=drive_link
https://drive.google.com/file/d/1jVF-NFr2FZUVb5K2xdT9HlHMtU2DRlT9/view?usp=drive_link

Anekce CUMKUH

Kak QA
nomoraiot 2D/3D
XYAOXXHUKaM,

lNpoBepka 2D acceToOB Ha COOTBETCTBUE TEXHUYECKUM
TpeboBaHUAM

lNMpoeepka LOD-oB 3D moaenen, npoBepkKa ux
@ TEKCTYp C UCNOoJib30BaHUEM Pa3J/IMYHbIX PEXXUMOB
oTo6bpa)xenun (G-Buffer)

@ Mpoeepka Ul u HUD urpbi

@ Hayano npoBepku onTuMuU3aLum Urpbl
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Anekcen CUMKMH

Knacc: wmamMmaH

AHUMATOPDI

[IpMopuTEeTHBIE XapaKTEePUCTHUKM.
MaHa, MPU3bIB AYyXOB aHUMaL MK

APTE®AKTbI PABOTDI:
- AcceTbl (MoZenun) ¢ aHMMaLUnAMu
- AHUM MOHTaXXWU
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@ blender = - \ o s
o , 5 J : - - Pose Position Rest Position

Cooeac0o00C DOoOOCOGCOO
(-3 -2 -] o - -]

Protected Layers

oDO®aDO¢ ocoo 0000

g Mant Popertes
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FE Limib Follow
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Hips Control = 3 s
Torso Control <= o
Spine FK Chain Controls
Follow properties

Montage (DefaultGroup)
DefaultGroup.DefaultSlot

Timing
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Curves (0)




Anekce CUMKUH

BLENDSHAPE

https://drive.google.com/file/d/1s8tcOX1PWI-
4vAgFJKoxfiIRJTIOk6GT/view?usp=drive link

ND Channel Box

Channels Edit Object Tools

lip_corner_gharpen_upper_|
ip_corner _sharpen_lower | !
lip_corner_sharpen_upper _r
lip_cormer gharpen_lower r
lip_cormzd _janch_top |
lip_cormey_pitwen_bot_|
lip_corner_pinth_top,_r
lipy_carner_ginch_bat_r
lip_upper_roll_in_out_|
lip_upper_roll_In_put_r
lip_lower_roll_in_out_|
Ip_lower_roll_in_out_r
lip_commréss_upper_|
lip_rompress_dpper ¢
lip_compress_lower | !
lip_contpress lower 1
Iip_blow_hald_| «
lip_blow_hold 1 ©

lip_biow _release |
lo_blow_release ¢
lip_upper_mid_updn_|
lip_upper_mid_updn_r
lip_upper_outer_updn_| C
lip_upper_outer_updn_f
lip_bot_mid_updn_|
lip_bot_mid_updn r C
lip_bot_outer_updn_|
lip_bot_puter_updn_r
lip_lateral | C

lip_lateral r

detall_ctrls

nose_compress_|

nose compress r 0 %

nosé_dilator_|
nose_dilator_r
nose_push_up_dawn
nose_tip_swing_Ir
nose_nostils_suck_| O
nose_nostils_suck r

cheel_ctris

M_puﬂJ B3

cheek er"kl
theek_such’ |
cheek_suclc r D
throat_ciris
neck_stretcher | |
neck_stretcher r
neck_tighten_up C
sternocleidomastoid_flex_|
sternocleidomastoid_flex_r
platysma_flex_| C
platysma_flex_r U
throat_adams_apple U
throat_compress
throal_open
mouth_extra
lip_outer _sticky | 0
lip_outer_sticky 1 0
hero_def:head_anim:eye_ctrl
eye clrls



https://drive.google.com/file/d/1s8tcOX1PWl-4vAgFJKoxfjlRJTIOk6GT/view?usp=drive_link
https://drive.google.com/file/d/1s8tcOX1PWl-4vAgFJKoxfjlRJTIOk6GT/view?usp=drive_link

BLENDSHAPE




BLENDSHAPE

https://drive.google.com/file/d/113lvolm9cxx LPNf8jyOV3J2FOllv-
As/view?usp=drive link



https://drive.google.com/file/d/1I3lvoIm9cxx_LPNf8jyOV3J2FOIIv-As/view?usp=drive_link
https://drive.google.com/file/d/1I3lvoIm9cxx_LPNf8jyOV3J2FOIIv-As/view?usp=drive_link
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AHUMALUN

9

3%m

\ 7

\ // .

J/
ﬂ" #

PLASMA RIFLE
ACQUIRED
——— ] -

Press [TAB] ’ivew Cadex entry

e _

SR OACH
O 93 mmer

)

https://drive.qgooqgle.com/file/d/10230pi3DwWwoWUAQSG1WtGckQO03
VeblkJH/view?usp=drive link



https://drive.google.com/file/d/1o23opi3DwoWUAQSG1WtGckQ03VebIkJH/view?usp=drive_link
https://drive.google.com/file/d/1o23opi3DwoWUAQSG1WtGckQ03VebIkJH/view?usp=drive_link

Anekce CUMKUH

Kak QA
NnOMoraloT
aHUMaTopam

61

@ lNMpoBepka puHanbHbIXx aHumauumn (koctHble u blendshape)

lNMpoBepKa NpaBuIbHOCTU UCMOJIb30BaHUA MoJeNnieN 1
MYBCETOB

@ lNMpoBepka napHbIX aHUMALUIA B UTPOBbIX YC/IOBUAX



Anekcen CUMKMH

Knacc: nnyT (rogue)

VFX DESIGNERS

[IpopuTEeTHBIE XapaKTePUCTUKM:
HEe3aMeTHOCTb, MaHa

APTEDAKTbI PABOTDI:

- BusyasnbHble apPeKTbl AJ19 pasHbIX
YPOBHEN rpaPuKu

- AHUMaUnn K VEX

62



Anekceun CUMKUH

Shape is another major element that defines a VFX art style and can

help to reduce visual noise. Common shapes include: concise detail,
hand-painted textures, mixture of soft and sharp shapes, well-defined
silhouettes and moving object textures.

ALL TEXTURES NEED TO BE HAND-PAINTED WITH CONCISE DETAIL

TEXTURES NEED TO BE A MIXTURE OF SOFT AND SHARP SHAPES

A combination of hand-painted textures with a combination
of soft and hard defining lines work best.

Avoid using photographs texuture or visuals with
superfluous detial becuae it creates unnecessary noise.




Anekcen CUMKUH

An effect’s timing communicates specific gameplay moments.
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VFX HA TEST YPOBHE

Anekce CUMKUH
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Anekce CUMKUH

Kak QA
nomMmoramwT VFX
AN3anHepam

@ lNMpoBepka VFX Ha pa3HbIX YPOBHAX rpaduKn

lNMpoBepka VFX ¢ pa3HbIMu HacTpoukamu apdekrTa B
UrPOBbIX YC/IOBUAX
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Anekcen CUMKMH

Knacc: 6app
SOUND DESIGNERS

[IpMopuTEeTHBIE XapaKTePUCTUKM:
MPU3bIB YEKAHHOM MOHETbBI U Hann4me pagomM BeabmMaka

APTE®AKTDbI PABOTDI:

- Sound Design aokymeHT (CO0)
- My3bika U NecHwu

- SFX Ha Bce c/iy4yaun XXU3Hwu

- O3BYy4YKa

- 2D n 3D 3BYKU B Urpe

WITCHER

WILD HUNT

67



Anekce CUMKUH

3% ]

10

11

12

13

14

15

16

17

18

19

20

21

Asset Name

SCREEN / STAGE /| GRROUP (e.g.: Menu)

MenuMusic mus_gamename_menu_loop

PlayButton

SCREEN / STAGE / GR

sfx_ui_button play

ROUP (e.g.: Core Gameplay Loop)
mus_gamename_gameplay base a

mus_gamename_gameplay base b

mus_gamename_gameplay melody a1

mus_gamename_gameplay _melody a2

GameplayMusic mus_gamename_gameplay _melody a3

mus_gamename gameplay melody b1
mus_gamename gameplay melody b2
mus_gamename_gameplay melody b3

stg gamename gameplay win
ResultStingers
stg gamename _gameplay lose

Stage1Ambience amb_gameplay stage1 loop

BirdAmbience amb_gameplay_birds_var0(1-5)

RocketLauncherShot  sfx_character weapon_ rocketlauncher shot

sfx_character_weapon_rocketlauncher_thrust_loop

RocketLauncherMissil

e sfx_character weapon_rocketlauncher explosion_var0O(1-
3)

MUS
SFX

MUS

MUS

MUS

MUS

MUS

MUS

STING

STING

AMB
SFX
SFX

SFX

SFX

SFX

MUS

Description

Music for the menu screen

Play Button sound

Rhythm section for the gameplay music, part B

Melody variation for the gameplay music, part
A

Melody variation for the gameplay music, part
A

Melody variation for the gameplay music, part
A

Melody variation for the gameplay music, part
B

Melody variation for the gameplay music, part
B

Melody variation for the gameplay music, part
B

Stinger for when the player wins
Stinger for when the player loses

Ambience loop for stage 1
Birdsong variations

Rocket Launcher shot

Rocket Launcher thrust engine

Rocket Launcher rocket explosion variations

Rhythm section for the gameplay music, part A

Audio

Audio

Parameter
Source

Channels Parameter Description

Listener - -

Listener - -

Listener - -

Listener Results L=
1= Lose
Listener - -
Trees - -
Listener - -
missile - -
EnemySiz Oi sma!l enemy:; _
o 1= medium enemy;
2= large enem
missile - y
0= no reverb;
Reverb 1= medium room reverb;

2= cave reverb

SOUND DESIGN JOKYMEHT

Priority Refinement

highest 2D Main To do

Placeholde
r

highest 2D Main Working

2D
2D

highest Done

highest

Done

Revise
Implementation

highest

Revise
Implementation

highest

System randomizes melodies for parts A and B
in the music

Revise

Stage1 )
Implementation

2D

highest

Revise Asset

highest

Revise Asset

highest

Revise Asset

highest

highest 2D f'aceh"'de Working
Main Placehold
highest 2D i acenadlde  gant
mediu oD Stage1 Placeholde To do
m r
low 3D Main Used in a scatterer container _ Done
high 2D Main f'acer‘c"de Ready to QA
rPIacehoIde Sent
Placeholde
high 3D Main r
Placeholde

Working

r
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Anekcen CUMKUH

ProjectD_WwiseProject.wproj”® - [normal] - Wwise 20...
0:33:26.890 Connected to GT23300- ( X

i+ Last property: : mm

8 © X
= =

Timestamp Type Description

0:33:26.506 Switch Switch to "PM_Mud
Switch Switch to "PM_Water_Thick_off
Switch Switch to "PM_Water_Thin_on
Event Event Tnggered
Switch Switch to "Default
Switch Switch to "Default
Switch witch to "Default’

Event vent Triggered
Voices Graph

witch Switch to "PM_Mud (<)
witch Switch to "PM_Water_Thick_off
switch Switch to "PM_Water_Thin_on
Event Event Tnggered
State Changed From state "battle_intensity_normal” to state “battle_intensity_combat_simple
Switch Switch to "PM_Mud
Switch Switch to "PM_Water_Thick_off
Switch Switch to "PM_Water_Thin_on

Event Event Tnggered

Name

CPU - Plug-in Total
CPU - Total

Loaded Banks (Memory)

. Spatial Audio - CPU

ﬂ\ I\ A } -~ Spatial Audio - Diffraction Edges
by A A A

\ Spatial Audio - Emitters Processed
¥ 3 Spatial Audio - Path Validation CPU
Spatial Audio - Portal Path Validation CPU
Spatial Audio - Portal Raytracing CPU
Spatial Audio - Primary Rays

Spatial Audio - Raytracing CPU

Spatial Audio - Triangles

Total Streaming Bandwidth

Total Streaming Bandwidth (Low-Level)

Total Used Memony

Eomme 7)1 B NRD (ER A
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n «3D» 3BYK

«2D»

Anekcen CUMKMH




Anekce CUMKUH

Kak QA
nomoraioT Sound
AN3anHepam

£
&£

-

WITCHER

WILD HUNT

lNMpoBepka HeO6XoANMbIX 3BYKOBbIX aCCETOB Ha OCHOBEe
«Sound Design document»

@ lNpoBepka 2D u 3D ayauo

lNMpoBepka NpaBUIbHOCTHU UCMOIb30BaHUSA ayAUO B
3BYKOBbIX KaHasaxX Urpbi
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Anekce CUMKUH

Kpome paHee ynoMsaHYTbIX paboT QA

NnpoBepsIoT:

- 6anaHc

- CoemecTumocTtb (Compatibility)

- Compliance

- 18N & L10N

- Performance

- Playtesting

- Cneyuduyeckue duumn KOHcoNENn

- ABTOMaTHU3aLusa TeCTUPOBaHUSA

- Pa6boTta ¢ KOMbIOHUTHK
MeHep)xepamu

- N MHOroe gpyroe

COKO3HUK nnn ...?
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Anekcen CUMKMH "

BUADbI
TECTUPOBAHUA

SELECT  START

'}

; %l 8 L‘ % |

—h JAUA EDITIOP“ "

© NEEEEEEEE  EEE mEE Game QA TEStI ' {0 / .



Anekce CUMKUH

Buying a new
controller be like

https://drive.google.com/file/d/1EL5x5gnLbiLVq0Lgq TS5AvjOlodl

BOdJ/view?usp=drive link
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https://drive.google.com/file/d/1EL5x5qnLbiLVq0Lq_TS5AvjOIodlBOdJ/view?usp=drive_link
https://drive.google.com/file/d/1EL5x5qnLbiLVq0Lq_TS5AvjOIodlBOdJ/view?usp=drive_link

e e PelueHue 0 BbiNyCKe Urpbl

—————

GAME FREAK

P
2

&2

VokeNey VokeMey Tf D
700 SHIELVH1S

“It’s ok Animal Crossing,
you release when you feel
like it”

“Hurry! Hurry! Hurry!
Christmas is coming!!”
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e

Specificity of Game
Testing

—e

e

Game Testing Basics

A

Testing Game
Mechanics

e

e

Game Mechanics

— e

e

Typical Roles of the
Game Development

ISTOB® Certified Tester - Game Testing (CT-GaMe)

A

Graphics Testing

—e

ey
Principles and
Concepts of Game

—eee

e

Approaches to Testing
Game Mechanics

Team
—

Testing Activities
throughout the Game
Software Development

Lifecycle

e

Sound Testing

—ee

.,
Features of the
Sound Content of

Graphics
N —

e

Approaches to Testing
Graphics in Game

—eee

A

Game Level
Testing

e

ey
Game Level Design
Principles and

the Game Product
S

Ty

Types of Defects in
Sound Content

Products
S

e

Graphics Test
Execution

— e/

e

Tools Support for
Graphics Testing

e

Game Controllers
Testing

e

oy
Principles and
Concepts of Game

Concepts
N ——

ey
Approaches and

Execution of Game

— e

ey
Approaches to Testing
Sound Content in Game

A

Localization Testing

—e

ey
Principles and
Concepts of

Controllers
N ————————

Ty
Approaches to Testing
Controllers in Game

Level Testing
N ——————

ey

Tools Support for
Game Level Testing

Products
e

ey

sound Test Execution

— e/

— e

e

Tools Support for
Sound Testing

Localization Testing
N ——

Y
Types of Localization

Defects and their
Causes

Products
S

oy

Tools Support for

Game Controllers
Testing

e

—ee

Localization
Testing
Approaches and

—ee

| Execution |

Ty

Tools Support for
Localization Testing

— e



Anekcen CUMKUH

B\

\"]eull J’Talﬁ?w(

Enctlul Edition

BbIBO/1bl

- Game QA BoBNeYEeHbl B aKTUBHOCTMH
00/bLUMHCTBA KOMaHA

- y Game QA BaXXHO BbiieNIiTb CBOM
cneyuanmsauum

- UrpaThb B Urpy HYXXHO (MHOro!), Ho B KOHLe
npoeKTa

- IrPOBOE TeCTUPOBaHUEe — 3TO el e U paboTac
OKOJ10 UrPOBbIMU aKTUBHOCTAMMU (KOMDbIOHUTM
MeHeA)XepaMu, IOKanu3auusa u MHoroe apyroe)
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Anekce CUMKUH

Jlanwo, 3a pabory.

-

.

https://drive.google.com/file/d/1FHR1wmwjZR9q53RDvIlyTvPFeM6

YyOnR/view?usp=drive link
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https://drive.google.com/file/d/1FHR1wmwjZR9q53RDvIlyTvPFeM6YyOnR/view?usp=drive_link
https://drive.google.com/file/d/1FHR1wmwjZR9q53RDvIlyTvPFeM6YyOnR/view?usp=drive_link




	Slide Number 1
	Slide Number 2
	Slide Number 3
	Slide Number 4
	Slide Number 5
	Slide Number 6
	Slide Number 7
	Slide Number 8
	Slide Number 9
	Slide Number 10
	Slide Number 11
	Slide Number 12
	Slide Number 13
	Slide Number 14
	Slide Number 15
	Slide Number 16
	Slide Number 17
	Slide Number 18
	Slide Number 19
	Slide Number 20
	Slide Number 21
	Slide Number 22
	Slide Number 23
	Slide Number 24
	Slide Number 25
	Slide Number 26
	Slide Number 27
	Slide Number 28
	Slide Number 29
	Slide Number 30
	Slide Number 31
	Slide Number 32
	Slide Number 33
	Slide Number 34
	Slide Number 35
	Slide Number 36
	Slide Number 37
	Slide Number 38
	Slide Number 39
	Slide Number 40
	Slide Number 41
	Slide Number 42
	Slide Number 43
	Slide Number 44
	Slide Number 45
	Slide Number 46
	Slide Number 47
	Slide Number 48
	Slide Number 49
	Slide Number 50
	Slide Number 51
	Slide Number 52
	Slide Number 53
	Slide Number 54
	Slide Number 55
	Slide Number 56
	Slide Number 57
	Slide Number 58
	Slide Number 59
	Slide Number 60
	Slide Number 61
	Slide Number 62
	Slide Number 63
	Slide Number 64
	Slide Number 65
	Slide Number 66
	Slide Number 67
	Slide Number 68
	Slide Number 69
	Slide Number 70
	Slide Number 71
	Slide Number 72
	Slide Number 73
	Slide Number 74
	Slide Number 75
	Slide Number 76
	Slide Number 77
	Slide Number 78
	Slide Number 79

