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CONFERENCE DAY ONE

TUESDAY, DECEMBER 4TH 2018
08:00 REGISTRATION AND COFFEE 

Enjoy early introductions and networking opportunities with your peers 

09:00 GAMING IQ WELCOME
Ahmed Ouguenoune, Conference Producer, Gaming IQ

09:05 CHAIR’S OPENING REMARKS

09:15 ICEBREAKER SESSION: WHAT ARE YOU MOST PROUD OF?
 Attendees will introduce themselves to someone they’ve never met before and discuss the best project they have worked on 
and why? What made it so special? How has it influenced current projects? And what would they do differently if they were to 
do it again?

09:30 SERVICE TRANSFORMATION: INNOVATION IN GAME SUPPORT
 Video game releases are very difficult to release, and the new demands placed upon them from live services necessitate 
innovation. How have others innovated, and how can you adapt your Player Support functions to meet this change?
 John Pompei, Head of Customer Care Operations WW, EA 

10:00 SESSION RESERVED FOR LIONBRIDGE 

10:30 YOUR TITLE: QUALITY CULTURE INFLUENCER
 A talk about the transformation from tester to QA to flag carrier of the culture of quality in Unity over the course of 6 years. Which 
steps did we take, what prerequisites going from one to the next were needed and where are we taking it to now.
Thomas Peterson, QA Director, Unity Technologies 

11:10  MORNING BREAK

12:40 OPEN FLOOR DEBATE: THE “LIVE QA” PROCESS
  Following on from the Development Processes for QA panel, the session will transition into an open floor debate on the topic of 
“Live QA”, moderated by the chairman. The audience is invited to take part to engage with our speakers, and one another, on 
the processes they too have implemented, and how these have facilitated development and release.

13:00 NETWORKING LUNCH

11:40 PANEL: DEVELOPMENT PROCESSES FOR QA
 The importance of integrated QA has become more prevalent, as more developers and publishers push to ensure their titles 
release in a stable condition. This session brings together a number of industry speakers to exchange together on how they 
have implemented their own internal development processes that incorporate QA. 

 Moderator
 Michelle Mangio,  
Director of Product Quality,   
Amazon Game Studios

Contributors:

 Chelsea Curran, QA Manager, Amazon Game Studios   

James Rackliffe, QA Lead, Rockstar Games 

Sam Bradley, QA Director,  Sledgehammer Games 

Tim Johnson, Assistant Producer, Telltale Games 

The speakers were amazing and super inspirational - I’ve 
gained new knowledge and will spread it within my company

NetEnt
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TUESDAY, DECEMBER 4TH 2018
QUALITY ASSURANCE

14:00 BEYOND TEST AUTOMATION
 A unique perspective about test automation strategies 
covering the basics, and then expanding it to the other 
areas where technical QA can accelerate the rest of  
the project.
 John Thomas, Senior Test Manager,   
Blizzard Entertainment

14:45  AGILE DEVELOPMENT TESTING – AN EA BIOWARE 
PERSPECTIVE
  Bioware offers lessons learned in applying Agile and 
Lean Methodology in a Quality Assurance tools and 
automation team.
 Curtis Onuczko, Quality Technology Lead,    
EA Bioware

PLAYER SUPPORT

14:00 THE VALUE OF LIVE SERVICE MODEL TO PLAYERS
  As live releases have become the norm, Triple A  and 
Indie developers alike must plan their titles  releases. 
Learn how an imbedded player support system in a live 
release provides increased value to the player.
 Casey Al-Kaisey, Global Brand Manager,  
EA DICE 

14:45  STAYING AHEAD OF THE GAME WITH PLAYER ANALYTICS
   Gamers offer an invaluable amount of data every time 
they log on to play. This session dives into how you can 
best use this data to learn your  players and improve the 
experience
 Ralph Alfaro, Senior Player Support Manager,   
Zynga

QUALITY ASSURANCE PLAYER SUPPORT

 

15:30 AFTERNOON BREAK

16:00 INTERACTIVE ROUNDTABLES: 
 Enjoy the opportunity to have a structured, yet informal, open and honest discussion on the challenges we face. Attendees will 
separate into small groups and over the course of the hour have the opportunity to work through two of the below topics with 25 
minutes on each table (enough for two rotations), before returning to share with the group. Each table will have a facilitator who 
will guide the discussion and feedback key takeaways to the rest of the room.

17:00 CHAIR’S CLOSING REMARKS

17:15  DRINKS RECEPTION HOSTED BY 

It’s been extremely valuable, I met a lot of interesting  
people. It’s a great place to meet other localization professionals 
and learn about their pipelines and tools. Definitely will come 
back next year!

WB Games

 Table 1:  
Crowdsource Testing 
– Beta/ Early Access

Table 2:  
Automation  
& AI testing

Table 3: 
Live Service QA

Table 4:  
The Indie Gap

 Table 1:  
VIP Player Systems

Table 2:  
Player Support as part of 

development

Table 3:  
Community Engagement 
in Live Services

Table 4:  
AI in Player Support

CONFERENCE DAY ONE
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WEDNESDAY, DECEMBER 5TH 2018
08:00 REGISTRATION 

Prepare for the day ahead with refreshments and reflect with your peers on the takeaways from day one. 

09:00 CHAIR’S OPENING REMARKS

09:05  ICEBREAKER SESSION: NETWORKING BINGO
 At registration, each attendee will be provided with a number. Once inside, find your corresponding number and discuss key 
takeaways from the previous day, and what you look forward to in day two.

09:20 TIGHTER COLLABORATION BETWEEN QA & PLAYER SUPPORT
 The Live Service model created a new symbiotic relationship between QA & Player Support, as each function must in turn 
interact with the other to ensure the delivery of content, and the stability of builds during the support lifecycle of a release. What 
does this new relationship entail, and how can you ensure tighter collaboration?
 Alex Lucas, QA Director, EA Bioware 

10:00 SESSION RESERVED FOR KEYWORDS STUDIOS 

10:30 FROM DEVELOPMENT TO DEPLOYMENT: LESSONS FROM WGCB
 This session will delve into the specifics for the development process in QA, tackling specific challenges of quality integration 
into the titles development. It will detail exactly how the development and  release were shaped throughout to ensure a smooth 
and stable title release. 
 Jared Pace, QA Manager, Wargaming.net 

11:40  SUPPORTING PLAYERS IN LIVE RELEASES – THE UBISOFT APPROACH

 The Live Service model necessitates systems that properly support and engage players with content, whilst also ensuring that the 
development and release of patches and content updates are as seamless and thorough as possible. In this session, Ubisoft 
will lead a panel on what this process looks like for them, with insights into how they support their players from the beginning of 
development to product release.

 Corey Facteau, Director of Operations, Ubisoft 

QUALITY ASSURANCE

14:00 SHIFT LEFT TESTING IN VIDEO GAME QA
 As shift left testing allows for an earlier usage of QA, how 
can you best use shift left testing to ease the load on 
prior to release? What changes can you make to ensure 
a smoother development/release window?
Artem Nesiolovskiy, QA Engineer, Amazon GS 

PLAYER SUPPORT

14:00  USING COMMUNITY & SOCIAL TO ENGAGE YOUR 
PLAYERS
  What are the best methods available to engage with 
your player base? How can developers and publishers 
best use social tools to support their community?

QUALITY ASSURANCE

12:20  USING EMBEDDED TESTING AND CONTENT APPROVAL 
PROCESS TO INSTILL QUALITY DURING DEVELOPMENT 
 This session aims to discuss how a system of checks 
embedded into the development programme can be 
beneficial to all during a product development cycle.
 Tim Ryan, Director of Development, Kaneva 

PLAYER SUPPORT

12:20  KEEPING GAMERS IN-GAME THROUGH PLAYER SUPPORT
 This session will handle the strategies that an integrated 
Player Support platform can help in player retention. 
Nothing forces a player out of the game more than 
needing to reach out for help, so how can we best 
minimise the disruption through this?
 Andy Cataldo, Digital Communications Director, 
Arwic Studios

11:10 MORNING BREAK

13:00 NETWORKING LUNCH

CONFERENCE DAY TWO
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WEDNESDAY, DECEMBER 5TH 2018

15:20 AFTERNOON BREAK 
 Make the most of this final opportunity to ask your fellow peers and our commercial partners any burning questions you have!

15:50 INTERACTIVE DISCUSSION AND Q&A: A QUALITY CULTURE – KEY TAKEAWAYS 
 At the beginning of the conference and throughout days one and two, everyone will have taken part in a live poll using our 
Game Quality App, which will have asked you to submit a key challenge you’re currently facing in your role. The top two from 
each track will be reviewed and debated during this interactive session giving you the chance to focus in on any remaining 
issues you wish to cover in more depth.

16:30 SUMMARY SESSION 
 An opportunity to wind-down, reflect on learnings, create next-steps and follow up activities and consolidate learnings 
throughout the last two days. Facilitated by the chairperson, this session will look at the tangible takeaways from today and the 
previous day, and call on your input to help form the basis for the post event report, to be shared with all attendees following 
the conference.

17:00 CHAIR’S CLOSING REMARKS

17:15 END OF DAY TWO & CLOSE OF GAME QUALITY FORUM 2018

EXCLUSIVE LEADERSHIP BOARDROOM
Alongside the main agenda, the Game Quality Forum is happy to 
introduce the Exclusive Leadership Boardroom, providing senior 
developers/publishers with a devoted session designed to enable the 
frank and open exchange of ideas, in an informal, but closed doors 
session.  

PLEASE NOTE, THIS IS STRICTLY BY INVITATION ONLY

Very good, inspiring, brought new ideas, excellent to meet 
new like-minded people and share points of view

Bohemia Interactive

14:40 FIRESIDE CHATS 
     The best strategies are formed through expert collaboration! Break off into small groups of 8-10 people and collaborate with 
your peers in these interactive roundtable discussions…with a twist! 
 A campfire theme gives these round tables an intimate and open feel, with campfire snacks provided to get everyone in the 
mood! After 30 minutes, a 10 minute summary session will close out the chats.

QUALITY ASSURANCE

 

PLAYER SUPPORT

  Table 1:  
Motivating the Team - How 
to get the best out of your 
internal departments

Table 2:  
The Player as QA - How  

players can help  
influence the process

Table 3:  
Proactive QA - Staying Ahead of the Game

  Table 1: 
Maximizing User 
Engagement

Table 2:  
 Implementing an  

Omni-Channel Player 
Experience 

Table 3:  
Keeping Engaged - Best Practice in Player Support

CONFERENCE DAY TWO
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