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GOC™ %

The Game Outcomes Project

How Teamwork, Leadership, and Culture
Drive Outcomes

Paul Tozour
Mothership Entertainment



Correlation and Causation (FHE5 & [R5BE4R)

Culture, teamwork, & production factors

b, F—2rU—7, BLXOAEER)

ROI : Return On Investment
(&N A=)
Critical Acclcaim
(HLFEFR DFRER)
Project Delays
(e FNOFEILL)
Satisfactio/Goals
(g 2 BE/ H AR
Aggregate Outcome

(BT
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mpearman correlation

Statistical Analysis O o= bfeaf g 2 E7 v omR
| % = mWilcoxon Rank-Sum Test
« Spearman correlation w/ " Sl f B T4y ) VBRI E
outcome scores for most questions | -*" L8 =
« Wilcoxon Rank-Sum Test i ‘ ' mKruskal-Wallis Test

» ... to detect significant differences between median outcomes in questiops with
two mutually exclusive answers

« Kruskal-Wallis Test (K/W One-Way ANOVA) 7 AH)-% Y REE

« .. to detect significant differences between median outcomes in questions'With
more than two mutually exclusive answers
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Crunch

"Crunch will always exist in studios that
strive for quality”
(fEix, BCRBEOLDIIENTEIRZVAITHFELTVET)
(extraordinary results (F1E B LVRER)
= extraordinary effort (3 % 75 5855 7]

: T
. = extraordinary overtime) (wrsm%
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Crunch

(M) -

Source:

Graphing productivity and overtime

CEREN: L R 7 5 7 1L)
R meOMMOEEE LB
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GEAORSRIDAESE % | edh

4 week

http://lunar.lostgarden. com/RuIes%ZOof%ZOProductlvnty pdf
Also: Mark Layton’s “"Racing in Reverse” on YouTube
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Production

Methodologies
(AEEETT 1Em)

++,* Adgile, Scrym leading slightly
T/V?&)éfn%%f size < 150

_» Waterfall leading slightly with
2 %Za2§>fl30

« 'Don’t know” fails for teams
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RETTHE, CALRER

YORK TIMES BEST-SELLER THE NEW YORK TIMES BESTSELLER

SADIN G
LEADING JC\
J \\ ;“‘\ d (\ig [)\\|l"‘!\'§\l lk)N\ FIRST, BREAK
EAMS It Ivy

RULES
SETTING THE STAGE FOR

GREAT
PERFORMANCES

PA I R | C K L E N C | O N | Basced an Sallep's tea million workplace mbarvies:

the larges! woridnaids stady af eriplayes ssgagenest
TML ADYAMNTAGE

‘ .
JoRIGHARD FIAGRMAN:

201648 . HAMAmMazonlZIFFE> THI -



' GAME DEVELOPERS CONFERENCE March 14-18 2015 Sxpo March 15-18 2018 #COCIS

Game Teams Represented ...

« Rage » Donkey Kong Country Returns
« Wasteland 2 « COD: Ghosts

« Alien: Isolation « Dark Dreams Don't Die

« DC Universe Online * Drive On Moscow

« Sonic Dash « Second Chance Heroes
» Assassins’ Creed Unity « The Dead Linger
« Shadow of Mordor

... and many more whose identities we don’t know?#
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Procedural Content Generatin
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(AT UYDBEEBER)
ne 3D Modeler
ne 2D Artist
ne Musician

ne Level Designer

ne Storyline Writer

(AVEL—2ICEBERASISHLE)
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Text Generation
(XEERL)

“With the financial system we can do that.
And the people of the United States will
not be able to continue to support the
people of the greatest problem of the
American people to stay in the White
House. And that's why I've got to recognize
the private sector that there is no doubt
that we've got to continue to shape the
painful realisation that we are the United
States of America.”
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» INTELLIGENCE

—SUMMNIT—

Your job is to make your company money
(Br-OHER, SROFEEHEDZETT)

e Al Assist is the future of tools
(A7 R FIZTOOLMDFKKE)

o Efficient development = more money
(BEHARAR = > LRIBEED)

P ’
G YELNOFERS CONFERENCE March 14-18, 2016 - Expo: March 16-18, 2016 #G0C1S



INTELLIGENCE

—SUMMNIT

Make Super Smart Tools!

« Compilers « Modeling Tools

o Debuggers o Texturing Tools

o Profilers « Animation Tools

« Game Engines « World Building Tools

o Level Design Tools « Character Creation Tools
o Tweaking Tools « Behavior Tools
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Deep Q Network
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25% _—

g — Recession
20% (R35)
15% ‘Nonroutine
Manual
10%
w—Nonroutine
5% Cognitive
0°/o J
= Routine
-5% Cognitive
-10% | emm=Routine
15% Manual

S 9"’&0‘“0‘"&55‘&&;9\'\\“’0\“
NGO 5’°° 3’°° 3’°° W 5’°° 3°° W 5’b° 3°° 5’°° 3'b°

Source: Henry Siu and Nir Jaimovich for Third Way | WSJ.com
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