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Intro to Games DevelopmentIntro to Games Development

Lecture Lecture 22

Topics covered this week:

ÅDeveloping a new game

ÅThe idea

ÅFrom idea to completion

ÅExample game idea

ÅPractical Session

© Derek Stobbs 2009

Developing a new gameDeveloping a new game

·From your new idea

· to its death,

·or its glory,

·or its anonymity

The IdeaThe Idea

·Book ðHarry Potter, Tracy Beaker, etc.

·Existing game franchise

·Movie ðStar Wars, etc.

·TV programme

·Or é
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The The elevatorelevatorpitchpitch

·Can you sell the idea quickly?

·To whom?

·Practise

·A good idea can take years to develop

From idea to prototypeFrom idea to prototype

·Small budget ð10% of full game, 1 level

·Small team ð4-12 people

·Short timescale ð6 months

·Does it play?

From prototype to gameFrom prototype to game

·Planning

·Budgets

·Staffing

·Timescales
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Q(Q(ualityuality) A() A(ssurancessurance))

·Gameplay

·Visuals

·Sounds

·Often Outsourced

RollRoll--outout

·Target Christmas

·Publicity

·Shelf space

·Boxed product

For example éFor example é

·Developing a New Dr Who 

3D Game

·From new idea to death, 

glory or Extermination
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The IdeaThe Idea

·TV programme

·Books & Magazines

·Existing game franchise?

·Movie?

· IPR (Intellectual property rights) 

belongs to the BBC?

The The elevatorelevatorpitchpitch

·Dr Who saves the Earth from the 

Daleks & aliens ðwith real prizes

·To various BBC staff

·Bounce idea off Dr Who buffs

·Have you watched all the series, 

read the books, surfed the 

website?

From idea to prototypeFrom idea to prototype

·£500k game => £50k budget

·òDr & Sarah Jane defeat the Slitheenó

·Small team ð2 coders, 2 artists, 1 day per week producer, 

1 week musician

·H/W & S/W ðsPCs with Ogre engine, 2Mac Pro with 

3DSMax, Carlin Production Music discs

·Short timescale ð6 months

·How does it play? ðwho checks?
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From prototype to gameFrom prototype to game

·Planning ðcoincide with new TV 

series

·Budgets - £350k released now with 

£350k on completion

·Staffing ð8 programmers, 8 artists, 

1 musician, 0.4 producer

·Stuff happens ðStaff, S/W, H/W, 

support, the unexpected é

Q(Q(ualityuality) A() A(ssurancessurance))

·Gameplay ðregularly reviewed, collision 

detection, good looking physics, artificial 

intelligence (AI), etc.

·Visuals ðno clipping, high realism, animation 

(walk cycles), minimal polygons, etc.

·Sounds ðsound good on actual hardware, not 

bloated, etc.

·Often outsourced ðIPR protected, reliable 

company, leak-proof, etc.

RollRoll--outout

·Publicity ðBBC TV adverts, in-show 

(TV, radio) plugs, magazine plugs & 

cover disc, interviews etc.

·Shelf space ðTesco, Game, HMV, BBC 

Website, etc.

·Pay-back - £35 => BBC cut £8, £100k 

marketing, 80k copies break-even, 

good bet?
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Hidden LinksHidden Links

·Momentum and market coverage

·Physical toys, magazines, DVDs, 

website hits, é

·Freebie press coverage

·Politics of the BBC license fee

·Consideration of the BBCõs future 

direction?

SummarySummary

·Get a good idea

·Get initial funding

·Know the IPR background

·Plan to succeed ðmoney, fame, 

future, é

All trademarks and copyrights used in this presentation 

are acknowledged


