Game reviewers can’t
notice innovation

Akito INOUE / Ritsumeikan University
at Replaying Japan




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])

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

(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
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“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.”
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Metal Gear
(FamilyComputer,1987)

“This game irritate me.”
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Tetris
(FamilyComputer,1988)

“fun,but monotonous play.”
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Final Fantasy
(FamilyComputer,1987)

“Very famous and excellent staffs

developed this RPG.”
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Uf{!];\cu';ﬁﬁ "DEFINES NEXT-GEN"-/IGN [l %8) XBOX ONE

- W S oncmas (C0
Katamari Damacy nﬂ &

Namco | Release Date: Sep 21, 2004

Detalis & Credis | 725 & Videos |

User Score

Universal acclaim
based on 78 Ratings

THE

WITCHER

3 wn.bWuunr

Summary

Metascore

Generally favorable reviews
based on 55 Critics

What's this? “DEFINES NEXT-GEN"

NIIYRNEXNDD - I6N
Summary: (Alsc known as "Katamari Damashii" Developer: Namco
) In Katamari Damacy, players take on the role Genre(s): Action -
of Prince of the Cosmos, whose father the areat  # of plavers: 1-2 "‘ XBOXONE

King managed to inadvertently knock the stars Cheats: On GameEAQs

out of the sky. As the prince, a player’s duty is to Ratina: E
clean up the King's mess and re-create the i 90 i d Credits Essential Links
starry skies by... Expand ~ 0re Lecalls-and Greaits »

All-Time High Scores - PS2
All PS2 Games: A-Z Index

@ Buy from amazoncom ]

Critic Reviews Best/Worst Horror Games

More articles »

Positive 54
Mixed: 5 1
Negsative0
&mouu computer

] 7; A ™
One of the greatest video games ever made.
[JPN Import]

All this publication's reviews | cm‘em |7 4790 }gﬁ

Read full review ¥
| 12068 SSD
TN

m Game Over Online | BGBIAEDER)




Metascore

Calculate
These scores

Inside Gamer Online

At twenty bucks, this game is a steal, and the
unzdulterated jov and hallucinogenic aura you
experience mekes it a must-play for anvone
with a Playstation 2.

All this publication's reviews |
Read full review ¢

TotalGames.net

Very few games today are so brazenly
simplistic vet still 50 huge in seale so this really
is 8 rare treat.

All this publication's reviews |
Read full review

DailyGame

Probably the craziest game I've played in
vears. The simplistic control and wonky
concept have me locked into seemingly day-
long games. And wow, it's so worth it to build
a bigger Katamari after each round and watch
the King of the Universe turn it into & star. Too
cocl. I'm amazed at how such a simple game is
so addicting,

All this publication's reviews |

Read full review L

GMR Magazine

The game has an amazing energy and great
jov. Its unfettered creativity is astounding, and
this is where Katamari truly excels. [Maov
2004, p.a1o]

All this publication's reviews

PSX Nation

The visuals are dated but everything else about
Katamari Damacy is too wonderfully weird in
its simplicity for anvone to explain.

All this publication's reviews |
Read full review ¢

See all 55 Critic Reviews

User Reviews



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
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Figure 1. Metacritic Score versus Sales (in Millions) by Genre

R =0.55 p-value =under 0.05



BEN GIFFORD(2009=2013)

"REVIEWING THE CRITICS:EXAMINING POPULAR VIDEO GAME REVIEWS THROUGH A
COMPARATIVE CONTENT ANALYSIS",Bachelor of Arts in Journalism ath the Cleveland State
University, Cleveland, OH/MASTER OF APPLIED COMMUNICATION THEORY AND
METHODOLOGY at the CLEVELAND STATE UNIVERSITY

AVERAGE METASCORES OVER TIME

Figure 8. Average Metascores Over Time

For years with at least three reviews sampled from that medium
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Crtique Awards

Best Hardware(or Per] 2009 | "Project Natal™ X
Critique Awards | Special Commendatiod 2012 [{G) Star Wars 1313 (for TBA)
Critigue Awards | Special Commendatiod 2012 [(G) Watch Dogs (for PC, P53 and Xbox 360) B0.77.78
Critiqgue Awards | Special Commendatiod 2014 [{[) No Man’s Sky (for PlayStation 4)
Critigue Awards | Special Commendatiod 2012 [{) Watch Dogs (for PC, P53 and Xbox 360) B0.77.78
Critique Awards | Special Commendatiod 2012 [{(S) The Last of Us (for PlayStation 3) 09
Critiqgue Awards |Best Strategy GamelH 2001 |Age of Mythology 89
Critique Awards |Best Strategy Game(H 1998 [Alpha Centauri{TBS) 02
Innovation Spotlights | 2003 | Animal Crossing(& 2.5 2MFNGC 2002) g7
Crtigue Awards | Best Action/Adventur) 2006 | Assassin's Creed 58(DS), 79(PC).B1(X360) 81(P
Critigue Awards |Best Online Multiplayq 2010 | Assassin's Creed: Brotherhood B 360).91(PS3)
Critigue Awards  |Best Racing Game 2002 (Auto Modellista 52(Xbox) 66(PS52) 62(GC)
Critique Awards  |Best Party 1998 Babylon 5 x
Critigue Awards |Best Role Playing Gan 1998 | Baldur's Gate 91
Best Downloadable 2012 (Bastion 86
Critigue Awards |Best Downloadable Gg 2011 [Bastion (for PG and Xbox 360) 86
Game Design 2010 | Batman: Arkham Asylum 91
Critigue Awards  |Best Action/Adventur] 2014 [Batman: Arkham Knight (for PC. PlayStation 4 and Xbox|-
Game Design 2003 | Battlefield 1942 89
Innovation Spotlights | 2003 | Battlefield 1942(2002) B9
Critique Awards  |Best Online Multiplayq 2005 | Battlefield 2 91
Best Technology 2012 | Battlefield 3 B5(ps3) B4(360) 80(pc)
Critique Awards | Best Action Game 2011 (Battlefield 3 (for PC) 89
Critigue Awards |Best Online Multiplayq 2011 [Battlefield 3 (for PC, P53 and Xbox 360) B5(ps3) B4(360) 88(pc)
Excellence in Audio 2008 | BioShock O6(PC X360).°
Excellence in Visual Al 2008 |BioShock 06
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metascore

Graph2 : Box plot - Relation of between
Game Developer Choice Award and
Metascore scatter 2001-2014
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Tablel : Result of multiple
comparison (Tukey’s range test) —
different between innovation award
and the others

Lower of 95% |Upper of 95%

Differenc . . . .
family-wise |family-wise
e of . .
verane confidence confidence
9 level level
0.04 -6.97 7.05 100.00%
0.61 -6.40 7.62 100.00%
1.18 -4.24 6.60 99.95%
4.22 -1.20 9.63 27.52%
5.25 -0.17 10.67 6.60%
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. Whatis the originali;)y of videogame industries
iInnovation process *

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

4. Who can notice innovation ? (When itis
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. | don’t make the
standard.

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




Q1.Innovative Games definition

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

1. Original title. Not tie-up, not series title.
2. ThelOO0 highest-selling videogames in all time

| [Gametitles

O Tetris, Mincraft, Super Mario Bros., Pokemon
X Not original title New Super Mario Bros.,GTAV

X Not sales well ICO,Katamaridamacy

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



Q1l.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.

* | 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
guestion.

* 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.

* S0, 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, | 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 | 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.

e Some times, some reviewer’s can understand
Innovative games potential.



4 \Who can notice innovation ?
(When 1t is realized ?)

* |t differs In each cases.

« Sometimes, new type of casual gamers.
* Pockmon, Social Games

« Sometimes, hard core gamer.



