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ABSTRACT

This study is to find out how to improve the efficiency of game development by analyzing the
effects of the characteristics of game development organization on game development
performance. The characteristics of the game development organization were set as independent
variables, consisting of game project management characteristics, PM characteristics, game
development team characteristics, and organizational culture. Game performance is divided into
game project performance and game development final performance. As a result, the
characteristics of the four game development organizations were found to be a significant factors
in the game project performance and game development final performance. This study suggests
that the environment that can focus on game development and appropriate management education
for managers are needed to enhance the competence of members in game development team.
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[Table 1] The Step of Development of Game

Step of Game

Definition
Development
Analysis of . L
‘y Steps to define organization and
Game
Roles for each department for
Development .
game creation
Task

Identifying game market trends
and Proposing game concept
Market Survey P . &8 . P
and calculating production cost
and time

Planning the details of the game

Analysis of

Game and Establishing production

Components plans for each department

Game Integrate and Validate the
Implementation designed system

Perform balancing and QA
testing of game elements
Review further development to
complete successful game

Game Test

Game
Distribution

development
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[Table 2] The Contents of Game Organization

Game .
.. Definition
Organization
Design/ Responsible for management
Manage-ment | that is directly related to game
Department production
Programmin Responsible for the overall
e & structure and Skills of the
Department
game
. Responsible for game
Graphic . L. .
visualization and Design
Department . .
implementation
Music Responsible for sound effect
Department and Game background music
Development .
P Responsible for Market test
Support
and Game management
Department
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[Fig. 1] Research Model
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[Table 3] Characteristics of Sample

Variable Frequency (%)
Total 60 (100)
Male 45 (75.0)
Gender
Female 15 (25.0)
20 year 2 (3.3
Year 30 year 41 (68.3)
>40year 17 (28.3)
1 year™3 year 14 (23.4)
Worki 3 75 year 11 (18.3)
0r~1r1g 5 year™7 year 8 (13.3)
Period
7 year 10 year 13 (21.7)
>10 year 14 (23.3)
Number of 3.80£2.40
Game <5 41 (69.5)
Developme
>5 18 (30.5)
nt
Total 45.0+43.27
(Game < 12 month 5 (11.1)
Debelopme 12-24 month 26 (57.8)
nt Period | 24736 month 11 (24.4)
(Month) |57 36" month 3 6.7)

Numbers may not sum to total due to missing information.
M+£SD ; Mean +Standard

[Table 4] Descriptive Statistics

Variable Factor Mean |S.D.
Result of
esut o 357 (062
Game Project
Dependent
Variabl Result of
AHADIES | Binal Game 4321075
Development
Project
Management |4.40 |0.94
Environment
Independent Charfacctex;lstlcs Expe‘rience of
Variables 0 ‘a e Game 457 [1.05
Project Development
Project = 4 131116
Management
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Environment
Total 4.08 [0.87
Control Ability | 4.38 |1.14
Management | |51, o)
Expertise
Characteristics| Expenditure
of PM Management |4.18 |1.17
Capability
Understanding
Capability 3181125
Total 3.7311.01
Team Building | 4.35|1.02
Characteristics Game
of Game Development | 4.551.03
Development | Commitment
Team Joint Strength | 4.70 | 0.87
Total 4.4710.81
Performa}nce 455|114
. Evaluation
Organizational —
Culture | Oreanizational 400 1 4o
Level
Total 3.930.97

tlo
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[Table 5] Factor analysis of Characteristics of
Game Project

Component
Survey Question Fact | Fact | Fact
orl or2 or3
Presentation Ability | .803
Inside Communication| .693
Project Ability of Human 690
Manage resource
Outside
ment .. .680
Environ Communication
¢ Solving Problem .665
men Share of Final Goal | .657
Identify Complaints | .614
Budget Procurement | .603
K
nowledge and %51
Experience
Problem-solving
. 824
Experie ability
nce of Decision Making 779
Game Management
. 746
Develop experience
ment Professional
knowledge and .659
experience
Problem Solving 506
Managing Know-how 847
Company support 844
. Project management
Project Ocess
Manage| . P . 827
implementation of
ment
Envi game development
nVlrin Open Communication 780
men Education of
Professional Project 508
Management
Eigenvalue 4.383 | 4.046 | 3.264
Explanation of Factor 21.913(20.229 | 16.318
Cumulative Description Rate |21.913 |42.142 | 58.460

g 9% olsleE 4719 glog FiEH
dor,  QadEM Az 2919l  IH3k(Eigen
Value)7} 1 aw, Ax E4ke] 725%E Adyet
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[Table 6] Factor analysis of Characteristics of
Project Manager

Component

Survey Question | Facto | Facto | Facto | Facto
rl r2 r3 4

Schedule
management 860
procedure

Checking project
performance

.806

Promotion
according to
schedule 791
management

Control procedure

Estimation and

Preparation of
Equipment, 790
Materials,

Manpower, etc

Milestones 715

Criteria for
creating and 657
checkpoints

Cost Estimation
and Assurance
Planning and

Preparation

Ability | Quality control,
establishment
and application | .781

of control

system

Cost
Management and| .776
Control

Understand of
Impact on .816
Success

Underst Planning of

. o 775
anding | Communication

Capabilit Stakeholder

750
vy Response Plan

Complete roles
and 707
Responsibilities

“hecki -
Checking project 755

performance

Eigenvalue 4.949 | 4.574 | 3.796 | 3.357

Explanation of factor [21.518{19.889(16.504 |14.596

Share and
distribute project 782
requirements

Cumulative Description |, o o111 407157.011 |72.507

Rate

Schedule
Management

162

D
ocument of 751
scope of work

Manage | Comparison and
ment management of

Expertis A

development
e plan

Establish and
utlhz.e. Wgrk 665
classification

system

2ke] 66.2% 5 Aoz 9lo] Eldst
vk AdAE PMe] o] B3 29l
238 [Table 7]°1 A& = ATk

[Table 7] Factor analysis of Characteristics of
Game Development Team

Launch reporting

. .648
meeting

Kick-off meeting 633

Prepare the steps

Expendit| and procedures
ure necessary for .800

Manage game
ment development

Capabilit| Estimation of
y working period 794
preparation

Component
Survey Question Facto | Facto | Facto
rl r2 r3
C icati f
ommunication o 201

Team member

Effort of Unity 889

Team Communication of %54

Building Outside
Common Goal .824

Confidence of Success

of Game Development 715
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[Table 8] Factor analysis of Characteristics of
Organization Environment

Component
Facto | Facto
rl 12

Survey Question

Recognize the Importance
of Project Management in | .877
the CEO

Recognizing the Importance
of Project management in | .859

Performan the Company
ce
Evaluation| Friendship to the Project 777
Management of the Policy | °
Performanf:e Evaluation 769
Scale
Consistent Interest of Game 719
Project '
Mobility of Game 220
Organizati - .Depa.rtment
onal Level Familiar with Company 804
Open Culture 755

Share of information | .657 Simple Personnel System .693
Utility of knowledge | .655 Share of Process of 643
Support of PM 623 Division Work ’
Risk Taking .855 Eigenvalue 3.450 | 3.086
Game Emphasis on Explanation of Factor 34.50 {30.861
Developm Creativity and 789 Cumulative Description Rate 34.50 |65.361
ent Confidence
Commitm |Emphasis on' Initiative 707 4.3 7.||0|7|.| 3 | %g _.oJ_o|_|1|.
ent Emphasis on 567 R _
Challenge ’ [==2HE Mijo] CHEE CHE3| 2N
Support of 383
Joint Cooperation T B Ao e 2d8A 23 gigdol grE
Strength | Support of 205 | 1279 AYAE A BHRAE F WS EBF
Professional
Eigenvalue 4975 | 2.623 1 1.672 SHAF(B)lA FrelghEo]l 0.05RT W HASE
Explanation of Factor 35.537(18.734|11.940 AoE Ay 22 FHA AIMNYE 9], T2
Cumulative Description Rate |35.537|54.271(66.211 AE e 87 AAZAE Al &ou|s
24 gy 9T MAE slew v AYzeas 4

[Table 9] Regression of Characteristics of Game
Development Organization and Game Project

Factor B s.e t Sig. | R2 F
Constant
Organizational
0.15] 0.07 | 2.17 |0.034
Level
Game

Development | 0.16 | 0.07 | 2.37 [0.021]0.321| 8.83
Commitment
Project
Management | 0.21 | 0.06 | 3.46 [0.001
Environment

4.4 ALy ==

=
—
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[Table 9] Regression of Characteristics of Game
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