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QUICK INTRO 
‣ QA Lead at Riot Games 

‣ Work on League of Legends 

‣ Responsible for QA processes and 

management of Events, Release and 

Regional teams 
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THE GAME = LIVE SERVICE 
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‣ Delivers new content multiple times a 

month 

‣ Rapid internal iterations with daily 

playtests 

‣ Multiple player-facing deploys each 

day to testing environment (PBE) 



‣ Delivers new content multiple times a 

month 

▾ balance changes 

▾ champions 

▾ skins 

▾ ward skins 

▾ esports events 

▾ features 

▾ micro sites 



continuous delivery  
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DIFFICULT FOR TRADITIONAL  
QA MODELS TO ADAPT 

DROP IN QUALITY 



THERE’S NO ONE-SIZE-FITS-ALL SOLUTION… 
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LEVERAGE TECHNOLOGY 

PLAYER-BASED TESTING 



‣ Hire for people, not positions 

‣ Hiring process is extensive – 

multiple types of evaluations 

and diverse criteria 

‣ Look for analysts, rather than 

testers  

‣ Culture and passion fit 
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‣ Hire for people, not positions 

‣ Hiring process is extensive – 

multiple types of evaluations, 

interviews and tests 
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HIRING 1 

‣ Continuous training and 

investing in our team & its 

people 

‣ Biweekly 1-on-1s focused on 

development paths 

‣ Biweekly QA training sessions 

on different topics 

‣ Multiple growth paths: SME, 

People Management, Project 

Management 
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HIRING 1 

‣ Continuous training and 

investing in our team & its 

people 

‣ Biweekly 1-on-1s focused on 

development paths 

‣ Biweekly QA training sessions 

on different topics 

‣ Multiple growth paths: SME, 

People Management, Project 

Management 

TRAINING 2 

‣ Our type of embedded QA 

▾ Part of features & initiative 

teams 

▾ Specialized knowledge + 

broad skill base 

‣ Specialized roles – different 

sub-groups, depending on 

where their passions lie 

EMBEDDED QA 3 

PEOPLE > PROCESS 
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‣ Various Dashboards  

‣ Release Data 

‣ Main Lock Status 

‣ Bug Charts 

‣ Custom Automated Reports 

‣ For Dev Managers 

‣ For Product Owners 
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‣ Various Dashboards  

‣ Release Data 

‣ Main Lock Status 

‣ Bug Charts 

‣ Custom Automated Reports 
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1 

‣ Game Client Performance 

‣ Game Server Performance 

‣ Game Client Compatibility 

AUTOMATED  
PERFORMANCE TESTING 2 

LEVERAGING TECH FOR EFFICIENCY AND EFFECTIVENESS 



24-hour period 

AUTOMATED CLIENT PERFORMANCE DATA 



COMPATIBILITY LAB 



LEVERAGING TECH FOR EFFICIENCY AND EFFECTIVENESS 

‣ Various Dashboards  

‣ Release Data 

‣ Main Lock Status 

‣ Bug Charts 

‣ Custom Automated Reports 

‣ For Dev Managers 

‣ For Product Owners 

SHARE  
INFO 

1 

‣ Game Client Performance 

▾ All Maps 

▾ Various Graphics 

Settings 

‣ Game Client Compatibility 

‣ Game Server Performance 

AUTOMATED  
PERFORMANCE TESTING 

2 

‣ Game Loop Testing 

▾ Basic Game Loop 

▾ Dominion Game Loop 

▾ Tutorial Game Loop 

‣ Front End Testing 

▾ Functional Testing 

AUTOMATED 
INTEGRATION TESTING 

3 



AUTOMATED INTEGRATION TEST 



OUR STRATEGY 
KEY  
BELIEFS 3 

PEOPLE > PROCESS 

LEVERAGE TECHNOLOGY 

PLAYER-BASED TESTING 



OUR STRATEGY 
KEY  
BELIEFS 3 

PEOPLE > PROCESS 

LEVERAGE TECHNOLOGY 

PLAYER-BASED TESTING 



PLAYER-BASED TESTING 

‣ Company playtest 

‣ Intrateam feedback 

‣ Interteam feedback 

‣ Player research (user research) 
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PLAYER-BASED TESTING 

‣ Intrateam feedback 

‣ Interteam feedback 

‣ Company playtest 

‣ Player research (user research) 

 

FEEDBACK LOOPS  
WITHIN DEVELOPMENT 1 

‣ Allows for subjective and objective feedback 

INVITING PLAYERS 
TO TEST (PBE) 2 



PBE FORUMS 
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DELIVER HIGH-QUALITY, FUN CONTENT  
CONSISTENTLY & CONTINUOUSLY TO PLAYERS 

QA MUST BE 
LIGHTWEIGHT & ADAPTABLE 

OUR DEVELOPMENT CYCLE 
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PROPOSAL, 
IDEATION &  

PRE-
PRODUCTION 

OUR DEVELOPMENT CYCLE 

EMBEDDED QA: 
CHAMP CONCEPT STAGE 

FIT FOR THE UNIVERSE? 

COMPELLING & FUN? 

COOL KIT? 
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NEED HIGHLY ADAPTABLE PEOPLE WITH BROAD SKILLSETS 

FOCUS ON INTELLIGENT TESTING >  
COMPREHENSIVE TESTPLAN WRITING 

CHALLENGES:  
‣ Quality bar makes hiring a challenge 

‣ Continual training & innovation = must-have 

‣ People can “go native” 

CHALLENGES:  
‣ Pairwise testing, leveraging players for testing 

‣ Leads to lack of documentation 
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TESTPLAN LIMITATIONS  
BECOME APPARENT 

RAPID BUILD ITERATIONS 
OCCASIONALLY BREAK 
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CONTENT IS THE LIFEBLOOD OF OUR GAME 
‣Balance changes keep things interesting 

▾ Satisfying variety of player wants is a challenge 

‣Champions and skins must be released regularly 

▾ Planned hotfixes for champions often occur 

▾ Champions and skins must be high quality as  they are 

viewed on PBE early 

 



FEEDBACK  
LOOPS 

TAKEAWAYS 
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PEOPLE > PROCESS 

LEVERAGE TECHNOLOGY 

PLAYER-BASED TESTING 



QUESTIONS? 

WWW.RIOTGAMES.COM/CAREERS 

BEN SEIFERT 
QA LEAD 
bseifert@riotgames.com 
 
 


