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Audio QA : Getting useful
feedback on your audio work

Renaud Barne
Audio QA & Voice Director at Demute




Agenda

. Introduction

. Why are we talking about Audio QA ?
. Getting started

. How it has worked

. Takeaway points
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Introduction

. Renaud Barne

. Audio QA

. Voice Director

. Past exp.: localization post-production & quality control
. Bachelor in Sound & Image

. Most of all: | € sound
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innovative sound

MARCH 18-22, 2024 #GDC2024



A few games

PLEASE,

TOUCH

THE ARTWORK
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Why Audio QA?

Have you ever received a bug/feedback like these ?
M

Footsteps are not correctly

( Updat.. Ound when deStrOyed

d'informatio!l
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Misunderstanding of Sound

. Incomprehension of what is really
audio-related

. Underestimation of the
importance of audio

. Sound also often overshadowed
in QA itself
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Verification - Lengthy process
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Verifica’rion - Lengthy process

It plays a mud footstep because the floor material is tagged as "'mud®. | can put "earth/dirt” footstep
mud® matenal variable but it means that we won't have "mud’ footsteps in the game

when | receive
anNymore
the earth/dirt ground, but it is not on

Anc NGV W AN T,
Ancther way to
’rl 00 X ‘:' e i e : 7
the soul IJ SO0 ere does no tseem to be separation between this mud and other mud (near the rivers, la
. If 1 understand cc-x‘real‘;,f.
This might be more of an artist thing/fix/issue in the end. If they can separate the mud layers (create a new
a new physical material and add like a

one for the mud found in the picture), t maybe crea

then we can

LA e e semi-muddy footstep sound.
.:.'.7 l . L -’_n
; hear now 1s the mud feootsteps, which is linked to the type of
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bug
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Verification - Lengthy process
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https://docs.google.com/file/d/15dCnWHjI02o-wxOnOE4nE8_2qaPOjSDY/preview

Audio QA - The solution?

Three considerations:

. It would be a relief for our team
. Fail early || succeed later

. It sparked interest in our clients
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Audio QA - What even is 1t?

Why am | here?
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Audio Quality Assurance

Similar to Quality Assurance:

. Goal: ensure a level of quality and playability
. Via: chasing bugs
. How: identify the right method

Audio QA adds:

. “Making sure your game sound as intended” (Amanda Laven)
. With: knowledge of sound & use of various audio tools
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Audio QA - Prerequisites

Knowledge Audio tools

. Reverb . Hear the intended sound

. Compression . How audio works

. Mix . Make QA more interesting

. What is audio-related
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Audio QA - How-tfo

Variety of tools: Documentation:
. Bug tracking tools . Artistic direction
Jira, Redmine, Bugzilla, . Cheats/debug doc
Monday &+
. Screen recorder fanod
. Engines, middleware 0
UE, Unity, Wwise, FMOD &+ @
uJquse

ambassador
program
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Audio QA - Test Plans

. What to test
. Strategy
. Prerequisites
. Steps
SP® g8 . Expected results
TESTSEVERYWHERE P

. Actual results
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Audio QA - Some tests

. Smoke - Quick run on essential elements

. Functionality - Verifying the game’s functionalities

. Manual - Feature test

. Confirmation - Verifying a bug fix

. Regression - Checking validation after added content

. & many more
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Audio QA - How i1t has worked

. Implemented across different departments:

o Sound design
o Music
o Voices

. Two focus:

o Flexibility
o Upskilling
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Audio QA - Writing bugs

. Define the level of audio knowledge expected

. Provide what people need to accurately fix bugs
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Audio QA - Sound Design

. Bespoke bug report tool
. Pair assets/events with bugs

. Profiler sessions/videos/logs
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https://docs.google.com/file/d/1ZF2sEsVIU2_oD0osyNhn9ztgC8sgZ1NL/preview

Audio QA - Profiling
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https://docs.google.com/file/d/1_9_FXeglLMPrYSn2cH0sJpl7Qt5L0_mm/preview

Audio QA - Engines

v ’ G é\] S <. ¢ W Levels
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https://docs.google.com/file/d/16fd4eurPV3GfXE_znntwGtaxGDVIz6LL/preview

Audio QA - Small bug fixer

Audio QA can do more than investigate:

. Check collision parameters in-engine and fix them
. Check the event actions and fix them

. Relink broken events
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SD

Audio QA

Train Them Young

. Get creative finding and
developing tools and methods
with your Audio Programmers &
Sound Designers

. Lots of tools are easily teachable

. It empowers QA

N
Andy Glover cartoontester.blogspot.com Copyright 2011
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Music

Audio QA

. Understand how the system is implemented
. Quickly identify tracks playing in build
. Check for transition issues

Kevpoints:

. Faster work than what it would take with manual testing
. More iterations in shorter amount of time
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Audio QA © Voice Direction

. Playtest to listen to voice lines in context
. ldentify issues of acting

. Effect chains

. Volume issues

Kevpoints:

. Audio QA doesn’t have to be only technical
. Lack of consistency is a bug
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Does Audio QA work?

® FAILED 23.95% ® PASSED 100.00%

@i

Bugs that won’'t reach your reviewer

SOUND DESIGN

FAILED ASSETS

IMPLEMENTATION
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Path of an audio bug

Bu
/ creatged |\

Build

Fix
Without
( Audio QA
Must be
found

Who and/or '
how to fix
N Ticket
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Audio QA - Many benefits

. It would be a relief for our team
. Fail early _] succeed later
. It sparked interest in our clients

+ + +

. Developers don’t know how to play their own game
. Bugs you detect early won’t reach the reviewer
. Overall it makes builds more stable
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Has it worked all the time?

. More effective if milestone or feature-based
. Ad Hoc or Exploratory testing is difficult to integrate

. Make audio QA an essential part of your team for it to work
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Takeaway points

. Bugs are sort of inevitable
L Bugs will happen, so tackle them ?
. QA is disconsidered ? || Let’s make it more interesting
. Audio QA is just one type of QA
. Don’t leave artistic questions out of audio QA
. Audio QA can bridge your teams

. Build methods between audio QA & developers
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DEV VS QA
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THE STRUGGLE

FEATURE




What devs truly look like
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Questions?

. ‘.Y-W -. —-h
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T A
3w Developer

® -
"_
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Thank you & Contact

. Game Developers Conference . renaud@demute.studio
. Scott Selfon . Or join me on Discord:

. My team at Demute @ - username: naudzor
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https://discord.gg/srNFquSUtu

Some resources

. GDC Vault:
. GDC Vault:
. Spotify:
. Ministry of Testing:
by Audiokinetic (especially Wwise 251)
. Learn by Audiokinetic (& more on Youtube)
by Unreal Sensei
by DZone
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https://www.gdcvault.com/play/1028964/Audio-Summit-Sounds-as-Intended
https://www.youtube.com/watch?v=2VDlX3Dqm0w
https://podcasters.spotify.com/pod/show/how-real-life-works/episodes/S2E24---Video-Games-QA-Tester-The-Ticket-into-the-Gaming-Industry-e18kvm1
https://www.ministryoftesting.com/articles/3b0d6d34?s_id=15034809
https://www.audiokinetic.com/en/learning/learn-wwise/
https://www.youtube.com/watch?v=OTf2Wz-Spm4
https://www.youtube.com/watch?v=k-zMkzmduqI
https://dzone.com/articles/7-different-types-of-game-testing-techniques

