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INTELLIGENCE DESIGN
NEEDS

D 4

WHY ?



BEST TOOL
TO HELP INTUITION




THE COGNITIVE BIAS CODEX

We store memories differently based

on how they were experienced - ]
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We reduce events and lists § 2
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We edit and reinforce

some memories after the fact @

We favor simple-looking options and complete
information over complex, ambiguous options

To avoid mistakes, we're motivated to
preserve our autonomy and status in a
group, and to avoid irreversible decisions
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System justification

Backfire effect «

To get things done, we tend to complete
things we've invested time & energy in

To stay focused, we favor the immediate,
relatable thing in front of us
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We project our current mindset and
assumptions onto the past and future

We notice things already primed
in memory or repeated often
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= Bizarre/funny/visually-striking/
; . anthropomorphic things stick out more Too Much
than non-bizarre/unfunny things =
& : Information
£
S We notice when
[ something has changed

" We are drawn to details that
confirm our own existing beliefs

We notice flaws in others
more easily than flaws in ourselves

abulation \

e ogWusion
o Insensitivity to sample size
« Neglect of probability
— » Anecdotal fallacy

* lllusion of validity
* Mask
- sked man fallacy We find stories and patterns.
even in sparse data
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We fill in characteristics from stereotypes,
generalities, and prior histories
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" Meaning
We think we know what

other people are thinking
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This always happens to me...

— No, It doesn't.
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YOU CAN'T
SEE EVERYTHING




DIFFERENT SKILLS / DIFFERENT GAMES
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Data I1s important, fine...

But why do you need an
Analyst when you can
get a report?




DATA IS TRICKY!
o

And so you ask
for the wrong reporting







Frost Example — Win ratio
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Frost Example — Win ratio
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Frost Example — Win ratio
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Should we let Analysts drive
decision when 1t comes to
Balance?

‘

WELL...
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WRAP-UP

GDs mostly focus on Diversity
&

Analysts are the best to ensure
b 4

BOTH MAKE GREAT FEATURES
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BALANCING PROCESS

DEFINE DEFINE

PROBLEMS SOLUTIONS

1 cHo ONTEXT

TRICS
RIORITY




DEFINE VALIDATE DEFINE
PROBLEMS e CAUSES SOLUTIONS

DEFINE PROBLEMS

CHOOSE
CONTEXT




REMEMBER...
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SET A CONTEXT
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B Bronze
B silver

Gold
Platinum

Diamond



DEFINE VALIDATE DEFINE
PROBLEMS e CAUSES SOLUTIONS

DEFINE PROBLEMS

FIND
METRICS
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DEFINE VALIDATE DEFINE
PROBLEMS e CAUSES SOLUTIONS

DEFINE PROBLEMS

SET
PRIORITY
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FIND CAUSES ‘
& VALIDATE CAUSES
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HYPOTHESIS




MEET
THE OFFENDER:
THE SHIELD
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DEFINE VALIDATE DEFINE

PROBLEMS FINDICAGSES CAUSES SOLUTIONS

DEFINE
SOLUTIONS
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SOLUTION: DESIGNER ONLY....
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SOLUTION: ANALYST + DESIGNER...
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SOLUTION: ANALYST + DESIGNER...
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EXEMPLE CAPITAO

Win Delta
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EXEMPLE CAPITAO
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EXEMPLE CAPITAO
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EXEMPLE CAPITAO

Capitao’s Para-308 buff

We increased the Para-308's raw damage is to 48 (from 43). We also slightly reduced the intensity of the random components

of its recoil.

,» DEFINE
SOLUTION PARA-308 DAMAGE UPDATES

48

QUALI [ ]
DESIGN I NORMAL 17 = .
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@ NEW NORMAL DAMAGE
©® OLD NORMAL DAMAGE @ OLD SUPPRESSED DAMAGE @ OLD EXTENDED BARREL DAMAGE

Game Designer notes: Capitao right now is not attractive enough. His gadget suffers from a few issues that will need long-

term solutions, but in the meantime, it's clear that his main assault rifle is too weak.
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Features are OWNED by both
GAME DESIGNERS and ANALYSTS
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Thank you!
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