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Data-Driven
Long-Term

Motivation: How to study games played for months or years?

Long-Term Game rounds
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® Games can feature long-term game rounds L y

* Months up to years

, , Our Data-Driven approach
* To-be tested stimuli unknown

® Leverage whole player population for statistical analysis
® Result: Large player population’s experience remains unknown * Derive suitable experience signals to enable QoE studies

- Necessity for new methods & approaches, e.g., data-driven ® Apply classical QoE study methods for model development
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e Statistical Analysis of Significance
* Shaping Hypotheses for subsequent classical QoE studies

Long-Term Gaming
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Long-Term Gaming Dynamics
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e The game spawns limited player resources ® Earlier game — barbarian villages
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® Leading to ever increasing scarce assets ® Hostile takeovers dominate conquers
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® QOverall pressure rapidly increases
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® Long-term commitment pays off
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® Remaining building capacity vanishes ® Joining later becomes incredibly hard
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o . p-values < 0.05 avg relation . . .
Analyze Partitioned Populations metric first 4 weeks ~ overall | non/churn Create Causality with Classical Methods
. .. . . layer rank 1.626 -1077 0.004248 | <  0.762 . . . .
¢ Align and partition by relative game time Elaier villages 2104 107  0.000003 | > 3568 ¢ Enabling large scale population feature fingerprints
. . . player points 2.866 -10°2 0.000018 | >  3.629 DNri :
® Populations with rich features has ally fraction 4209 107 0.007655 | >  1.574 * Data-Driven Analysis of Influence Factors
e Inf . ifi diff village pressure global | 1.443 -10-U 0.230208 = 0.996 o A I itabl hod f f h h
nfer significant differences village pressure local | 1783 10 0414349 | =  1.004 pply suitable methods as proof for hypotheses
. . : -8 .
* Feature Relations reveal success factors villages gam | 1.569-10" - 0.067301 1 > 16.82 * Lab-Studies
villages gain barbarian | 5.366 -10 0.219401 | > 1692
kill all 2372 1072 0073920 | >  2.697 * Questionnaires
* Hypotheses to be tested subsequently k;u other 4.408 10! 0.067183 | >> 343.6 Q

* Synthetic Control
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