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Who we are – Guerrilla Games







The challenge for the project



The challenge for QA



Facing the challenges



INGREDIENT #1: THE QA 

TEAM
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INGREDIENT #2: TEST 

STRATEGY



Test Strategy Goals



Test Strategy Goals



Failed experiment #1
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Test Strategy Goals



Session-based exploratory testing



Testing what matters
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Not just testing



INGREDIENT #3: TOOLS AND 

TECH



Tools – In Engine



Examples of debug views and 

tools



External Tools



Interactive bug map 

demo





Test Automation



Apollo – Autonomous Automated Autobots



TAKEAWAY  

POINTS



Nurturing The Test Team

• Trust

• Communication & Collaboration

• Empowerment & Ownership

• Learning & Growth



Developing A Test Strategy

• Efficiency – process & tools

• Focus:

– Risk

– Changes

– Weak points

• Evolve & Improve



Using Tools & Technology

• Increase understanding

• Informative for developers

• Testing efficiency

• Data-driven



Potential downsides

• Siloing

• False positives

• Recruitment challenges

• Training needs



Trophy Unlocked!
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ana.barbuta@guerrilla-games.com


