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* Testes de Games vs Testes de Apps
* Desenvolvimento de Games

TESTES DE JOGOS ’
(BACK TO BASIC) * O que é ser Game Tester?

Testador de Jogos:
* Eotrabalho dos sonhos?
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TESTES DE GAMES
VS
TESTES DE APPS

GAME DEVELOPMENT LIFECYCLE
DE VOLTA A0 BASICO.. QA IS IN EVERYWHERE...

1 e 1
E Ok

O QUE ESER UM
GAME TESTER?




TESTES DE GRMES
VS

TESTES DE APPS
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Game Test Strategy Talk]

QN =l 20% &

APR Q)
Fri, Apr 26 10:00 2013
Fri, Apr 26 11:40 s w
3
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Time All day

samuelbravolopez@gmail.com

Objetivo: Inserir um novo lembrete

10 mins before

Repeat

Acao: Inserir os dados, Escolher Data,
Salvar

Location

Notes

Resultado: Lembrete sendo apresentado —
na Agenda S

1]
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Let the photos begin!
Photograph P-Rex around
the river.

Objetivo/Desafio: Coletar todas as
Estrelas

~ . /7 1442 @ N B
Acao: Tirar as fotos do P-Rex em um bom S

enquadramento
Resultado/Recompensa: 3 Estrelas
sendo mostradas na Tela de Resultados

sidia TESTES DE GAMES TESTES DE APPS
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DIFFICULTY NORMAL
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TESTRADOR DE JOGOS

E O TRABALHO DOS5S
WSOMHOS" 7. ..



DESENVOLVIMENTO DE
JOGOS

EMA TIPO DE JOGO
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BUG/REVIEWS

IMPRENSA
COMUNIDADEgFANS
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REPETITIVOS

“DIVERTINDO”
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GAME DEVELOPMENT

LIFECYCLE
GA IS IN EVERYWHERE. ..




GAME DEVELOPMENT
LIFECYCLE

PRE-PRODUCTION PRODUCTION POST-PRODUCTION
PHASE PHASE PHASE

sssss GAME DEVELOPMENT



GAME DEVELOPMENT
LIFECYCLE

PRE-PRODUCTION PRODUCTION POST-PRODUCTION
PHASE PHASE PHASE

-  GAME CONFERENCE
- PUBLISHER MEETINGS

SOCIAL MEDIA

sidia GHHE DEUELDPHEHT




TESTES NA FASE DE PRE-PRODUCAO

APARECEM OS NOVOS NOMES:

P rrci ) ereerovucron 2 ALEM DOS NOMES: - PRODUTOR

* MANAGER * DESIGN DE JOGOS

(LEVEL DESIGN, STORY DESIGN,

* DESIGN | UI/UX COMBAT DESIGN)

* PROGRAMADORES * ARTISTAS
(CONCEPT ARTIST, 2D/3D ARTIST, VFX
PRE-PRODUCTION * TESTADORES / QA ARTIST, TECH ARTIST)
PHASE
GAME CONFERENCE * DESIGN DE SOM E DE EFEITOS
PUBLISHER MEETINGS SONOROS

sidia EﬂHE DEHELDPHEHT pHnEEE



TESTES NA FASE DE PRE-PRODUCAO

* TIPOS DE JOGOS

IEDIEEEDD HABILIDADES DE

DESIGN DE JOGOS  METAS

* REGRAS DE JOGO

* DESAFIOS

PRE-PRODUCTION
PHASE

- GAME CONFERENCE e MECANICAS

- PUBLISHER MEETINGS

sidia GﬁHE DE“ELDPHEHT pHﬁSEE




TESTES NA FASE DE PRE-PRODUCAO

Y yrm— HABILIDADES COM JOGOS REFERENCIA
* JOGUE JOGOS
SIMILARES: * ESTUDE AS
- Jogabilidade PRINCIPAIS -
PRE-PRODUCTION - Adquirir experiéncia MECANICAS USE 3Cs:
PHASE no tipo do jogo * CHARACTER
- GAME CONFERENCE « CAMERA
- PUBLISHER MEETINGS
e CONTROLS

sidia GﬁHE DE“ELDPHEHT pHﬁSEE



TESTES NA FASE DE PRE-PRODUCAO

HABILIDADES COM
JOGOS REFERENCIA

01'08'"18

PRE-PRODUCTION
PHASE

-  GAME CONFERENCE
- PUBLISHER MEETINGS
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TESTES NA FASE DE PRE-PRODUCAO

HABILIDADES COM
JOGOS REFERENCIA

PRE-PRODUCTION
PHASE

-  GAME CONFERENCE
- PUBLISHER MEETINGS
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TESTES NA FASE DE PRE-PRODUCAO

GAME PLAYTEST
P rrci ) ererrooucrion 2 - PROTOTIPOS COM MiNIMO DE QUALIDADE

- APRENDENDO COM USUARIO
* » TESTANDO BALANCEAMENTO E MECANICAS

 JOGABILIDADE - FATOR “DIVERSAQ”

PRE-PRODUCTION
PHASE

« COLETAMOS FEEDBACK DE USUARIO EM EVENTOS

- GAME CONFERENCE
- PUBLISHER MEETINGS
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TESTES NA FASE DE PRODUCAO

* PLANEJAR TESTES/RELEASES

XEED IS INED
» PROJETO DE TESTES

*ii * MODELAR/IMPLEMENTAR CASOS DE TESTES

* EXECUTAR/VALIDAR DESENVOLVIMENTO

PRODUCTION
PHASE

sidia GﬁHE DE“ELDPHEHT pHﬁSEE



TESTES NA FASE DE PRODUCAO

* MODELAR/IMPLEMENTAR CASOS DE TESTES

Conflict0: Revolution

MAPA MENTAL

sidia GﬁHE DE“ELDPHEHT pHﬁSEE



TESTES NA FASE DE PRODUCAO

* MODELAR/IMPLEMENTAR CASOS DE TESTES

Cenario 001 that I’m on Initial Screen

| press Options button
Option Screen is displayed

Cenario 002 that I’'m on Option Screen

| press Change Language Button
all label are translated to the

selected language

CEMARIOS [GIVEN—HWHEN-THEMN]

sidia GﬁHE DE“ELDPHEHT pHﬁSEE



9. Pick up loaded gun
jswap effects

Have 2
2. Swap guns Guns Wit @ Pick up mmo for seected gun
wap efects Ammo o effects
[
gy e a m I n O S
11.Pick up loaded weapon 12. Pick up ammo forempty gun fmpiy effects
i il

swap efects o efects

P e~ d e G a m e P I a y

13, Pick up ammo for gun not selected)
fammo effects

de Telas

8. Pick up ammo for selected gun
o effects

10, Pk up Toaded gun 5. Fire weapon
jwap effects fempty effects

14. Swap weapons.
swap effects

TFD-TEST FLOW DIAGRAMS

TIME CARD
TIME CARD TIME CARD EVENT TIME CARD
Reality #1
Routine
presentation Reality #3 ENDING A1
oream 1 Reality £2 . Dream #2A Reality #4A Ending Dream
Passion Path ’ Repetifion Be assimilated
START i Repefitior tweird) Warn the dangor Assimilation or by Konstantin || Konstanfin in the END
[Player goes N reset Path (LAB) (perfection - Mirror TIME CARD
along with {passion path] (passion path) Raor passion) N mMe CARD or EVENT ENDING C1
everything NO TIME CARD Ending Orsam
i FREEDOM.
Konstanfin
orders) - Fix domage Lorem tpsum
or
behind the door fo the o = Suar
oor ’
dream confrol room, Reality £1+ bl";w‘f’:‘":l'."“fw Reality #3+
Revolt Path there is the LAB chair Ending Dream Reality #2+ . ENDING A1+
lassimilation) Accomodate to In this dream the Asteroid Event
(player does go ENDING A2 e NEW the strangeness Thinner line will be ” N Ending Dream
where Konstatin Bo ] “&‘lmmx of a new cycle between reality "c"’ e An Asteroid hifs
orders fo, but Revolt Path Revolt Path onimioled and dream vid the spaceship Konstantin in the
does not by Konstantin CYCLE HABITAT only, endless plant - Fix domage P
not efficient) Clock tuming I g . while the ) and goto
complete the bock leaving room {reality with axteroid reaches This event wakes CONTROL ROOM
roufine tasks cuts to Reality dream elements) Valentin from
givenl 2+ the dream raom her dream END
{dream with
ot ) ENDING D1
ENDING F
PEvOLT Ending Dream
SUICIDE o
Freedom path w;‘z:“;z"m Sit amet ignis
toyer il nding Dream Differences in the - Dun:'" ﬁ:._dulrmmga 1o CONTROL
wil " main menu to hint and having the
Reality #48
follow this poth f Find Escape Pad, Dream #28 iy ENDING B escopa pod the player there is SCISSOR available to
Freedom path ot availoble fo Reach Esca pe more fo the game use ond cut the cable
NOT follow e Conduct player pe Escape (7] retums, a new
Konstantin v yet 1o Escape Pod Pod cycle begins ENDING A2 -
directions and Dot Ending Dream
happen to - Don’
mu'g Rl to SEART damage in fime Restart cycle
routinel
EVENT TIME CARD - Be faken fo LAB
- Be assimilated Clock turning
by Konstantin back
Inot efficient)

DEVELOPMENT PHASES
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TIPOS DE JOGADORES
EM MODOS - Conquistadores
- Single-player - Exploradores, Sociaveis ou
- Campanha Matadores
- Multi-player, - Casuais

etc - Hard-core
- Button-masher
- Customizer
VIDA REAL - Explorers (shortcut, cheat
Capturando informacoes de codes, crack zones)
jogadores reais

CLEAN ROOM TEST

GAME DEVELOPMENT PHASES



TREE TEST

| Movimenta dacamera Jo Z=1 CASO DE TESTE:
Jogar com Swipe ligado,
Salvando [Todas as fotos,
no modo Selfie

Al Modo de Jogo “ Selfie I

Finding Monsters —l Salvamento de fotos | o

EXPLORACAO SISTEMATICA DO JOGO
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COMPORTAMENTO DE PERSONAGENS
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TESTES NA FASE DE PRODUCAO

TESTES GUIDELINE STORE

P wraianon ) resme Y oerome g o p
- ¢ 2
"' r 4 ° "‘ XBOX PlayStation.
*ii ' ocu I us == (Nintendo)
FUNCTIONAL
PRODUCTION
PHASE PERFORMANCE

INPUT
ASSETS

https://developer.oculus.com/distribute/latest/concepts/publish-mobile-req/

5
=
a

GAME DEVELOPMENT PHASES



TESTES NA FASE DE PRODUCAO

TESTES DE LOCALIZACAO

Navaha. Navaha.
Days before the revolution. Dias antes de la revolucién .

‘ 24 SALTAR|

PRODUCTION
PHASE

Navaha.
Dias antes da revolugdo.

GAME DEVELOPMENT PHASES



TESTES NA FASE DE PRODUCAO

T XD X umty TESTES UTILIZANDO A
GAME ENGINE UNITY 3D

*ii *  BAIXAR ASSETS DO REPOSITORIO (GIT)

* TESTAR DIRETO NO EDITOR

PRODUCTION
PHASE

* GERAR BUILDS

sidia GﬁHE DE“ELDPHEHT pHﬁSEE




TESTES NA FASE DE PRODUCAO

GameBench TESTES DE
Xor— e | ABS ERFORMANCE

@ Verified * Consumo de Bateria
* Uso de CPU/GPU
N
: - * FPS - Frames Per
A B B B B B & 50%

o T Second
00:26 00:25 00:26 00:26 Avg CPU Load

26%
[

PRODUCTION ke e Byt Avg GPU Losd
PHASE 8 143

Max Memory Used (MB)

00:26
[ 0.8 0.0
Up (MB) Down (MB)
CPU Load 2
200

® I App Info
& 10 ® Total Usage
g W * S lgeoo

o Name Sharif's iPhone

00:00  00:02 00:04 00:06 00:08 0010 0012 0014 0016 0048  00:220  00:22  00:24 0025 0s 9.3.2
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TESTES NA FASE DE PRODUCAO

IEEEDEIDEI | OTIMIZETEMPO
> CREATE SAVE (LEVEL_10_ENABLED)
- CHEAT CODE |
-
- GAME SHARK l
Sttt - DATA.SAVE *4 __ E i

> STARTING LEVEL_10
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0O GUE E SER UM
GAME TESTER7

HABILIDADES ESPECIAIS. ..




HABIL IDADES




e outras habilidades de testador...

* HABILIDADES COM * DETALHISTA, SISTEMATICO,
DESIGN DE JOGOS PACIENTE, FLEXIVEL, REALISTA,
ASSERTIVO, BOA

COMUNICACAO, ETC...
- HABILIDADES COM

JOGOS REFERENCIAS:

- INTERFACE DE USUARIO
- INTERACAO DE USUARIO
- JOGABILIDADE

NAO E SO GOSTAR DE JOGAR
VIDEO GAMES...

sidia HHEILII}HI}EE



TESTRADOR DE JOGOS

E O TRABALHO DOS5S
WSOMHOS" 7. ..



* HABILIDADE DE GAME DESIGN

DESENVOLVIMENTO DE
JOGOS * FACA REVIEWS DE JOGOS

- DE BONS FEEDBACKS

TEMARSMTIPO DE JOGO » ESTUDE JOGOS REFERENCIA

sidia TRHEHLHD I}DE EDHHDE‘?




BUG/REVIEWS .
* ESTUDE/IMPLEMENTE INUMERAS

IMPRENSA [ERE
COMUNIDADE]JFANS

* DESIGN DE TEST

(Test Flow Diagram/Tree Test/Clean
Room/Table Test)
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* OTIMIZE SEU TEMPO
REPETITIVOS (CHEAT CODE/GAME SHARK)

* TER ESTRATEGIA

“DIVERTINDO” =

GAME E PROCESSO DIVERTIDO

sidia TRHEHLHD I}DE EDHHDE‘?




TESTANDD
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KNOWN

JOGOS VR



REALIDADE WIERTUAL -
GUIA BASICO PARA TESTADORES




OVERVIEW

PREOCUPACOES
E DESAFIOS

HARDWARE SOFTWARE APLICACOES




OVERVIEW

HARDWARE

© oculus &Pico T @.G e 3 DOF (Degrees o.f Free:iom)
SOFTWARE Go Goblin Gear VR o Pimax 4K * Somente a Orientacao da Cabega

é M & G - * Videos 360°
APLICACOES

pit * Guia/Cursor pela cabeca ou pelo
controle

PREOCUPACOES E
DESAFIOS




OVERVIEW

& oculus acer () Lenovo () w

Rift MR Systems Odyssey Vive Vive Pro
wowse o & & wge i
LA P K v o9y &g
SOFTWARE
APLICACOES 1| osvRHDk2  fb PlayStationVR ¥ Microsoft L %nct’;ucl;z ®NF:;C°

D = & T

6 DOF (Degrees of Freedom)

e Orientacao da Cabe¢a + Walk around
* Full VR

* Object-based audio

PREOCUPACOES E
DESAFIOS




OVERVIEW

© oculus P msunce

HARDWARE Go
SOFTWARE @»
p
APLICAGOES
- & oculus
Rift

PREOCUPACOES E
DESAFIOS

LOJA: OCULUS STORE

M O APLICAGOES:

.apk (SAMSUNG GEAR VR — OCULUS GO) - .exe (RIFT)

OCULUS
VIDEOS/IMAGENS/JOGOS E EXPERIENCIAS VR




OVERVIEW

acer (=) Lenovo ()
MR Systems

HARDWARE Q
SOFTWARE P ﬂ

APLICACOES PRimsuncd

Odyssey

PREOCUPACOES E &
DESAFIOS

LOJA: MICROSOFT STORE

¥ v APLICACOES:

.uwp (Universal Windows Platform)

MIXED REALITY
VIDEOS/IMAGENS/JOGOS E EXPERIENCIAS VR




OVERVIEW

S T

MAIORIA DAS APLICACOES SAO PARA
ENTRETENIMENTO:

* GAMES

HARDWARE « CINEMA
SOFTWARE
APLICACOES

PREOCUPACOES E

DESAFIOS . TREINAMENTOS
« MILITAR
« SIMULACAO DE VOO
« SIMULADOR DE DIRECAO




OVERVIEW

HARDWARE - ESPACO FiSICO SIMULADO

DIFERENTE DO ESPACO

SOFTWARE s
- FISICO REAL
) SAUDEE

APLICACOES ) .

) SEGURANCA - CEREBRO VENDO ACOES
PREOCUPACOES E

DESAFIOS DIFERENTES DO MUNDO

REAL PODE CAUSAR

ENJOO




TESTANMDO JOGOS VR




AMBIENTE DE TESTES

INPUT — SELECAO — NAVEGACAO
sssss




AMBIENTE DE TESTES

vou selected 1

' 1 8

INPUT — SELECAO — NAVEGACAO




AMBIENTE DE TESTES

NAVEGACAO POR NAVEGACAO EM
TELETRANSPORTE TRILHOS

(QUASE 20 TIPOS DE
LOCOMOCAO EM VR)

INPUT — SELECAO — NAVEGACAO



AMBIENTE DE TESTES

/[@ﬂ/’@ 3 DOF

ESPACO FisSICO

< B
ar ¥ 3

SETUP DE TESTES

1,5 a 2 metros




AMBIENTE DE TESTES

/[@ﬂ/’@ 3 DOF

ESPACO FiSICO

EDITOR UNITY 3D

o J -

SETUP DE TESTES 6 DOF 1,5 a 2 metros




AMBIENTE DE TESTES

* VALIDAR FLUXO BASICO

* VISUALIZAR WAYPOINTS

* ACOMPANHAR EVENTOS
* GERAR BUILDS

ntered_Cargo
alke0/Tried_Entering
ent 2 Takel/Entered_Cargo

m m M m m M m m

SETUP DE TESTES

rent 8 Taked/Door_Opened




DIVERSIDADE DE

RICO EM ,
DETALHES CARACTERISTICAS
AUDIO 3D MENOS

USER INTERFACE

RICO EM

INTERACAO DE
USUARIO

JOGABILIDADE
FOCADA EM
IMERSAO

BLACK » sz, THE
RIVER sidia -i@ DEVELOPER’S
studios CONFERENCE




EXECUCAO DE TESTES




KNOWN ISSUES..




KNOWN ISSUES

COLETAR
DIFICULDADE DE EVIDENCIA DE DESCANSOS E PAUSAS
ACOMPANHAR TESTES: SAO RECOMENDADOS
CHECKLIST DE * Videos
TESTES * Logs MOTION SICKNESS
(TESTES EXPLORATORIOS SAO * Screenshot

RECOMENDADOS)



AUTOMACAD DE

PARA
TESTES DE 10GOS

GAMES

ISSUES




OVERVIEW

Jogos BRS

o = ] w B %] o2 ~ 00

Automatizado = Mobile = VR

TESTES MANUAIS - MAIORIA =(

sidia

MANUAL TESTING

+

\ %?

MONKEYUSER .CON

TEST AUTOMATIO




OVERVIEW

& unity

UNIT TEST PLUGIN
Test Runner (Edit Mode / Play Mode)

sidia TEET FIUTDHFIT ID




OVERVIEW

IMAGE RECOGNITION :|click (| wwwgooglecom |)
POWERED BY OPENCV '

1 www.google.com i

©6paste ( , "www.yahoo.com")

7|tvpe (Key.ENTER)

sidia TEET FIUTDHI:IT ID




FERRAMENTAS...




FERRAMENTAS

& unity Asset Store

- UNITY Ul TEST AUTOMATION

- ROBOTESTER FOR
ANDROID

sidia TEET FIUTDHFIT ID




FERRAMENTAS

& unity Asset Store

- UNIUM

TEST AUTOMATIO



FERRAMENTAS

SINTAXE

unity Asset Store driver.FIND_ELEMENT(“NOME_DO_ELEMENTO”).TAP()

Altnity Testerc \84SH 1<
Test « Platform
{Users/robertposenar/AltUnity Tester? » nlo ' Androld w0s
{ ssPtatfareminpatGame > ndo Teut
sParforr putCame 1 OragAndie ‘ ndo | ll{r\Alllu!_
1 W v y rO» AndiUg mio RunSelectedTest
DragAndDrog > ‘;"6 Runf afiedTest
oA v elvanA nfo
. A Ar walt e Bulld
’ ’ " v ndo - g =
N 4 e BudddRun Android |
JANGDr 00 TestPomterinter Andl x o B s
Dy - : | BuscdRun 105
4 inlo
. y Par Py
’ Orag . L nfo
) : Run in Cditor
’ »ag MowPa ' | o
Uk Resi ana! info
UI Test Automation on i0S and Android using Appium R GameWahCaT - nfo
Sample » ndo
¥ Build Setvngs
Altom Bundle identlier Tealtom ahunitytester
Company Name Akom
Product Name vampheGame
self.altdriver.find_element('Capsule').tap() ¥ 105 Sertings Rk
Signang Team Id (iOExampie]
Automatxally Sign v
Adb Path Juse/local/bin/ adb
Iproxy Path ustr/local ) bin) praxy No test selected
river TestScene. unity 0 v
of Assets/ExamplesAnd Tests (can be deleted)/Scenes/Scene 2 Draggable Panelunity | A v x
of Assets/ExamplesAndTests (can be deleted)/ Scenes /Scene 3 Drag And Drop.unity 3 Al v \
of Assets/ExamplesAndTests (can be deleted)/ Scenes/Scene 4 CameWithMobileSingleStchControls unity 3 AllLw X
of Assets/ExamplesAndTests (can be deleted)/Scenes/Scene 5 CameWithCarTiltControls.unity 4 A X
Add scene &) None (Scene Asset)
AGt at wanes i Sabect o8 scanmy ! Draeiect ab scemes \ FarTown COf \ENUIEE Mipay ) Nampwe of waney
-
o £ i i

TEST AUTOMATIO




FERRAMENTAS

NetEase and Google Unveil Open Source
Automated Testing Solution on GDC Opening
Day

M, SHARE

SAN FRANCISCO, March 26, 2018 /PRNewswire/ -- On the opening day
of Google Developer Day, Google announced an automated testing

solution developed by NetEase - Airtest Project.

FIND NEWS

search text

AirtestIDE is a cross-platform UI test automation IDE for apps and
games. AirtestIDE currently supports testing of Android and Windows
applications, and support for iOS is coming soon. NetEase has been using

https://airtest.netease.com/

TEST AUTOMATIO




File Run Options

Help Window

REER QO R

Poco Window
Unity
Mﬂl\:ﬂﬂ“l-ﬂlmﬂ
¥ .+ <Root>
¥ A 2024(Clone)
» A adjust
¥ A 2024(Clone)
» & adjust
¥ A 1002 android(Clone)
» A model
¥ A 1002 android(Clone)
» A model
¥ A 1002 android(Clone)
* A model
¥ A 1002 android(Clone)
» A model
¥ A 1002 android(Clone)

Airtest Window
All

ﬁ touch

T swipe

G wait

@ exists

@ text

[ keyevent
@ snapshot
© sleep

@ assert_exists

@ assert_not_exists

'@G“‘u

Script Window

fish.air X + ¥

poco.drivers.unity3d
poco = UnityPoco()

UnityPoco

poco(texture="color (1)").click()

: l!Ligss;:
assert_exists( i, "hero icon exists")

poco(texture="go").click()
poco("ball").wait_for_appearance()

OV HE WNE

O 00~

1@ poco("ball").swipe("up")

11 poco("ball").swipe("left")

12 poco("ball").swipe("down")

13 poco("ball").swipe("right")

14 poco(texture="skill1l").click()
15 sleep(1.9)

16

17 poco("PauseButton").click()

18 sleep(l.9)

19 poco("HomeBtn").click()

20 assert_exists(ML "Return to home pagel")

21

22

Log Window

0.766000s

[03:49:16][DEBUG]<airtest.utils.logwraper> {'name’
'swipe', 'kwargs' {'duration': 9.5, 'vector': (0.9,

‘steps’': 21}, 'time_used'’
'screen': '1520581756102.jpg', 'args'

7660000324249268,

- e ~ - - . 1

AIRTEST PROJECT # ©NETEASE

@ create test script
@ run test
® check result
v — U — ® o () @mn
‘l!!!’ © oo:01
o, KEEBX
\ A "‘ ' ENsfNMES o
: e  100BAiBR

4 |

BLACK
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studios

sidia
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CONFERENCE




KNOWN ISSUES..




KNOWN ISSUES...

AUTOMACAO AUTOMACAO
PARA REALIDADE
Vl RTUAL INTEG R‘_ADA A MATURIDADE DAS FERRAMENTAS
MEDICAO DE

PERFORMANCE OPEN SOURCE, POR ENQUANTO...
ARTIFICIAL INTELLIGENCE



www.sidia.org.br

mE 9

/sidiaoficial

OBR ILGRDD

BLACK
BRS "
studios

blackriverstudios.net
[ /blackriverstudios

Kl /blackrivergames
@ 2 /blackrvrstudios

SAMUEL BRAVO LOPEZ

samuelbravolopez@gmail.com
f/samuelbravolopez

GAME TESTING:
All In One

GAME TESTING




