Laws of Productivity

8 productivity experiments you don’t
need to repeat.

This deck covers 8 commavorkplace topics and offers suggestion on how you
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would be nice to have it all in one presentation friendly spot. Feel free to use pieces

of this presentation as the need arises.



So you want to maximize your
productivity?

Fixed release schedule.

Fixed resources.

Way too much work to finish.

Failure = Demotion, Job loss, or Pariah status
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a stone. The stone consists of the hard resource and time constraints the team

operates under. Naturally, the cost of failure to pull off a productivity miracle is

couched in terms that most people wish to avoid.



What is Productivity?

* + Work accomplished
* - Work required to fix defects
* - Work required to fix bad design decisions

It is possible for productivity to be negative
when workers end up doing more harm than
good.
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of productivity. It is possible to check in code and design decisions that must be later

fixed or removed at great cost. If you only measure work accomplished, you could
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measure of productivity is valued working code in customer hands.



Why reinvent the wheel?

Businesses have been running productivity
experiments since the early 1900’s.

* Ford ran 12-years of productivity experiments.

* These have been repeated over the past
century in hundreds of industries.

* Even the game industry.

Most managerplow through the act of management with few guidelines other than
gut or habit on what works best. Luckily there is a large body of well researched
material out there on what works. Not all of it agrees. However, there are some
obviously broken concepts such as overtime that should be put to rest. And there are
some practical ideas like small team sizes that offer a big boost for relatively little
effort.



Experiment

What happens if people work

longer?

* More hours in a week?
* Longer hours?
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I- Results 1

L Working more than 40 hours a week leads
to decreased productivity

* <40 hours and people weren’t working
enough.

* >60 hour work week gives a small productivity
boost.

* The boost lasts 3 to 4 weeks and then turns
negative.

Ford chewed on this problem for 12 years and run dozens of experiments. As a result
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hour a week labor laws. Not becausewasnice. Becauske wanted to make the
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Graphing productivity and overtime
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| love this graphlt shows the complete idiocy of crunching for long periods of time.



Work has changed, people have not.
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Factory work - 1909 Game development - 2005

Sidney J. Chapman's Hours of Labour (1909)

http://www.agilegamedevelopment.com/2008/06/scr
um-overtime.html

Same Curve.

L 2dzQf £ KIF @S G2 AChapaanysSsing Mdbey PrddNdddas & S NB @
measure of productivityHighmoonis using ideal hours as a measure of productivity.
Both graphshow that productivity goes negative after an initial boost in productivity.



Lessons

* Work 40-hour weeks with time for rest and
family.
* Never work 2 months of 60-hour crunch.

o It accomplishes less, despite the initial boost.
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