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Agenda

o«Grant - Starting a new team off right
eMatt - Preparing for and solving fires
eMichelle - Tools for surviving

eGreg - Preparing yourself to thrive
«Q&A
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Who am I?

The studios where I've grown up
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Definition of Team

A group of people with a full set of

complementary skills required to complete
a task, job, or project.

http://www.businessdictionary.com/definition/team.html
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Story Time!







Pecha Kucha Introduction

e10 Slides, 10 Seconds
oYour life story
o«Outside Interest

eNothing Career other than inspiration

Scott Crabtree
http://www.happybrainscience.com/
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Science!

“...humans are conditional hive creatures. We have
the ability under special circumstances to transcend
self interest and lose ourselves, temporarily and
ecstatically, in something larger than ourselves.”

Jonathan Haidt
The Righteous Mind: Why Good People are Divided by Politics and Religion
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Help the team build an emotional
connection and bond with each other and

you
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Have more dance parties, do karaoke.
Synchronicity builds trust
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WE BROKE 0UT!

570K
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Leadership

“...transformational leadership changes the way followers see
themselves—from isolated individuals to members of a larger group.
Transformational leaders do this by modeling collective commitment
(e.g., through self-sacrifice and the use of “we” instead of “I"),
emphasizing the similarity of group members, and reinforcing
collective goals, shared values, and common interests.”

Kaiser, Hogan, Craig
Leadership and the Fate of Organizations (2008)
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TL:DR

eSimilarities build unity

eSynchronicity builds trust

«Competition builds strength
eExternal/internal pressures build cooperation
eProducers build teams
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Break Time!

oStandup
elUrn to a person near you
«30 seconds each, discuss takeaways

“But the real great man is the man who makes

every man feel great.” - GK Chesterton




When Things Fail

(because something inevitably will)
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About Me

Senior Producer @ Gearbox Software

I've worked on:
Borderlands
Borderlands 2
Borderlands 2: Tiny Tina’s Assault on Dragon Keep
Borderlands: The Pre-Sequel
& Unannounced Projects
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Ideal Scenario




Ideal Scenario

Perfect Communication
Everybody's Best Friends
Team is in Control
Cooler Heads Prevail




GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16







3 Things You Must Do




3 Things You Must Do

1. Panic




3 Things You Must Do

1. Pante Remain Calm




3 Things You Must Do

1. Pante Remain Calm
2. Diagnhose the issue




3 Things You Must Do

1. Pante Remain Calm
2. Diagnhose the issue
3. Communicate!




5 Common Issues

5

1. Miscommunications
2.

3.
4.

Personality Conflicts
Team loses control
Outbursts

. "Dead to me”




1. Miscommunications

“"Why didn't they tell me about that change?”

"I don't understand why that guy can't be
bothered to give anyone else a heads-up.”




1. Miscommunications

Response:
I don’t know for sure, either.
Why don’t we go find out?




2. Personality Conflicts

Obvious Signs:
e Eye-rolling
e Curtness




2. Personality Conflicts

Subtle Signs:

e Ascribing negative motivations to
someone else’s behaviour

o Pattern of disagreement

« Campaigning




2. Personality Conflicts

Response:
More direct contact.
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3. Team Loses Control

Loss of control is when some outside force creates
a change in circumstance for the team, such as
the dreaded Mandate From Above.




y’ 4

GOC e S e
3. Team Loses Control

Loss of control is when some outside force creates
a change in circumstance for the team, such as
the dreaded Mandate From Above.

Example: Significant change to the product
requirements, adding a gameplay mode to the
game with less than a year to ship.




y’ 4

GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16 Y 4

3. Team Loses Control

Response:

People who manage the portfolio do actually get to
make calls about the nature of the things in the
portfolio.

Challenge people to come to a different conclusion
given the same inputs.
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4. Outbursts

When passion / emotion boils over
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4. Outbursts







5. Dead to Me

Sometimes you have situations where
people have written each other off.

It can happen, but sometimes it can be
recoverable.
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5. Dead to Me

"Frxx THAT GUY.”




5. Dead to Me

How does it happen? Easily!

It it doesn’t take much for people to feel
like others aren’t on their team.
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5. Dead to Me

)
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Dead to Me

ExrTRA Fabuiiwl Comils ?ﬂ"«;‘




5. Dead to Me

Response:

Identify the source(s) - it’s probably complex.
Communicate the stakes.

Challenge people to find common ground.




Recap
e Diagnose & Respond Quickly

e Why? - "5 Whys” Toyota technique

o Be proactive where possible

e Encourage ‘problem-solving’ thinking to
cool down heated situations

e Stay calm
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Break Time!

oStandup
elUrn to a person near you
«30 seconds each, discuss takeaways
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3 Production Tools

Tool 1 - Overview Tracker

Tool 2 - Creating a weekly rhythm and sticking to it, or not

Tool 3 - Talking
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Tool 1 - Overview Tracker

What is this?
It's the picture of the project, the strategic view

Timeline of year ahead, one cell per week
Milestone dates

High Level Schedule by person and area
Demo’s & Milestone Builds

Team holidays

Public Holidays / Short weeks

Marketing & PR requirements / key dates
Scenario building - planning
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52 weeks in a year = 52 excel cells & more to show shipping the game & beyond if you can

go that far

3 months look like this...
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It's the picture of the project, the strategic view, it helps u
birds eye view of the project is!
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Tool 2 - creating a weekly rhythm

What is this?

It's the picture of the week - realistic

Monday
° team update presented to studio/team by product owners & molecule Spokespeople (Cabals)
° 1:1 follow-ups

Tuesday
. continue 1:1 catch-ups
° urgent reviews/follow-up meetings where needed

Wednesday
° urgent reviews/follow-up meetings where needed
° Spokespeople Sync

Thursday
° Meeting free day for team, heads-down
° Weekly Production meeting
° QA sync

° Submitting report based on previous day info
° 1:1 check-out with team
° Friday feature
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ALLRIGHT
=8
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3 Talking Problems through / and
also being the person who can listen

What is this?
It's the granular & people

e Be the person who people can come to
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3 Talking Problems through / and
also being the person who can listen

e Finding the people who can offer suggestions and help you
zoom out
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3 Talking Problems through / and
also being the person who can listen

¢ Finding the people who can offer suggestions and help you
zoom out

e Finding a person who can be your soundboard
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3 Talking Problems through / and
also being the person who can listen

¢ Finding the people who can offer suggestions and help you
zoom out

¢ Finding a person who can be your soundboard

¢ Finding your tools
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It can be an emotional burden, and so
ask for help if you need it!
2 ¥ s
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Summary

Tool 1 = BIG PICTURE
Tool 2 (feeds into big picture) = WEEK PICTURE

Tool 3 (feeds into tool 2) = THE GRANULAR AND PEOPLE
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Reading/music list, because there are things that inspire me and are my go to’s when things get tough -

>
l a Pelican Book

The Use of
Lateral Thinking

Edward de Bono

Books I keep coming back to -
Artful Making

Hello He Lied!

Lateral Thinking

ARTFUL
Music I often have on loop - MAKING
|| What Managers
Boards of Canada N'(‘Cd to Know About
Memory Ta pes | -How Artists Work
Plaid ‘
Aphex Twin
my soundcloud likes : soundcloud.com/michyboo

Illustrations by -

Ashley Amery - http://www.ashleyamery.com

Lily Nishita - http://lazerlily.tumblr.com

Disa Wallander - http://disawallander.tumblr.com
Peanuts, Charles M Schulz

Alan Moore, Dave Gibbons, Watchmen

Clint Reid - https://www.behance.net/beardedbrother




thank you!

e : michelle@mediamolecule.com
@michyboo
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Break Time!

oStandup
elUrn to a person near you
«30 seconds each, discuss takeaways
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Who am I?

BACKFLIP
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Who am I?

BALKILID

Ll L = | - -
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Preparing Yourself to Thrive

“Waterfall” or linear project development sequence

Regulrements

Design |

S c r u m Implementation & assembly
| '5ualit}r control

e * s [terative development sequence
.l | Requirements |
agile 1 S
s g ® . Implementation & assembly
‘Quality control
4] 10 20 30 A0 50 €0 70 80 at  100%
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Backstory

It's not the load that breaks
you down, it's the way you
carry it.

- Lou Holtz




You have power over your mind,
not outside events. Realize this,
and you will find strength.

- Marcus Aurelius, Meditations



https://www.goodreads.com/author/show/17212.Marcus_Aurelius
https://www.goodreads.com/work/quotes/31010
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Judi Shegpard Misserrs

y THE BEST YET!
Now, for the first time EVER, |
ahome video that captures

<. .SHNOMMNIS EVHIIM

the enel

/ ' CARDIO EXPLOSION
FULL |
WORKOUTS * INSANE ABS

|

.
!
H
\
}
}
!
§
{

g
- Sangs‘in‘cludef‘ o ‘
|T’S MY PARTY
DANCING IN THE STREET
PEGGY SUE
GREAT BALLS OF FIRE
and more!
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* Weight Management
* Thermogenic
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HOPES

HEALTHY
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HOPES - Healthy

eDiet

Energy

Outlook

Cognitive Ability
Increased Immunity
Stress Management
Overall Health




From the
Inventor of
auuetp roof

eDiet The 4-Hour

CHEF

wlth B ((er

Bulletproof
et -

DAVE ASPREY

FOREWORD BY NEW YORK TIMES BESTSELLING AUTHOR J J VIRGIN

10 RAFI 55, INCREDIBLE SEX,
| AND/BECOMING SUPERHUMAN

TIMOTHY FERRISS
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HOPES - Healthy

eEXercise

Increase Energy
Reduce Stress
Improve Sleep

Boost Brainpower
Enhance Immunity
Reduce Anxiety
Increase Productivity
Improve Self Esteem
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HOPES - Healthy

e At least 3 hours a week
eExercise e 5 Days a week
e Every week
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HOPES - Healthy

eEXercise

STR NER

MICHAEL MICHAEL
MATTHEWS MATTHEWS
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HOPES

OPTIMISTIC




HOPES - Optimistic

ePractice Gratitude
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HOPES - Optimistic

ePractice Gratitude
eJournal

OPTIMISMI

' maybe Im - I bet Im

”ﬂf POOF- ‘ ice cr‘ean,_/




HOPES - Optimistic

e

FIVE-MINUTE
JOURNAL

The simplest, most effective thing you
can do everyday to be happier.




HOPES

PATIENT
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HOPES - Patient

CREATIVE
: VISUI’LLIZHTIDNE \‘“

Use tar Powerar Youn
Isacinarion o CrEaTE WHAT
You WaANT IN ToUk LIFE

F
E" .-d\‘\d

S muse

the brain sensing headband

SHARTI GAWAIN



HOPES

ENDURING
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HOPES - Endure

e Breath
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HOPES - Endure

e Take inventory of yourself




4-18, 2016 - Expo: March 16-18, 2016 #GOC16

HOPES - Endure

e Gain Perspective
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HOPES - Endure

e Focus on problems you can solve now
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HOPES - Endure

e Ignore anything outside of your control
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HOPES - Endure

OVER ONE MILLION COPIES SOLD SE i hese procepis and youswil vevoiordze your - hesd U ookl

—Steven Pressfield, author of The War of Art and Gates of Fire “If you manage people or are a parent (which is a
form of managing people), drop everything and read Mindset.”

T H E —Guy Kawasaki, author of The Art of the Start

(31'11(3131 OBSTACLE mmdset
IS THE WAY HOW WE CAN

LEARN TO FULFILL

Triumph

RYAN HOLIDAY
HERRY PATTERSON, JOSEFS GREMMY, RIW MIMILLAK, AL SWITZLER el R

of’ﬂﬂ St = OUR POTENTIAL
= =y “Will prove to be
(‘ ﬂ Art of Q 0 Aﬂ:‘ne;ﬁ;en;ost
Vg s N
ft_}r talkin g \ Trials into Vi e biisiness ot ek
= ﬂ *school

The
New York

el when stakes W\

” «relationships

BESTSELLER

are high

CAROL S. DWECK, Ph.D.




HOPES

SYSTEMATIC
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HOPES - Systematic

oFind a keystone habit
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HOPES - Systematic

eImplement habits one at a time
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HOPES - Systematic

eBuild a daily routine
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HOPES - Systematic

eProtect what you’ve built
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HOPES - Systematic

NEW YORK TIMES BESTSELLER

THE POWER OF

HABIT

WHY WEDO WHAT WEDO IN LIFE AND BUSINESS

Charles Duhigg

WITH A NEW AFTERWORD BY THE AUTHOR




Thanks for listening!

C lamgregstone
K] iamgregstone
= gregstone@outlook.com
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Break Time!

oStandup
elUrn to a person near you
«30 seconds each, discuss takeaways




= M

Q&A

eGrant - @g_shonk | gshonk@gmail.com
eMatt - @djsatis

eGreg - gregstone@outlook.com
eMichelle - @michyboo




