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ABSTRACT

When an online game is considered as a commercial product, now an online game
should arouse the consumer’s purchase desires as a service item.

Most of all, the contents of an online game are important, but, on the other hand,
beyond the online game services, it is also important to improve the accessibility of
online games, which are developed through the specific testing processes.

That 1is, it is necessary to develop comprehensive and systematic game testing
processes considering even the aspects of the usability of the online games on the basis
of the qualitative and measureable game tests.

Therefore, this study is intended to suggest the proper scopes of the online game
testing processes in a view that an online game is a commercial product.

Keyword : Game testing process, Immersion, Usability
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