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Abstract

In order to have competitiveness with more the domestic game industry than foreign countries, a high
level of quality control is required. It is important to have systematic quality control in the part of creating
a high-quality game. The development product management system for the designed game enables efficient
data sharing between products by performing systematic process management for the products. The game
quality management integrated system proposed in this study utilizes block-chain technology as a way to
create and manage outputs for requirements specifications that can continuously manage game quality in the
process of game test service and official service. Block-chain technology is used as a way to collect and
utilize data in a comprehensive way.Based on the data collected through this processing method, we
propose an efficient quality management system that can manage game quality. Through these proposals, it
is possible to confirm the various needs of game users and to obtain effects that can be reflected in the
improvement of game quality. In addition, the priority processing method for improvement items enables to
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increase satisfaction with the proposed system by performing quality improvement selectively from the part

where there is a high demand for improvement.

Keyword : Game quality management, Blockchain, Platform, Full Node, Authentication Serve
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