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Many of innovative game 
developers didn’t get initial support  
from coworkers while during 
development

<Space Invader >
“At launch event for new product, many dealers 
was angry to play the game” (Takida[2000])

<Donkey Kong >
“Some NOA staff who saw Donkey Kong beta 
version, started to look for new 
job”(Takida[2000])

(c)Taito 1978

(c)Nintendo 1981



Method 

-Collect professional reviewers score.

-End user’s review score is known very unstable 
and noisy. Professional game writers and reviewers 
score is thought that more stable than end user’s 
review score relatively.  

1. Check Japanese video game magazines review 
scores about today’s famous video games, when 
those games were released.

2. Analyze data relation between metascore and…
a. (Main)Game Developer Choice Awards 
b. Game critique awards 



“Famicom tsushin “

Most popular videogame 
magazine in Japan.

“Marukatsu Famicom”

One of the popular 
videogame magazine in 
1980’s .



Megaman
(FamilyComputer,1987)

• “Too much Difficult.”



Metal Gear
(FamilyComputer,1987)

• “This game irritate me.”



Tetris
(FamilyComputer,1988)

• “fun,but monotonous play.”



Final Fantasy
(FamilyComputer,1987)

• “Very famous and excellent staffs 
developed this RPG.”





Calculate

These scores
Metascore



Adams et al(2013)
On the Validity of Metacritic in Assessing Game Value
Adams Greenwood-Ericksen, Scott R. Poorman, Roy Papp
Eludamos. Journal for Computer Game Culture. 2013; 7 (1), pp. 
101-127

R = 0.55    p-value = under 0.05
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Graph1 : Box plot - Relation of between 
Game Critique Awards and Metascore
scatter



Graph2 : Box plot - Relation of between 
Game Developer Choice Award and 
Metascore scatter 2001-2014 



Table1 : Result of multiple 
comparison (Tukey’s range test) –
different between innovation award 
and the others

Differenc

e of 

average

Lower of 95% 

family-wise 

confidence 

level

Upper of 95% 

family-wise 

confidence 

level

p-value

Download-Innovation 0.04 -6.97 7.05 100.00%

Handheld- Innovation 0.61 -6.40 7.62 100.00%

Debut- Innovation 1.18 -4.24 6.60 99.95%

GameDesign- Innovation 4.22 -1.20 9.63 27.52%

VisualArts- Innovation 5.25 -0.17 10.67 6.60%

Tech- Innovation 5.73 -0.37 11.84 8.51%

Audio- Innovation * 6.25 0.83 11.67 1.09%

Writing- Innovation * 6.28 0.56 11.99 1.93%

GoY- Innovation ** 7.17 1.75 12.59 0.16%



Conclusion

1. When we want to evaluate an innovative aspect 
in new products, Metascore is not a useful score. 
• This tendency is true not only Metascore, but also some 

other game review scores.

2. Basically, at the beginning of a innovative video 
game product’s developing, it is hard to get a 
reputation. 

3. this research also indicates that
• Easy to evaluate : graphic quality ,technological quality 

• Other factors can’t get stable high scores.



Thank you for listening

mail : akitoinoue.ac@gmail.com



Question

1. What is the “innovative game” definition in this 
presentation.

2. What is the originality on your research ?
a. Basically, Your conclusion is not different from 

Christensen’s one.
b. What is the originality of videogame industries 

innovation process ?

3. How wide range, how strong can your conclusion 
apply? 
1. All time of videogame history reviewers can’t notice? 
2. Every time reviewers can’t notice innovation?

4. Who can notice innovation ? (When it is 
realized ?)



Q1.Innovative Games definition

• It is hard to making adequate definition.

• In my main analysis(GDCA&metascore) ,the 
judge whether innovative or not depend on 
GDCA innovation awards. I don’t make the 
standard.

• In Famitsu & Marukatsu Famicom review score 
research, I didn’t make good standard to judge 
“innovative games”. So, I didn’t make strong 
conclusion in Famitsu & Marukatasu Famicom
analysis.



Q1.Innovative Games definition

Now I think, following definition is not perfect but 
simple and practically. I think It can help for 
quantitative analysis.

1. Original title. Not tie-up, not series title.

2. The100 highest-selling videogames in all time

3. (Practically made the new game genre.)

Next, I’m planning to check these software review 
score’s.

Game titles

◯ Tetris, Mincraft, Super Mario Bros., Pokemon

× Not original title New Super Mario Bros.,GTA V

× Not sales well ICO,Katamaridamacy



Q1.Innovative Games 
definition

• Marks Rogers(1998),”The Definition and 
Measurement of Innovation”

• R&D,Intellectual property statistics(patent,trade
mark)

• Christiane Hipp, Hariolf
Grupp(2005),Innovation in the service sector: 
The demand for service-specific innovation 
measurement concepts and typologies



Q1 GDCA innovation Award



Q2-a. Your conclusion is not different from 
Christensen’s one.

• Yes. This research is not unique in theoretically. 
Theoretical contribution in academy of 
management is not this research purpose.

• This is experimental study.

• I believe this research can have an impact on 
videogame industry.



Q2-b.What is the originality of videogame 
industries innovation process ?

• This research can’t show any hint about this 
question.

• In my thought, videogame industry has two 
aspects.

1. Videogame industry is IT industry : fast innovation, 
must to catch up technical new wave.

2. Videogame industry is Contents business: not 
infrastructure business. Videogame companies were 
always needed to release new games.

3. Videogame market have several type of network 
externality : middleware, SNS(online game), platform.. 
These structure made several type innovation speed.

• So, videogame companies are required very high 
speed innovation. And diver-innovation.



Q3-a:All time of videogame history 
reviewers can’t notice innovation? 

• For applying this conclusion to all time of 
videogame history, I have to do other research.

• At first, this conclusion can only apply 2000-
2015, console videogame market in developed 
countries.

• So far, during 1980-1990 videogames, All of 
proof I founded is not strong.



Q3-b: Every time reviewers can’t 
notice innovation ? 

• This research can only show the tendency of 
video game reviewer’s bias.

• Some times, some reviewer’s can understand 
innovative games potential.



4.Who can notice innovation ? 
(When it is realized ?)

• It differs in each cases. 

• Sometimes, new type of casual gamers.
• Pockmon, Social Games

• Sometimes, hard core gamer.


