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e \What are Games and what are involved?
e Game Development Demystified
e \What’s XNA?
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Genres of Games

e Action

e Adventure

e Role-Playing

e Maze and Puzzle
e Simulations

e Sports

e Strategy

-

w Windows \Visia



Game Styles

e First-person perspective
e Third-person perspective
e Other perspectives

e Real-time

e Turn-based
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Talents involved in Developing a Game

e Producer
e Designer

e Programmer
e \Visual Artist
e Audio Artist
e Quality Assurance Specialist
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Elements of New-Age Games

e Game Engine
e Scripts

e User Interface
e Models

e Textures

e Sound

e Music
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How’s the Outlook for Game Development?

Windows Retail Revenue

Windows Online Revenue * WW retail revenues for
G Windows games tripled

in a decade

e The online Windows

$6.86B gaming market has
exploded
$2.0B
* Projections put total

WW Windows games

$695M $2.35B $2.3B revenue over S9B in
2009

1995 2004 2009
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Ingredients of writing a Game

e Game ldea
e Game Play

e Graphics, Music, Theme & FX
e Performance

" Windows Vistz W it






What’s XNA

e XNA simply means Xna is Not an Acronym’

e XNA’s meant for managed .NET compliant
languages
— E.g. Visual C#, Visual C++, Visual Basic

e XNA’s not meant for native C++, C
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The XNA Mission

* XNA enables studios and publishers to develop
better games, more effectively, on all
platforms
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What the Industry is Saying?

We need to build games for LaQa | ff
multiple platforms. rapid iteration.

Our content builds all use different technologies. Tracking
down problems between build scripts and build tools c&
be very difficult.

We need better systems for managing how content is crea
Our current system is barely handling 40+ artists and
designers, let alone any outsourcing.

*S RZ2yQu RS We often have problems
from source code contro because someone forgot
check something in.
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AGame specific, homegrown
solutions

AGame specific, homegrown
solutions

1. Complex content build scripts
2. Uber tool builds everything
A Intimate knowledge of content

scripts
ABatch files, nmake

Aé

AStudios should be able to
leverage existing solutions

AStudios should get this from
core build technology

A Poor experience creating and
maintaining build scripts

A Game specific tools limit potential
investment

ACore technology not robust
AHard to log, profile and debug

@® XB0X 360



Game
Content
Creator

Game
Producer

- =
Work Items

AExample content work items:
AArt, design audi
AStudios customize for themselves
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Demo: Building a Simple Game in XNA
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