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Abstract
This report proves the 2 hypotheses posed; Crunch time is not needed in a projects timeline and Crunch time can negatively affect a projects outcome. Research was undertaken into the aspect of ‘Crunch Time’ in the games industry and highlights the cause of it, the effects of it and if it should be stopped for good. Crunch time should not be factored into a projects pipeline as it is not necessary in the development cycle, crunch time can negatively affect a developer’s physical and mental health, and also their personal relationships. Crunch time is overall bad and should be stopped. Crunch time also negatively affects not only the developer, but the games review scores and the games return on interest (ROI). 
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[bookmark: _Toc500846750]Introduction
In 2004 a live journal post titled the ‘EA Spouse’ was posted anonymously to livejournal.com and talked about crunch time that the writers, partner endured at EA (1982 – Present). In the article the writer states;
“The current mandatory hours are 9am to 10pm -- seven days a week -- with the occasional Saturday evening off for good behaviour (at 6:30pm). This averages out to an eighty-five hour work week.” (Ea-spouse.livejournal.com, 2004).
Crunch time is often referred to as a time in a projects development in which decisive action is needed to complete the project (Merriam-webster.com, 2017). Crunch time can usually involve up to 80 hour work weeks for months until the project is complete (Schreier, 2016). Where crunch time is seen as common in the industry it is almost always frowned upon and shunned due to the practices and effects it can cause on the employees. 
This report aims to find out and prove 2 hypotheses; Crunch time is not needed in a projects timeline and Crunch time can negatively affect a projects outcome. Using relevant information found from reliable sources, this project will highlight the causes of crunch time, the effects that crunch time can cause, and should crunch time be stopped. 


[bookmark: _Toc500846751]Literature Review 
The design pipeline for video game development has three main stages; Pre-Production, Production and Post-Production. The Knights of Unity (2015 – Present) are a development team based in Poland which have detailed the production process in a chart (Appendix A). The pipeline stated is the game industry standard which details the design of a game from start to finish. Pre-Production starts with the idea then leads to the concept art and level design, this usually comes in the form of a Game Design Document. Production is where the main bulk of the development is done, it’s a cycle of designing, developing and testing until the game is at the level the developers want to reach or if anything needs to be changed. Post-Production is mainly testing and fixing any last issues until the games deployment. 
The pipeline for VFX in films is quite similar. It is still split up into Pre – Production, Production and Post – Production but they are developing a different product so the methods and programs are different (Appendix B). The pipeline for 3D animation is also similar to game development as it has the same 3 stages and includes the same process of design, such as modelling, texturing, rigging and animating (Appendix C). 
The length of video game development can vary greatly per game. Clive Thompson (WIRED, 2009) talks about Duke Nukem Forever (2K Games, 2011) a renowned game for a long development cycle and poor reviews took 15 years of development to make. Thompson states that normally games take two to four years to make with 5 being considered worryingly long, but you get some games that go on for too long. When a game takes a long time to develop it is often referred to as being in ‘development hell’. Development hell is prominent in the film industry and it stalls the project in development for the script to be rewritten or a new producer would come in (Hollywoodlexicon.com, n.d.). For the games industry it can occur when the game gets updated to a different software or when the design process gets halted due to publishing issues. 
Crunch time is the term used to describe using decisive action (Merriam-webster.com, 2017) which often involves working overtime from 50 hour to 80 hour work weeks (Groen, 2011). This is most common in the software development (Yoskovitz, 2014) and game development industries, and has been almost normalised as part of the development cycle (Schreier, 2016). According to an article from Venture Beat, as of February 2017, 76% of game developers still work under crunch time with only 11% of them receiving paid overtime (Takahashi, 2017).  The IGDA (International Game Developers Association) are a non-profit organisation that aims to improve the wellbeing of game developers by promoting professional practice (Igda.org, n.d.). 
Crunch time was made infamous in AAA games companies by the ‘ea_spouse’ livejournal entry (Ea-spouse.livejournal.com, 2004). The post was about a disgruntled spouse whose partner worked at EA as developer, but their exact role wasn’t stated. After a few weeks the game’s production had started a mild crunch time, with slightly more hours which did take its toll but then it was back to work as regular. In the article the spouse began stating that when the actual crunch time began that it was possibly premeditated, as the project was on track for most of the development time and then the partner began working 09:00 am to 10:00 pm 7 days a week. The spouse was later revealed to be Erin Hoffman and the article was about her husband. This revealed the work ethics of EA and led to a revision of practices in the games industry.



[bookmark: _Toc500846752]Why does Crunch Time happen?
[bookmark: _Toc500846753]Poor Planning
When creating a schedule for a game design it seems that some developers schedule in the crunch time as if it is a normal part of development. Jason Schreier (Kotaku, 2016) interviewed several developers on crunch time and asked about their thoughts. Tanya Short (Creative Director, Kitfox Games, 2013 - Present) said in the interview “Many teams (indie and AAA alike) seem to start a project already calculating in crunch to the schedule for added content or productivity, which is bizarrely short-sighted and disgusting.” She states that unpaid overtime is the result of poor planning and bad time management, not an inevitable part of game – making (Schreier, 2016). When a game is scheduled it seems by planning in the crunch ahead of time makes it look like it has been normalised when it really shouldn’t. Crunch time is usually an effect of bad time management so when it is placed into the schedule then it seems like the game is less likely to succeed. 
Eric Barone the developer of popular farming simulator, Stardew Valley supposedly went 4 years of self-imposed crunch to make the game. In an interview with Chris Baker (Gamasutra, 2016), Barone says that he would work 10 hours a day on the game and now its released he possibly spending over 15 hours a day on it as he does continuous bug fixing and updating. Stardew Valley has received very high praise and review scores since the game came from an extended period of crunch time. Barone also says in the article ‘…You should be free to work yourself to the bone, but not force someone else to do that for you,’ he understands the effects of crunch time and how awful it can be. 
[bookmark: _Toc500846754]Premediated and Unexpected Crunch Time
In the EA Spouse article Hoffman states:
‘Every step of the way, the project remained on schedule. Crunching neither accelerated this nor slowed it down; its effect on the actual product was not measurable. The extended hours were deliberate and planned; the management knew what they were doing as they did it.’ (Ea-spouse.livejournal.com, 2004)
Hoffman believes that the crunch time that her husband experienced was premeditated and was on purpose. Crunch time generally occurs when the deadline is approaching and the team works overtime to get the game finished. This statement sounds like the managers of the project had already set on having crunch time. Hoffman goes onto say that the practices were unethical and also illegal.  According to Hoffman, she repeatedly heard multiple managers say "If they don't like it, they can work someplace else." This gives the employees a choice between working unpaid overtime that is illegal or losing their job so considering the situation many choose to work. 
In an interview with Lattice, Tim Schafer (CEO of Double Fine Productions, 2000 – Present) explains how midway through the production of Psychonauts (2005, Double Fine Productions) he lost funding from the publisher and had to borrow up to $250,000 dollars to keep the project going (Working It Out, n.d.). Schafer then got an offer from another publisher which meant that in order to get the game finished in time his team had to crunch. This was a case where the crunch time was deemed necessary as the new publisher, which let the team continue to get paid ended in the team nearly ‘getting broken.’ However Schafer does go on to say:
“We stayed up crazy hours because we were so happy to still be in business. But you don’t do your best work. At 5 a.m. you’re probably entering more bugs than code. You’re not all there, you’re not as creative and you get bad habits, like coming in at 11 a.m. because you know you’ll still be there at 3 a.m. Meanwhile the dishes aren’t getting done, the laundry is piling up and you haven’t seen your family…” (n.d, P 9)
Schafer understood that he needed to crunch to get the project finished as he received the opportunity to keep the company going. The effect that this crunch time caused also made the game a lot harder to make, as he states ‘At 5 a.m. you’re probably entering more bugs than code. You’re not all there,’ so working that late daily is not productive and is possibly more harmful to the project.
[bookmark: _Toc500846755]Crunch Time Used as ‘Bragging Rights’
Short (Creative Director, Kitfox Games, 2013 - Present) also detailed 10 reasons why developers will crunch for reasons other than receiving orders to do so. Short makes valid possible reasons why people crunch, such as a ‘honeymoon’ period in which it’s a new project and it fascinates you to a point where to don’t want to stop working on it. One reason is that when the game releases and gets good reviews you can say you worked really hard to the point of visible exhaustion (Short, 2016). Short references an article by Hannah Rosefield on ‘How Exhaustion became a status symbol’. In the article Rosefield states; 
‘Today, exhaustion still hints at status, but of a different sort. To say that you’re exhausted is to telegraph that you’re important, in demand, and successful. It’s akin to the humblebrag of ruefully describing yourself as “so busy”—naturally, since exhaustion follows from busyness.’ (Rosefield, 2016)
In 2013 Ryse (Crytek, 2013) controversially tweeted ‘By the time #Ryse ships for #XboxOne, we will have served the crunching team more than 11,500 dinners throughout development. ’ which was met with a lot of criticism for publically admitting that they had crunch time. This can be tied into Rosfield’s statement on how working really hard makes it sound like you’re in demand and important, however in the case of Ryse this backfired and caused a lot of arguments against them. 
In 2008 Mike Capps (President of Epic Games, 2012) made a controversial comments on work hours on a panel at the Independent Game Developers Association. Capps indicated that working 60 hour weeks were expected at Epic Games and if you were willing to only work 40 hours then you wouldn’t fit in at the company (Fahey, 2009). This was met with huge outbursts on online forums and the IGDA, so he later issued an apology saying “…we didn't mean to let anybody work more than 40 hours a week. This is a huge disaster. We'll never do it again." 



[bookmark: _Toc500846756]What are the effects of Crunch Time?
[bookmark: _Toc500846757]Health and Personal Lives
In Japan they have a term called ‘Karoshi’ which roughly translates into ‘death from overworking’ (Lane, 2017). In 2013, Miwa Sado died of heart failure and apparently had worked 159 hours of overtime with only two days off in the month leading up to her death due to heart failure (McCurry, 2017). She was working at NHK, Japans public broadcaster and her death was made public by her former employer. Again in 2015 Matsuri Takahashi had been working more than 100 hours overtime before she committed suicide on Christmas day. Before she had died she posted on social media sites saying “I want to die” and “I’m physically and mentally shattered.”(McCurry, 2017). 
Not only can crunch time affect mental and physical health, it can also affect the personal lives of the developers. The EA spouse journal entry is based on how Hoffman’s spouse was overworking and nearly ruining their marriage. Hoffman said how the love of her life would come home with a headache and an upset stomach while her smile was running out. Schafer also had a problem with his first marriage and while Schafer worked at Lucas Arts (1982 – 2013) he had his first divorce after 1 year. Schafer states: 
“You don’t realize until it has happened that you’re doing all this damage to your personal life by staying at work all the time,” he said. “You can mentally put the rest of the world on hold, but the rest of the world can’t necessarily be put on hold by you. I was so gung-ho about it. If you think someone will wait for you and tolerate you not being around… people move on.” (p 8)
He also later talks at how at his own company, Double Fine Productions (2005 – Present), have eliminated crunch time from their planning and he has remarried and now has a 9 year old daughter (Working it out, p 10). 
[bookmark: _Toc500846758]No Overtime Pay
In the games industry crunch time isn’t as severe as the cases of ‘Karoshi’. According to the IGDA’s most recent survey 76% of developers had experienced crunch time (Takahashi, 2017). During periods of crunch: 35% of developers reported working 50 to 59 hour work weeks, 28% worked 60 hours to 69 hours a week and 13% worked over 70 hours a week (Takahashi, 2017). According to Groen (2011) when a period of crunch lasts over a year with continuous 60 hour weeks it is then called ‘The Death March’. Groen interviews a Dr Shoshana Bennett who is a psychologist, Groen brings up that it is some kind of ‘cultural peer pressure’ too work long hours on a project and Bennett reiterates this point as she states that her clients “…feel totally replaceable, and therefore are worried that if they don't perform, they'll lose their jobs. There is definitely a culture of fear that's cultivated in this industry.” The hours may not be as severe as ‘karoshi’ but the fear of losing the job can be what drives developers to crunch and it can be why producers will sometimes have premeditated crunch time. 
Often periods of crunch can offer some kind of perks or overtime pay at the end of the crunch period, however this is not always the case. The IGDA survey also showed that when working over the usual 40 hour work week, 34% of developers received no additional compensation, 44% received perks like meals at the office and 29% received future time off (Takahashi, 2017). Where giving perks or future time off can be considered a good reward this cannot justify the developers who had families that they couldn’t see, or time off that can be used only when they are not crunching on a future project. The fact that developers will work unpaid overtime because their management told them too and they are afraid of losing jobs, results in an industry that does not seem to be open or enjoyable to work in. When Schafer was at Lucas Arts he worked out that he was approximately on $3.50 per hour which was less than minimum wage at the time which was $3.80 per hour (Dol.gov, 2009). In Hoffman’s case she also stated that her spouse received no overtime pay, no compensation time and no additional sick or vacation leave (Ea-spouse.livejournal.com, 2004) so this isn’t a closed incident, this has been happening for years and in various companies. 
[bookmark: _Toc500846759]Less Productivity 
Evan Robinson wrote an article on the IGDA website on why crunch doesn’t work. In the short term Robinson states ‘…working over 21 hours continuously is equivalent to being legally drunk. Longer periods of continuous work drastically reduce cognitive function and increase the chance of catastrophic error’. Robinson also goes on to talk about Henry Ford and workplace experiments that Ford conducted. In 1926 Ford adopted a forty hour work week which was highly criticised by the National Association of Manufacturers. Ford’s experiments were being conducted for at least twelve years and in this time he showed that cutting the average workday to eight hours a day instead of ten, and changing the workweek to five days per week instead of six, Ford increased his worker output and reduced production cost (Robinson, 2005). These experiments were over 100 years ago and Ford had worked out that a forty hour work week was the optimal work period before the employee’s work output would suffer, and most businesses have adopted these work hours. So that begs the question of why do game developers work overtime when they are more likely to be creating more problems than solutions. 
[bookmark: _Toc500846760]Passion and Working Together as a Team 
Walt Williams wrote an article for Polygon titled ‘Why I Worship Crunch’ (2017). Williams says that ‘When crunch results in a game people love it wasn’t crunch at all – it was passion.’ And also goes onto say that ‘We’re (developers) happy to crunch when we believe that it will pay off for us individually. The main point of Williams argument seems to be that if the game received positive reviews then the developer didn’t crunch whereas if the game did badly then the developer can just blame it on crunch time. It is a very ineffective attitude towards the developer’s work, in which they will try and blame the failure of their game on any other kind of problem other than the game just being bad. 
Ben Yoskovitz (2014) claims that ‘the last mile’ on a project, by which he means as the final push, needs that little extra effort to finally complete the project. Yoskovitz believes that sometimes crunch can be good as long as it’s managed and not excessive. When all the developers’ crunch it creates a feeling of being involved in a team and that you’re all in this together. Yoskovits also reiterates Williams point of releasing something that people really enjoy and has positive feedback can make those extra hours worked worth it. 


[bookmark: _Toc500846761]Does Crunch Time need to stop?
[bookmark: _Toc500846762]The Doubt of Underworking and the Responsibilities of the Team 
Marie Dealessandri (2017) interviewed various companies on their view of crunch time. Kelly Murrell (Partnership HR, HR Consultancy Director, 2016 – present) says that the first problem of crunch time isn’t from the company that the developer works for, it’s not the management team but instead what the developer believes is expected from them. The one question which was also posed by Short (Creative Director, Kitfox Games, 2013 - Present) in her article ‘The Curios Appeal of Crunch’ (Waypoint 2016) which was ‘If you haven’t crunched then have you really pushed yourself to deliver the best the project could be?’ This view which seems to be seen in both the articles means that some crunch periods can be completely voluntary, but with cases of ‘Karoshi’ and the toll that overworking can take on the human body it just doesn’t seem worth it. 
Dealessandri also interviewed Liz Wyle (Product Development Director, Sony interactive Europe, 2017 – Present) who claimed ‘Avoiding crunch is the responsibility of every person on the game team and everyone has a different role to play.’ Wyle goes on to state the general rolls of the team members such as a producer thoroughly planning the schedule with contingencies, an artist to use experience from past projects to estimate correctly how long it will take too complete certain tasks and so on (Dealessandri, 2017) . This again relates to Short’s statement that crunch is the result of poor planning and bad time management (Schreier, 2016) and that crunch is overall a ‘plague’ on the games industry that is not needed yet still there, and the fact extended crunch is nicknamed ‘the death march’ is very unsettling (Groen, 2011).
[bookmark: _Toc500846763]The Aftermath of Crunch Time
Iain Denniston (Polygon, 2016) talked about his time working on Fable (Lionhead Studios, 2004). The main thesis of his article was how Fable almost ‘ruined his life’ but he had no regrets. Denniston talks about how he was put on so much medication because his health was at risk, and that Microsoft (1975) had transferred so many developers onto the project that Denniston couldn’t recognise anyone that was working there, but when the game was released and he resigned from his post he was filled with memories. Memories of the times they had office parties and had fun, or times when they played football at lunchtime with their sweaters for goalposts (Denniston, 2016). At the end of the project he was left with a broken life to go back too but there were no regrets. The ailments that Denniston described were awful but to have no regrets seems like at the end of the project it was still worth it. 
Williams (Polygon, 2017) compares crunch time as ‘the chase that leads to a high that’s like Vegas, Amsterdam and Bangkok rolled into one.’ Williams goes on to say how that crunching leads him to this state of almost euphoria and if ‘he wins he’s a god but if he loses he’s a martyr.’ This makes crunch time sound like it’s some kind of drug that when you’re crunching your waiting for the inevitable finish, you’re still waiting for that state of inevitable high. However the way that Williams describes this supposed ‘high’ sounds a like very unhealthy lifestyle that’s not to be admired but prevented.  Williams claims: 
‘I’ve edited scripts in ICU rooms, responded to emails while begging lovers not to walk out the door, sent brainstorming lists during the birth of my child. I held my grandfather’s hand while he passed away, then went into his office and wrote text for mission descriptions. None of this was expected of me, and no one would have dared to ask. I did all these things for me. Work brings order to my world. When things get tough, I slide down into my job and disappear. I let my health, relationships, and responsibilities fall to the wayside. When I finally come up for air, there’s a smoking crater where my life used to be. Instead of picking up the pieces to start again, I slip back down into the thick of it. This is how I cope.’ (2017)
‘None of this was expected of me…’ yet Williams still did it, he willingly partook in this self-destructive behaviour and claims that crunch time should be worshipped. This is not the behaviour that should be the mind-set of a designer. This is a reason why crunch time needs to be stopped. 
[bookmark: _Toc500846764]Degrading of Productivity
Going back to the test’s that Ford conducted over 100 years ago, he proved that forty hour work weeks were the best way to get the most productivity out of your work force. Robinson (2005) made a simple equation to show how the managers rationalise crunch time. (See Figure 1). If the manager increases the number of hours work (t) then the output (O) is simply increased. What this doesn’t take into account is that productivity degrades overtime so extended hours of work actually result in less quality (Appendix D).
[image: ]
(Figure 1. An equation posed by Robinson where ‘O is total output, X is the given output during a benchmark number of hours, designated by Y, and t is the actual number of hours worked.’(2005)

[bookmark: _Toc500846765]Paul Tozour and ‘The Game Outcomes Project’ 
[bookmark: _Toc500846766]The Games Review Score against the Amount of Crunch Time
In 2014, Paul Tozour developed a 5 part project titled ‘The Game Outcomes Project’. Part 4 was called ‘Crunch Makes Games Worse’ in which Tozour had surveyed over 700 developers working on projects, and asked roughly 120 questions in the survey (2014). This survey asked various questions about the participant’s most recent game project. Focusing more on Part 4 of his survey, which asked about crunch time, Tozour posed several hypotheses in which he aimed to target and prove or disprove. His first 2 hypotheses was the ‘Extraordinary Effort’ argument, which if the argument is correct it will;
a) Create a positive correlation in the data between crunch and outcomes of the game project and higher crunch will mean higher improvement
b) Show there are few successful projects that didn’t incorporate crunch time.
The participants were asked to rate a statement with a rating between -1.0 which was ‘disagree completely’ and +1.0 was ‘agree completely’. The 5 statements asked about crunch time were; 
· “I worked a lot of overtime or ‘crunched’ on this project.”
· “I often worked overtime because I was required or felt pressured to.”
· “Our team sometimes seemed to be stuck in a cycle of never-ending crunch / overtime work.”
· “If we worked overtime, I believe it was because studio leaders or producers failed to scope the project properly (e.g. insufficient manpower, deadlines that were too tight, over-promised features).”
· “If I worked overtime, it was only when I volunteered to do so.” (2015)
The results of these questions were then put into graphs (Appendix E.1 – E.7) and correlated by the score of the rating of the statement and the overall score of the project that was worked on. The results show that all the statements had negative values except for ‘If I worked overtime, it was only when I volunteered to do so’ (Appendix E.5). 
Tozour also goes on to factor in the successfulness of the projects by adding a blue line which indicates the project reached a score of 80 and above which is successful, and an orange line which indicates a score of 40 or lower and can be considered an unsuccessful project (Appendix E.6 – E.7). Tozour did this for the most relevant questions related to crunch compared to the project score which were “I worked a lot of overtime or ‘crunched’ on this project.”, and “Our team sometimes seemed to be stuck in a cycle of never-ending crunch / overtime work.” These results were then formulated into a table which gave a percentage of successful projects which used no crunch compared to successful projects with crunch.
[bookmark: _Toc500846767]The Games ROI against the Amount of Crunch Time
From these results it’s clear to see that crunch time can negatively affect a game’s outcome and review scores yet it is still so common in the industry. However these results only looked at the review scores of these games and not their profits as sometimes a low scoring game could still turn a profit. So Tozour then calculated in the return on investment (ROI) for each of these projects which replaces the project score and still calculates in the rating of -1.0 which was ‘disagree completely’ and +1.0 was ‘agree completely’ in regards to the crunch statement (Appendix E.8 – E.9). This was done again from the two most relevant questions in regards to crunch (“I worked a lot of overtime or ‘crunched’ on this project.” And “Our team sometimes seemed to be stuck in a cycle of never-ending crunch / overtime work.”) And the results were formulated into tables again (Appendix E.8 – E.9). Where the results may have shifted slightly the final outcome hasn’t changed. Projects with crunch time included in their schedule had a lower success rate as well as a lower ROI. 


[bookmark: _Toc500846768]Conclusion
When finding research for this dissertation it was very difficult to find articles and information on why crunch time was useful or if crunch time was good, so it appears that the industry is very against the use of crunching time. When terms like the ‘plague’ and ‘the death march’ (Groen, 2011) are used to describe the work hours, then something needs to be changed. The IGDA are working towards a more stable and healthy work environment for developers and where their latest survey results were still at a high 76% (Takahashi, 2017) they are continuing to try and lessen the statistic. Hoffman writing the livejournal article in 2004 (Ea-spouse.livejournal.com, 2004) resulted in a law suit filed against EA (1982 – Present) which was settled for $15.6 million and another lawsuit which resulted in a settlement of $14.9 million in 2006 (Williams. I, 2014). 
Using the results provided by Tozour’s research, which were surveys completed by developers from various companies, crunch will negatively affect not only the games score but also the profit of the game. Crunch time is not needed at all within the games industry, it is the result of poor planning on the developers fault or deliberate planning by the managers. Crunch time can affect the physical wellbeing, the mental wellbeing and also the personal lives of each developer that is forced to crunch. When Henry Ford adopted the 40 hour work week in 1926, ignoring the criticism from the National Association of Manufacturers, Ford claimed that his work production was improved incredibly and this 40 work week are now standard working hours in most industries. So if the perfect work week was created over 100 years ago then it’s ridiculous to make developers work 80 hour weeks, while staring at a computer screen and then not even compensate this time. 
So not only can crunch time result in a lower ROI (Tozour, 2015) but it can also cost more if the company has to pay out any lawsuits. Overall crunch time is as Groen states, a plague on the industry (2011) and slowly but surely it is getting removed from the design process, and this means developers will have to deal with less issues such as depression or in the worst case suicide, soon the industry will be a much safer place to work in.
· 
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The game production pipline created by The Knights of Unity (2017). 
 




[bookmark: _Toc500846773]Appendix B 
The VFX pipeline in the film industry by Whitehurst (n.d.).
[image: http://www.andrew-whitehurst.net/pipeline/VFX_flowChart.0025.jpg]
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The 3D animation production pipeline by Beane (2014). [image: ]


[bookmark: _Toc500846775]Appendix D
The table that Robinson (2004) used to show the decline in productivity by increasing the hours worked per week. [image: ]
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Torzours (2015) findings presented in a graph form for the question’s posed by his ‘Game Outcomes Project’.  
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The graph of results for the statement “I worked a lot of overtime or “crunched” on this project”.
[image: ]

[bookmark: _Toc500846778]E.2
The graph of results for the statement “I often worked overtime because I was required or felt pressured too”.[image: ]
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The graph of results for the statement “Our team sometimes seemed to be stuck in a cycle of never-ending crunch / overtime work”. [image: ]


[bookmark: _Toc500846780]E.4 
The graph of results for the statement “If we worked overtime, I believe it was because studio leaders or producers failed to scope the project properly”.
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[bookmark: _Toc500846781]E.5
The graph of results for the statement “If I worked overtime it was only when I volunteered to do so”.
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[bookmark: _Toc500846782]E.6
The graph and table of results for the statement “I worked a lot of overtime or “crunched” on this project”. With an added blue line to measure a successful project and an orange line to measure an unsuccessful project. 
[image: https://gamasutra.com/db_area/images/blog/234443/crunch_fig4_combined_2.png][image: ] 

[bookmark: _Toc500846783]E.7
The graph and table of results for the statement “Our team sometimes seemed to be stuck in a cycle of never-ending crunch / overtime work”. With an added blue line to measure a successful project and an orange line to measure an unsuccessful project. 
[image: https://gamasutra.com/db_area/images/blog/234443/crunch_fig4_combined_2.png]
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[bookmark: _Toc500846784]E.8 
The graph and table of results for the statement “I worked a lot of overtime or “crunched” on this project” with the return on interest factored instead of the projects score. 
[image: https://gamasutra.com/db_area/images/blog/234443/crunch_fig5_combined_2.png][image: ]
[bookmark: _Toc500846785]E.9
The graph and table of results for the statement “Our team sometimes seemed to be stuck in a cycle of never-ending crunch / overtime work” with the return on interest factored instead of the projects score. 
[image: https://gamasutra.com/db_area/images/blog/234443/crunch_fig5_combined_2.png][image: ]
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