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Brief history

e Earlydays:
o Smallteams
o How to create aninteresting game
with limited hardware
e Today:
o Biggerteams
o Complex software architecture




Research Goal, Questions and Methods

Research goal: Examine how software architecture is used and how
creative processes are managed from the point of view of a game
developer in the context of video game development

RQ1: What role does software architecture play in game development?
RQ2: How do game developers manage changes to the software
architecture?

RQ3: How are creative processes managed and supported in game
development?

RQ4: How has game development evolved the last couple of years?



Design of Software Architecture (RQI)

Agree | Neutral | Disagree | N/A
1. Design of software architecture is an important part of our game development process. @ 15% 8% 8%
2. The main goal of our software architecture is performance @ 15% 23% 8%
3. Our game concept heavily influences the software architecture @ 8% 15% 8%
4. The creative teamis included in the design of the software architecture @ 15% 8% 8%
5. Our existing software suite provides features aimed at helping the creative team do their job @ 8% 0% 0%
6. Our existing software architecture dictates the future game concepts we can develop 15% 47% 38% 0%




Development (RQ2)

Changes to the Software Architecture during

Agree | Neutral | Disagree | N/A
7. The creative team has to adopt their ideas to the existing game engine 31% 46% 23% 0%
8. During development, the creative team can demand changes to the software architecture @ 31% 0% 0%
9. The technical team implements all features requested by the creative team 15% 8% 8%
10. It is easy to add new gameplay elements after the core of our game engine has been @ 15% 0% 15%
completed
11. During development, the creative team has to use the tools and features already available @ 15% 0%




\ Changes to the Software Architecture during
Development (RQ2)

12. Who decides if change-requests from the creative team are implemented?

Technical team Management Creative team
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Supporting the Creative Processes (RQ3)

Agree | Neutral | Disagree | N/A

13. Our game engine supports dynamic loading of new content @ 8% 0% 0%
14. Our game engine has a scripting system the creative team can use to try out and implement 15% 15% 0%
new ideas

15. The creative team is included in our development feedback loop (e.g., scrum meetings) @ 8% 0% 8%
16. Our game engine allows rapid prototyping of new levels, scenarios, and NPC’s/behavior @ 8% 0% 8%




Changes Over Time (RQ4)

Agree | Neutral | Disagree | N/A
17. Today our company uses more 3™-party modules than 3 years ago @ 15% 8% 31%
18. It is easier to develop games today than it was 5 years ago @ 8% 15% 0%
19. Middleware is more important to our company today than 3 years ago @ 15% 15% 15%
20. Game development is more like ordinary software development today than 5 years ago @ 24% 0%




Conclusion

e RQ1: Software architecture is important in game development, and it is
important for managing the complexity of game software.

e RQ2: The creative team has to some degree adjust their game play ideas
to existing software architecture based on a cost/benefit analysis.

e RQ3: Current game engines enable creative processes through support
of GUI tools, scripting, and dynamic loading of content.

e RQ4: There has been an increased use of third-party software,
middleware has become more important, and it has become technically
easier to develop games



