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nbers about
context.

Communication
Requires Effort

You have to make it a habit.

THE 7 HABITS OF HIGHLY EFFECTIVE PEOPLE
by Franklin Covey

HABIT 5: SEEK FIRST TO UNDERSTAND, THEN
TO BE UNDERSTOOD

Communication is the most important skill in life.
You spend years learning how to read and write, and
years learning how to speak. But what about
listening? What training have you had that enables
you to listen so you really, deeply understand another
human being? Probably none, righ‘ ®
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MM WORDS CAME OUT FINE!
WERE PROCESSED INCORRECTLY
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POSTMORITE
AND PRODUI

http://twvideo01.ubm-us.net/o1/vault/GD_Mag_Archives/GDM_January_2009,pdf

LAST MONTH WE RAN AN ARTICLE CALLED STRANGLEHOLD

What Went Wrong, highlighting common “Quality of life is really i

mistakes in game development as seen through when we started we re:

postmortems. There was one area which | wanted but in the end we still f:

to highlight, but didn’t have the space for—when —Bn

developers continue to make the same mistakes

they've made before. PROBLEM OF PRI
It comes up quite often, The author begins by These comments are all

saying something like “this is really important to developers who should k



START - STOP - CONTINUE

AARs: Leaders coaching team memlg about
their performance in the team context.

Maintaining Best
Practices Requires

SITUATIONAL
AWARENESS

FREQUENCY of
GOAL TRACKING

VIGILANCE
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TRIPLE FACEPALM

en double facepalm can explain how much you fail



"ITdon't know"
‘e

is a Best Practice .




Communication To
Avoid a Death March
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Organization an
Maturity

Postmortem: Deckl3 Interactive's Lords
of the Fallen wsss

Missing throughout maost of the project was o
managing producer, someone who loves reading
and writing schedules and charts,

and making tough decisions
regarding scale, features, and deadlines. To put it
short, someone who knows what to throw out of a
project to make it happen. Instead,

were striving to create the most beautiful,
content-pocked gome one can imagine, with the
result that schedules were too crammed, people
had too much on their desks and were not able (o
finish all the desired features on both sides.




Postmortem: Deckl1l3 Interactive's Lords

of the Fallen s

Jan Klose (director) and Thorsten Lange
(technical director) worked on German studio
Deck13 Interactive's Lords of the Fallen, which

launched worldwide October 2014 on PS4, Xbox
One, and PC.

February 12, 2015 | By Jan Klose, Thorsten Lange

7 comments

More: Console/PC, Design, Production, Exclusive




Missing throughout most of the project was a
managing producer, someone who loves reading
and writing schedules and charts,
and making tough decisions
regarding scale, features, and deadlines. To put it
short, someone who knows what to throw out of a
project to make it happen. Instead,
20

were striving to create the most beautiful,
content-packed game one can imagine, with the
result that schedules were too crammed, people
had too much on their desks and were not able to
finish all the desired features on both sides.

-




we had not thought about
establishing guidelines for communication
and things only got beti '
For a start,

; , mainly department leads,
who would be responsible for gathering and
distributing feedback.




nformation Needs
(Your) Help to Move.
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Sometlmes the thmg that S holdmg you hack

Lisallin your head




‘They're Doing is
AWESOME.
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communicating the

~internally or externally. This created
an additional burden of explanation
each time we demoed or pitched the
. game ar‘made the game feel more
systemic and mechanical than we
wanted.




EVANGELIZE
PROMOTE
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The Cabal: Valve's Design Process For

Wanteg
Creating Half-Life
by ken hirdwall [Design]
(winning aver

10 comments U8 1
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The Cabal: Valve’s Design Process For
Creating Half-Life

by ken birdwell [Design]

10 comments & FEa 841 B

While Half-Life has seen resounding critical and financial success (winning over
50 Game of the Year awards and selling more than a million copies worldwide),
ew people realize that it didn't start out a winner — in fact, Valve's first
attempt at the game had to be scrapped. It was mediocre at best, and suffered
rom the typical problems that plague far too many games. This article is about
he teamwork - or "Cabal process” — that turned our initial, less than

<. O U R B B 2 3lim pressive version of Half-Life into a groundbreaking success.




although the level designers knew
of the feature, they really had no clear
idea of what it was for

were all very cryptic, and the wrong
combina“ions would cause the beams to
have very ugly-looking effects. There
were no decent textures to apply to
them, and setting them up was a
mystery. It became very clear the

. technology itself was only a small part
of the work and

were absolutely
necessary to make the technology useful
to the game.

—



Customer(s) of a Feature are.




Arguing over an issue that no one at the
meeting actually understands is a sure wa

ast

2. Write down everything. Brainstorming is
fine during the meetings, but unless it’s all
written down, your best ideas will be
forgotten within days. The goal is to end up
with a document that captures as much as

is reasonable about your , and more
importantly .

Make syr ;-
- U5 clegr v,
(.mnmrqf;)d T who the
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1. Don't Ask Tllegal Questions!
2. Use a Farmal Hiring Process

ST POCUSED W 08 FERFORMANCE
s WL,
D MO RS MBI
sERsaAL IDENTITIERE tge, Sex. £ir)
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HIRING

"Tell me about a time when..."
"Give me an example of..."




4 / ,
I!}n looking for the least possible amoug’it
T of responsibility.
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1. Don't Ask Illegal Questions!
2. Use a Formal Hiring Process

STAY FOCUSED ON JOB PERFORMANCE
Q&A ONLY.

DO NOT ASK ABOUT
PERSONAL IDENTIFIERS (Age, Sex, etc)
AFFILIATIONS, RELIGION, DISABILITY

*

GET PROFESSIONAL HR TRAINING



"Do we know how it's going to be rigged?"

"Have we considered the impact to coop?"

esg "Is there another way to accomplish the
0, 2! :
Cess same thing?"

l;pq.

"How will we know if it's good?"




~ -the need for Discipline
-the Rigor of Development

.
Not the Person

Conversations Moving




Practice getting
Conversations Moving

. Stay On Topic
Speak with Intent

Know Your 'Audience’ '







Square Enix’'s Final Fantasy XII

Final Fantasy XII (Square Enix, Taku Murata) "During the development of Final Fantasy XII, the pressure to succeed
was at such a high point that we were on the brink of losing control during even the slightest misunderstanding. What
happened was our team was given the freedom to make changes at various stages of development, but the adverse affect of
this freedom was miscommunication, confusion, and disorder. How work was to be distributed was also often ambiguous,
which contributed to the problem.”

Management overhead is a particularly large problem in Japan, but that's not to say it can't happen at home, too. Often there
are too many managers, but not enough actual management going on. Sound familiar?



The Game Outcomes Project, Part 3:

Game Development Factors
Communication & Feedback 1, pyy| Tozour on 01/13/15 01:30:00 pm

We included several questions about the extent to which communication and feedback play a role in team
effectiveness:

Correlation with:

Project ... | Internal |Aggregate
Delays $ ROI | MetaCritic Goals | Outcome
The entire team met frequently to openly 017 016 016 030 0.25

discuss topics of interest and ask questions.
Members had easy access to communicate
with senior leadership about the project, raise
concerns, or discuss personal issues.

Team members would often work for weeks
at a time without receiving feedback from
project leads or managers.

The company's culture preferred face-to-face
communication over e-mail.

Figure 5. Questions around communication and their correlations.

013 023 022 0.36

Not statistically significant

Clearly, regular feedback from project leads and managers (our third question in this category) is key - our
third question ties in very closely with factor #11 in the Gallup team effectiveness model from Part 2, with
virtually identical correlations with project outcomes. Easy access to senior leadership (the second

question) is also clearly quite important.

Regular communication between the entire team (the first question) is somewhat less important but still
shows significant positive correlations across the board. Meanwhile, our final question revealed no
significant differences between cultures that preferred e-mail vs face-to-face communication.
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No Condescending or Back Handed
Task Comments. WATCH FOR THIS!!

No Name Calling

With that said, you should also not tolerate
Low Performance
and
Bad Processes



information as me.
How could they have come to a
different conclusion??"
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- Some cats are g ing

It's impossible to

ne



The manual how to catch a cat:
,,.,__1._Bnng an_empty bx




Perfect Communication isn't possible.
Making games is still difficult.
But it's better than almost everything else.

Practice communication skills every day.
Keep learning.

Go make great games. Write new postmortems.







