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Intro to Games DevelopmentIntro to Games Development

Lecture Lecture 66

Topics covered this week:

ÅGetting money to make games

ÅSpending money to make games

ÅMaking money from games

ÅPractical

© Derek Stobbs 2009

A growing businessA growing business

· 1999

ƁGames sales overtook movie box-office sales

ƁEurope overtook USA & Japan in market size

· 2000

ƁScottish game industry was expected to reach 1000 staff, £81M

· 2005

Ɓloss of VIS, Visual Science, ...

ƁDenki, Real-Time Worlds, RockStar, I-play healthy

· 2008

ƁScottish-developed game reaches No1 in Japan

Ɓgames software sales double that of recorded music

· 201x

Ɓgames bigger than movies and music combined?

The businessThe business

·Developer Studios

ƁIndependent and Publisher owned

·Publishers

·Testers

·Printers/packagers

·Distributors

·Retail

·Marketing
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The MoneyThe Money

·Assume game sells 200,000 copies at £40, how is the 

money split?

Publisher and DeveloperPublisher and Developer

·Publisher owned

Ɓmany of these now

· Independent

Ɓcomplex legal and financial deals with 

publishers

Ɓcan sell a game to a publisher for 

less than it costs to develop!

Ɓdeveloper vs. Publisher ideas

¶Some publishers own rights for game 

licenses ðthey may approach several 

developers to see who wants the contract 

to develop their games

Bungie/MS

- Halo

Ensemble/MS

- Age of Empires

Digital DistributionDigital Distribution

·Steam

·Trymedia

·Garage Games

·RealArcade

·MSN Zone

·Exent

·NetQuartz

·Softwrap...
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What does a Publisher do?What does a Publisher do?

·Marketing

·Production and Distribution

·Technical Support

·ôPoint of contactõ

ƁThese all cost a lot of money

· In general, Publisher pays developer to 

produce the game ðdown payment plus 

bonus royalties

Schedule and BudgetSchedule and Budget

·Required in advance for bank and 

publisher

·Schedule:

Ɓdelivery targets: followed by payment in 

instalments!

Ɓrealistic targets

·Budget:

Ɓallow for a profit

·Both:

Ɓallow for problems
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Milestone PaymentsMilestone Payments

·Upon reaching a development milestone, proof 

submitted to publisher

Ɓonce accepted as a completed milestone, a cheque may be paid 

to developer

Ɓa means for publisher to measure success, and limit financial risk

Ɓsets intermediate goals for developer

Ɓhighlights problems

Game Development BudgetGame Development Budget

·Salaries

·Licensing costs

·Hardware

·Software

·Office expenses

·Rent

·Legal and financial services

Example BudgetExample Budget

·For a small development team

ƁWorking on a second tier title, 18 to 24 months

ƁCore of 12 people on team, plus 2 admin

·Guesstimates!

ƁThese figures are rarely made public!
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SalariesSalaries

·Not including employers N.I. contributions!

·Designer / Producer: £40k

·Lead Programmer: £45k

·Artist: £35k

·Programmer: £18 x 4

·Artist: £16 - 22k x 5

·Business manager: £35k

·Secretary: £16k

·Total for 2 years: £381k

=======

Software CostsSoftware Costs

·MS Office: £350 x 3

·MS Visual C++ (Pro): £360 x4

·MetroWerks CodeWarrior: £350 x 4

·Optimising / Debugging tools: £20k

·Photoshop: £600 x 8

·3DS Max: £3000 x 7

·Utilities and misc.: £2000-5000

·Total: ~ £53k

Other CostsOther Costs

·Computers, servers, LAN, etc: £45k

·Licensing costs £100k

·Accounting and legal costs £10k

·Sound, F/X and music £10k

·Office equipment £10k

·Rent, £1,000 x 24 months £24k

·Promotions, events £12k

·Testing £4k

·Total for two years: £215k

======
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Costs SummaryCosts Summary

·salaries: £381k

·software: £53k

·hardware: £45k

· licenses: £100k

·other costs: £70k

·TAX, N.I., £??

·Total: £649k +

·If after development youõre left with Ã150k, how long can your 

company survive before signing another contract?

Staying solventStaying solvent

·Start-up money

·Additional income

Ɓin-game product placement

Ɓother, non-game, activities

Ɓgovernment support and awards

Ɓprivate investors

Ɓdeveloping technology to license to others

Shareware: Direct SellingShareware: Direct Selling

·Software which is distributed for free

ƁCustomers asked to pay to continue using

ƁCommon for many utility programs (e.g. CD rippers, WinZip, mail 

utilities, etcé)

ƁLate 80õs BBS & disk swapping ôshareware revolutionõ

Ɓ90õs internet shareware scene


