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point

Each cycle start with a new technology, a fast growth, a much faster collapse
with a prefiguration of the next cycle.

End of the 60 some pong and spacewar games as computer demonstrators

The following conditions are fulfilled in the early 70:
A powerful toy industry
TV sets in many family
Practice of mechanical games (flippers) in arcade rooms
Growth of the chlidrens purchasing power
Computer are used for other purposes than business ans scientific computation

In 1972 Intels presents the first micro processor.
The Video Game history can start
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Atar 1

INTERACTIFS NUMERIQUES

1972 Nolan Bushnell creates the first VG
company Atary and the first commercial
CG: Pong (arcade) 100000 pieces are sold
in a few months

1976 the Pong Console: great and
immediate sucess. Warner buys Atari for
28 millions $

1977 increasing number of one game
consoles with poor games

Xmas 1977 first fall out of the CG
industry

1976 Apple II
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Atari 2

DU JEU ET DES MEDIAS
INTERACTIFS NUMERIQUES
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1977 Atar1 VCS, 323 millions
$ sales, 20 millions profit

1978 Pac Man 22 millions L ot Lok M
game will be sold -
1983 too much poor games,
compared to micro computers,
VG looks as an old fashioned
gadget: “the end of VG”

1983 Nitendo NES




1983—1989
EN" " MIN | 000t e mepias
INTERACTIFS NUMERIQUES Home

computers

QOO0400

In Japan instantaneous success of the s
NES: low price, licensing and quality
control by Nintendo, games for 8-10
child

In US and Europe, growth of the home
computer market: Commodore,
Sinclair, Amstrad et in 1986 1’ Atari-ST

New game genre and style (lateral
scrolling, sound synthesis, 2D
animations...)

End of the cycle: development of game
illegal copy and hacking, home
computer are not well positioned
between PC and Consoles




ENYIMIN i, | 1989-1995
Nintendo vs Sega

Big fight between Nintendo
and the challenger Sega

New generation of computer
games: adventure, strategic

At the end of the cycle Sega
seems to win, computers are
becoming multimedia

'”w Surr 1|i.-".1-._' ."'.u_l'.-ur.tu:'L-

Surre;
That Will Become Your World

Wimdewr 11
:. 1
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INTERACTIFS NUMERIQUES MM te ChﬂOlogy

Use of CD, real time 3D,
parallel processing, LAN
and Internet in games

Sony and the PS1, the fall
of Sega

Games as a part of the
audiovisual industry

2001 the end of the new

economy, the new console
generation. ..




DU JEU ET DES MEDIAS
INTERACTIFS NUMERIQUES
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. world of games

PS2, XBOX,
Game Cube

Persistent game

Mobile games

2006 NQG, cros:s
media platform
pro-active gam
?

LINEAGE |
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2-A short presentation of the
computer game economy
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Technology (Interfaces, Al...)
Complexity of the content
Complexity of the production process
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w1 € Industry

The most important fields of the interactive multimedia
industry

Generates efficient and low cost tools

Used 1n other fields :1images and sounds synthesis,
network technology for collaborative work, interactive
writing, e-learning, artificial intelligence...
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computer games (one player or LAN games)
Console (video) games (PS2,Xbox, Game Cube)
Small console, mobile phone, PDA games...

Massive Multiplayer On line Games

22 Billions $ in 2002

3 millions MMOG subscribers 1n 2002

1 million subscribers forecasted for On line Star Wars or the Sims
The third Media Industry (TV,CD/video Edition, CG, Cinema (tickets



Main video games titles 1n
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(Source ESA)

T0P 20 SELLING VIDED GAMES OF 2003 by units sold:

FLATEORK FUELVSHER RAFIHG
l Madden MFL 2004 Fad L L
p POREMDH Ruby GRS Kiriendn E
] POEEREN Sapphire Gl LI THTTIT L
1 Heed 1or Speed: Undzrpround P52 Ef E
g feela; Thae Whini Wakor HM el [
kG Grind Thelt &ubo: Yies Gity Fad Take2 ]
7 féarin Karl: [ouhle Dash!! GLH Hintendn E
& Toerg Hawel's Uimdergmund Fad AClivision |
9 Enber the fiziriz P52 Infogrames T
] fetizilal of Hanee Bising Sun Pa? Ei, I
LE MCAS Foothall 2004 P Ei E
1z Hala R Microani 1}
11 Troe Caime: SEieels of Liv P fclivision M
14 Final Fantasy X-2 P52 Snuare En ]
13 SO, Lo 240004 = Li I
15 S0COM 0 US Kawy Seals F52 SCER K
17 creaned Theft Suro 3 P52 Taks? ki
L& BB Stnoel Yolume 2 F5E Ei L
L9 The Getaway P52 SCER M
piLl whan Mrolbes 3 KMa 4 Glin Hinlenda F

SELITE: Il HFD G p s H=D Famsarld®™ 0 RS



Main computer games titles
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(Source ESA)
T0P 20 SELLING COMPUTER GAMES oF 2003 IJH units sold:
FAHK TiTLE RUELISER RATIHE

1 The Sims: Superstar Expansicn Fack En T

7 Thie &ims Delisr Ei T

3 Command & Cunguer: Genzrals La, |

4 Warcradt 10: Frazen Thenne Ezpansion Pasy Blizzard Enlertainment T

] Tl S Makin” Bapic Copansion Pack L |

G The Sims: Unleashed Expanzion Pack Ei. T

i) S Gy 4 Fit E
8 Call OF Culy iclrision T

] &pe OF kgtholagy Mir:msadl T
10 Batllelield 1542 L I
11 fon Tyeoan Micmszdl E
1 Faller Goaster oo 2 Infnprames E
13 Warcral HI: Reipn O] Chaus Gliegand Enlzrlaimpent 7

14 Flight Smnlator 2004: Czotury (4 Flight Micmsalt E
14 Slar Wars Galagies: dn Copire Dividel Litiis fils i
16 Battlefizld 1942 Road To Rome Expansion Fack EA T
1/ Mhalin # Blizzard Entertainment &
18 Lo Tieoan: Compleks Collection Mizmsall L
14 izl Gombat Bl Mirmsodt M
£l S OF Empires 2: A af Rinps Mitisoll |

Eevici: The BFC: Gieepd RED Techamald™
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BEST-SELLING VIDED GAME GENRES
[&y units s0d)

4.7% Family entertainment
E.01% Fighting - —

Average game player age 29
34 % age<l3g .
46% 50>age>138
17% age=30 e COMPUTER G s

3.5% Simalaion ——M8
4.35 Racing |
5,23 Adveniure (TEe

27.1% Aztion

11.6% Spors

5,85 Sporls E7.2% Sleategy

59 % Male, 41% Female ik —

1000% Family elertalnment

13.5% Shooder

12.2% Children's =



aswdiho plays what

INTERACTIFS NUMERIQU

On Line Games

What Kind of Games are Played Online Most Often?

13%. Bther —

1.8%  Porsizlent Mull-Flayer
Eniverza o

131% ShockwansFashi — |

Browsae-hasnd
Mini bames 7% - Pur(eBoardane:
i ahmuriviarCard

10% AckondSportss
StrategyRole-Play
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Studio
Publishers
Retailers
Console manufacturers
Game device manufacturers

Dedicated software editors (Game engine,
multimedia configuration management...)



EN- I MINVeagrpage of a console game

INTERACTIFS NUMERIQUES

(source Fries report)

Development SME 16%

Marketing SME 16%

Manufacturing 10ME€ 33% (for the console manufacturer)
Marketing/licensing 2M€ 7%

Distribution oME€ 20%

Margin (before taxes) 2M€ 7%
Total 30ME€ 100%
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DU JEU ET DES MEDIAS
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in France without taxes
(source Lediberdere report)

» 35% Retailers

» 51% Publisher

» 14% Studio

Publisher pays 22% of the price to the console Manufacturer

Average price 45 euros
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The gatiredeveElvopment process

Specification & Pre-production Development Validation &
planning > game design g g testing
* target audience « Context of the game Creation Of the game’s Test Alfa:
s genre « Global scenario el‘ements (images, sounds, Functional testing of
. lath video, programs, ...) the principles, game
platiorms * Look & feel play, interface,
* planning - Ergonomic principles market needs, etc.)
* cost evaluation Tools Examples
V. main features 3ds max, ed. Discreet Test Beta:
Sonic Foundry, ed. Sony Debugging process
Consulting & Foundry
lecisi ki
ecisionmaking | Direct Music Producer
with the studio Microsoft
editor

Renderware Studio ed

Takes from 6 months to three years ritrion
Visual Studio, ed. Microsoft

Cost from 100 000$ to 1,5 M$ Alienbrain ed NXN
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windiperecess model

Not a classical SE V process

Specification 1n constant evolution according to
the gameplay and interface evolution

The game is a constantly evolving prototype
(spiral model)

The development can be stopped at any time
No re-usable software (except engines)
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ECOLE NATIONALE
DU JE

Lead Game designe
Game designer
Level Designer

wbYevebopment team

Project manager/producer

Assitants
Information officer..
Scénaristes
Gestion de la documentation

Administrative staff

Programming
engine programmers
game programmers

Graphics
Drawmen (main, 2D, 3D)

Animation
Characters, set

Sound Design

Audio visual
video/photo/sound

Mixing

Technical staff
script-girl

Tests
and validation
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Increasing division of sectors
Game Middleware companies
Impact on other fields of the computer industry

On line games
MMOG
Mobile phone and PDA

Social events activities (Game as a sport)...
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INTERACTIFS NUMEIPmblemS

Immature industry sector=> Weakness against other sect
(audiovisual, telecommunication).

Game industry organization (tools editors, distributors, produce
studio)

Dominant position of console manufacturers
Lack of cultural background (from education to critic)

Legal 1ssues (status of the work and the artists, right
protections...)

Time to deliver (1.5 to 3 years)

Cost (up to 20 M euros)

Adaptability and reusability of tools and contents
On line games: from the scenario to the economy
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Some Jees-research 1ssues

Methods for game analysis and evaluation

Game history memory and culture

Processes and tools for writing games

CASE for games: principles and tools

General game engines for heterogeneous plat- form
Rights protections principles and mechanisms

Advance 1n new technology for games (Al real time
sounds and 1mages, physics, networks, )

Organization and funding (education, independent
producers, help to creation...)



