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Abstract 

The Bachelor thesis focuses on the game development process and everything that is needed to 

create a successful video game. The first part of the thesis distinguishes all the various roles in 

a development team and provides context to them. The second part analyzes the timeline and 

goals for different stages of video game production, while also assessing the positives and 

negatives of working with a Publisher. Certification and rating processes are also considered. 

The third and final part offers a look behind the scenes of game development, through an 

interview with a game developer. 
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Abstrakt 

Bakalářská práce se zabývá vývojem videoher a vším potřebným k vytvoření úspěšné videohry. 

První část práce rozlišuje všechny různé role vývojářského týmu a jejich souvislosti. Druhá část 

analyzuje časovou osu a cíle různých fází vývoje videohry a zároveň hodnotí pozitiva a negativa 

práce s vydavatelem. Brány v úvahu jsou také certifikační a hodnotící procesy. Třetí a poslední 

část nabízí pohled do zákulisí vývoje videoher prostřednictvím rozhovoru s herním vývojářem. 
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1 INTRODUCTION 

Video games are one of the fastest growing industries in the U.S., exceeding even the might of 

Hollywood. (Games: Improving the Economy) As the revenue of successful software 

companies grows, even more well-paid jobs have become available. Video games are no longer 

viewed as pointless escapism but have managed to permanently imprint themselves into the 

mainstream media. All around the world, children grow up playing their favorite video games 

and many of them dream of being able to create and play video games for a living. Some of 

them even achieve this dream. 

Of course, it is a job, the same as any other, and the final version of the game is a result of 

thousands of hours of work by up to hundreds of people. 

It is a large industry with a demand for many different jobs. Programmers, artists, writers, actors 

as well as many others are able to make a living this way. People with widely different 

specialized degrees are welcome to join in. But as with any young industry, not all rules are set 

in place and overtimes are a common occurrence. The game's release is often accompanied by 

many people being let go, resulting in a constant cycle of hiring and firing. 

This thesis should help the reader with understanding the main development roles, by taking a 

deeper look at each individual stage of video game development. Additionally, it takes a look 

at the inner workings of the largest of publishers, though independent developers will not be 

omitted. 

Finally, the reader will be able to peek behind the scenes of video game development through 

an interview with an industry expert. 

  



8 

 

2 VIDEO GAME DESIGNERS 

It is essential to define what a video game designer’s job really is. Stating that they “design 

video games” would be a blatant oversimplification, which tells us nothing of the job and will 

only cause further confusion. 

Rogers wrote in his book, Level Up! – The Guide to Great Video Game Design, that they “create 

the ideas and rules that form a game” and I would agree that this is a more accurate definition. 

(Rogers 14) 

While the designers are building the game world and thus games, they make crucial decisions, 

which shape the product. But not everything that their mind comes up with can be implemented. 

Unsurprisingly, the final product does not contain all of the original pitches. 

Game designers can be asked to code and while coding is useful, it is not a mandatory skill for 

game designers. In a way, a designer does not need to know everything the programmer knows, 

but a designer must know everything the programmer ís capable of. (Schell 38) 

Game designers need to possess various skills, whether they are the director, planner, producer, 

lead designer, or senior game designer. These skills range from building entire worlds and 

creating lovable characters, to managing finances and entire teams of employees. Like many 

jobs, it is a wide field with many different roles and specializations. Among those are such roles 

as level, system and combat designer, scripter or creative director.  

The level designer builds levels and often even large worlds in 3D (three-dimensional) 

programs, which he later furnishes with items, friendly NPCs (non-playable characters), 

enemies and many other assets. System designer implements subsystems like economy and skill 

trees. Combat designer adjusts player experience. Scripter writes the game script using tools to 

allow for realistic physics or fluid camera movement. Creative director oversees the work of 

other designers. (Rogers 14-15) 

Despite all this, the designer’s main job is to make a game entertaining. A game that is not fun 

is a failure of game design. 
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3 ENGINEERS AND PROGRAMMERS 

Engineers use various programming languages such as C++ and Javascript to design and 

implement tools and software mandatory for the project. They are usually divided into two 

separate groups: runtime programmers (who work on both the game engine and the game itself) 

and tools programmers (who handle the essential off-line tools, which are then used by the 

development team). Jason Gregory explains in depth in his book Game Engine architecture that 

“both groups have various specializations. Some engineers focus their careers on a single engine 

system, such as rendering, artificial intelligence, audio, or collision and physics. Some focus on 

gameplay programming and scripting, while others prefer to work at the systems level and not 

get too involved in how the game actually plays. Some engineers are generalists – jacks of all 

trades who can jump around and tackle whatever problems might arise during development.” 

(Rogers 12) (Gregory 5) 

Senior engineers can be assigned to a technical leadership role. Lead engineers job duties no 

longer consist entirely of designing and coding. They also take on a team management role by 

making technical decisions related to the direction of the project, manage the team’s schedule 

and sometimes even people directly from a human resources perspective. 

Major game companies tend to have one or more technical directors, who oversee their projects 

from a high level. They ensure that the teams are aware of every possible technical challenge 

that could arise during development. The highest position an engineer can achieve in a game 

studio is the chief technical officer. That, of course, depends solely the studio, since not all 

studios have one. The chief technical officer serves as a technical director for the entire studio 

and represents a key executive role in the company. (Gregory 5) 

Programmers are the ones who bring the entire project to life. Therefore, despite the game 

industry being of cyclical nature, their job really never goes away and stays in relatively high 

demand. This is mainly because they work closely with game designers, which makes the job 

unsuitable for outsourcing. It is also the highest paying job in the video game production field. 

Their future is also quite secure since their programming skills translate very well into other 

industries such as web development or business software. These days, any programming skills 

are naturally in high demand. 
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The following table displays annual game industry salaries in North America. Therefore, they 

do not translate directly to salaries in the Czech Republic. The purpose of this table is mainly 

to display the growth of the salary, not the salary itself. 

Job title Low High 

Game programmer/Engineer1 $44,000 $108,000 

Senior Programmer or Lead Programmer2 $70,000 $140,000 

Technical Director3 $96,000 $250,000 

Table 1 – Video Game Programmer salary as of 2017 

Note:  Programmers are rarely promoted to a leadership position until they have several years

 of experience in the field. 

In the early days of video game development, many programmers were self-taught. Nowadays, 

specific bachelor’s degrees in computer science or related degrees from a university are needed. 

Therefore, getting a degree or a certificate in programming is an important step for an aspiring 

game programmer. (Bay) 

 

  

                                                 
1 entry level programmer that typically work on existing code, where they learn the basics 
2 more experienced programmer with enough responsibility and experience to manage a small team 
3 manages a team of programmers or even an entire programming department 
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4 TESTERS AND THE DEBUGGING PROCESS 

Game testing and Quality Assurance (or simply QA) is a vital part of modern big budget video 

games. Even a single unattended bug can be the cause of plummeting sales, especially in the 

age of social media. The larger the project, the greater the chance of failure. (Rogers 17) 

Therefore, many major publishers invest large sums in their in-house testing teams. These teams 

scour every inch of the game world, repeatedly. What once might have seemed like a dream job 

of playing video games for a living, can turn out to be a mind-numbingly boring one. (Rogers 

16) 

There were, are and will be many cases when skilled developers create a game which becomes 

regarded as a classic, despite being buggy. In the early days of video games, it used to be quite 

common, but nowadays only Indie games, made by small teams or even a single person, can 

get away with it. Therefore, we cannot do without testing. After all, at the usual price of $60 

per game, polish is a must. 

Testing is a great gateway job for newcomers to the game industry. Testers can go on to become 

designers, artists, producers, and even heads of studios. (Rogers 17)  

We can divide their work process into: 

• Identification of a program that does not behave the way it is supposed to and therefore 

is identified as a bug. 

• Reporting of the circumstances of the bug alongside with noting the specific 

instructions of how to reproduce the said bug. 

• Analysis where developer responsible for the bug checks the malfunction. Testers might 

be asked to provide more information or evidence.  

• Verification during which the testers follow the instructions of how to reproduce the 

bug, failing to do so and thus confirming that the bug no longer occurs. Some bugs may 

be ignored depending on the company policies. (Game Testing)  

There are three distinct categories of bugs: 

• A class bugs prevent the game from being released, since they may cause crashes or 

similar problems. 
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• B class bugs can be as equally severe as A class bugs, but in this case, the game remains 

playable. 

• C class bugs can be small and obscure problems, affecting the functionality or visuals 

slightly, while not influencing the game’s core functions. (Class A Bug (Fault), Class 

B Bug, Class C Bug) 

 

It does not matter how skillful the entire team is and neither does the amount of time and money 

invested. There will always be bugs that get past quality assurance. Some might be too difficult 

to solve, while others are simply found too late. 

Testers are often thought to be responsible for finding as many bugs as possible, but that is not 

the full extent of their work. More accurately, they provide objective information about the 

software. That is why testers need to provide as many details as possible. It is not over once a 

bug is reported. That bug does not get fixed immediately. They need to tell the developers if 

the bug can be reproduced or if it occurs independently after an unknown amount of time. They 

need to know if reloading the checkpoint makes the bug disappear, if it persists until you restart 

the game completely, if the bug corrupted your save file and previous save file must be loaded, 

or in the worst-case scenario, if it erased all the game data or caused a system shut down. 

Video game developers must understand bugs thoroughly to fix them. So, if a tester finds out 

that the bug he or she reported was not fixed, they need to find out why it was not fixed and 

document it again. Coordination between departments is essential.  

Communication usually takes place through emails and project updates, where project 

managers ask testers to run various test cases and tickets. They can also find emails regarding 

the bugs they already reported, either asking them for more information on the bug or updating 

them on the progress with the said bug. They can also be informed that what was perceived as 

a bug is a feature. (Huynh) 

The tester starts testing by picking up the test case with the highest priority. Priority is often 

decided by the chronology of events that takes place over the course of the video game. It is not 

uncommon for the early hours of a video game to be its most polished parts. Actually, in 2011, 

an industry veteran told CNN that just ten percent of gamers actually finish a game. No wonder 

that video game developers focus mainly on the first few hours of a game. (Snow) 
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5 WRITERS, STORIES, AND NARRATIVES 

Some people might think that a game writer is someone who comes up with an amazing idea 

or a story, which they pitch to the rest of the development team at a meeting that later decides 

to go and make it a reality, with the writer being the one to keep them on track. But that is not 

a writer, that is a Project Director. People do not get hired for this job, they work up to it. 

We can distinguish two different writing roles: the first one being a narrative designer, who is 

involved in the design process and the second one is a writer, who is not involved. Boundaries 

of those roles are studio specific. Sometimes those roles intertwine or even merge together. 

Narrative designers create quests from scratch. They are the ones to decide how a quest will 

progress and what are its end goals. They also plan out individual story arcs for various 

characters. They are also in charge of how players will experience these events. 

A writer is someone who is not involved in the design, but is often asked to create a story inside 

the context of a design which has been provided to them. Writers, unlike narrative designers, 

are more constrained when designing a quest. Narrative designers decide on where the quest 

will take place, what characters will be involved and how the quest will end. While writers give 

a context to the quest, of which the writers must not stray from. They flesh out the story and 

characters, by writing cutscenes, story hints or journals. (Gaider) 

And since this industry is mainly focused on profit, just like any other industry, some may think 

that story is not necessary. And this way of thinking does not apply only to developers.  Even 

some players think that a story exists only to keep them engaged when they wait for the game 

to load. Opposite to that belief, others are adamant that video games are an artistic medium best 

suited to tell a deep and complex story. And both are right and wrong in a certain way. A game 

does not need to have a story, and yet it always has one. 

But then there are games like Tetris, Pac-Man or even Candy Crush. There is no way it could 

be claimed that these games have a “real” story. While they might not have a story in a typical 

sense, they still have narratives. In a very basic narrative, player or a “hero” overcomes 

obstacles to achieve his or her goal. 

It is not uncommon for players to build their own narratives. This is especially true among 

younger children. The popularity of sandbox games, like Minecraft or Grand Theft Auto, is a 

proof of that. Whether we discuss a carefully crafted story by a famous writer or a narrative 
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created by players themselves, the goal is the same. That is to create rising emotional states for 

the player. (Rogers 41-42) 

Through the years video game writing is getting better and better, despite the latest trends of 

video games as a service, where single player experiences take a back seat to the ever-growing 

multiplayer games with microtransactions or gambling elements, like loot boxes. Writing might 

not sell, but sales are not everything. It also found a new place to shine with the emergence of 

Indie games. 
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6 ARTISTS 

Visual art in a video game can often be a key selling point, especially for casual players, who 

buy one, maybe two games a year. Therefore, publishers and studios tend to invest heavily in 

graphics, as their improvement can be noted even by a layman.  

On the other hand, small independent teams often choose a minimalistic art direction. They 

simply do not have the resources and manpower to compete with large corporations. So instead 

of trying to compete without bleeding edge technology, they branched out and created their 

own unique styles. This is often achieved by abandoning 3D (three-dimensional) plane and 

focusing on 2D (two-dimensional) or 2.5D (three-dimensional assets restricted by the camera 

in a fixed two-dimensional angle) planes.   

Pixel art is often used to great effect in games like Undertale to cut the cost, while delivering a 

great game. Nostalgia can also be an additional factor since there are many older gamers, who 

grew up playing pixel art games like Megaman or Pac-Man. While pixel art is used by both 

professional and amateur developers and is often seen as a technique to cut costs, the cost can 

quickly add up. The highest quality pixel art can cost up to $150,000 for a single character. No 

matter the costs, the end goal for every developer is an aesthetically pleasing game with an 

unified art style. (Bartholow) 

Artists can be divided into many different categories: 

• Concept artists provide the team with a vision of what the final product will look like. 

They do this by producing sketches and paintings, based on the ideas of the development 

team. They are vital in the early stages of development as the name concept phase 

implies. Later they continue to provide visual direction throughout a project’s lifecycle. 

It is not uncommon that screenshots of the final game very much resemble its concept 

art. 

• 3D modelers produce the three-dimensional geometry of the entire virtual game world. 

This discipline is typically divided into two subdisciplines: foreground modelers and 

background modelers. Foreground modelers create various assets: characters, vehicles, 

weapons etc. Those assets are placed in the game world, therefore populating it. 

Background geometry like terrain, buildings, bridges or any other static objects are 

created by background modelers.  
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• Texture artists create two-dimensional art known as textures. These textures are 

applied to the surfaces of three-dimensional models. By covering a model with a texture 

we gain more detailed and realistic assets.  

• Lighting artists place light sources all over the game world, both static and dynamic. 

They adjust color, intensity and light direction in order to maintain immersion and 

therefore maximizing the impact of the game on the player. 

• Animators set every in-game character and object into motion. In video games, they 

serve an identical purpose as they do in CGI (Computer Generated Imagery) film 

production. However, they require specific skills of producing animations that 

seamlessly blend in with the game engine. 

• Motion capture actors provide the foundation for natural and seamless animations, 

which is then cleaned up and expanded upon by animators. 

• Sound designers produce and mix the sound effects and music in the game. Further 

expanded upon in chapter 3.6. 

• Voice actors provide the voices of the characters and help bring those characters to life. 

• Composers compose an original score for the game. Further expanded upon in chapter 

3.6. 

•  UI (User interface) artists design icons and HUD (head-up display) elements that are 

later used in the game’s interface and HUD. Streamlining and simplicity are essential 

when designing interfaces and HUDs. (Gregory 5-6) (Rogers 13-14) 

Artist and engineers are often chosen to be team lead-designers. They tend to manage the visual 

design of the entire game and ensure that the game is consistent in every way. 

When working as a team, artists usually refer to a document, called “art bible” in order to remain 

consistent. This document is a series of guidelines, which can consist of character sheets, 

examples of an environment, color usage and interface or any other defining elements in the 

game. 

Before the team even starts to work on a game, they need to understand how the game is going 

to look. Obviously, concept art does not tell the entire story. That is why the art team works 
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closely with the design team to come up with a set of images and show how they come together 

with the game design. Early concept art is incorporated into a majority of game documentation 

– game design overview, design and technical documents etc. (Schell 429) 
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7 COMPOSERS, SOUND DESIGNERS, AND 

SOUNDTRACKS 

With the advancement of technology, we have grown beyond simple synthesizer pieces and 

chiptunes. Many studios hire composers to create original full orchestral pieces, or even pay for 

popular songs. Recently, Final Fantasy, a long-standing series with many original soundtracks, 

purchased popular song “Stand By Me” as their theme song. 

Smaller studios cannot typically afford a full-time game composer, therefore some team 

members are expected to perform the composer’s tasks, while still working on their other 

assignments, like sound design, or even coding and scripting. Unlike their smaller counterparts, 

big budget studios can afford to hire independent contractors. This does not mean contractors 

are always more skilled than company’s employees. Koji Kondo is both a composer and a 

Nintendo employee, who created beautiful soundtracks for series like Mario and The Legend 

of Zelda. 

While composers create memorable game soundtracks, the sound designers create all the 

essential sound effects. Many players can remember at least one or two of their favorite video 

game songs, while not recognizing any other in-game sound effects. Even though they might 

not seem important, those generic sound effects are the backbone of sound design. (Rogers 18) 

Those who enjoy first-person shooting games will surely know that in some games the guns 

they fire just do not sound right and that can be enough to pull them out of the game. Immersion 

is essential here.  

Even just playing video games without sound becomes far harder and less rewarding. Not only 

will the players not hear the growling of their enemies, when they approach them, but they will 

miss many positive and negative sound effects. 

In 2012, Jesper Kyd, Cris Velasco and Sascha Dikiciyan, the team behind the Borderlands 2 

soundtrack, spoke to IGN (Imagine Games Network) about the entire creative process. “If the 

game is still in early alpha I tend to use the concept art,” Kyd told IGN. He continued 

“On Borderlands 2 the game was far along in development, so I used concept art, screenshots 

and gameplay videos for the writing process.” (Goldfarb) 
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During the interview, composers mentioned the slightly different approach when writing video 

game themes, unlike movie and TV themes. “The thing about games is that if it takes 20-30 

hours to complete the game, you have to be careful not to bring it back too often since hearing 

the same theme in different variations too many times during a 30-hour game can become 

annoying and even drive the player to mute the music,” Kyd pointed out. (ibid.) 

IGN’s editor Andrew Goldfarb also asked the three composers about the sizes of orchestras 

required to come up with a central, unified sound. “The largest ensemble I’ve worked with was 

an 89-piece orchestra and a 60-person choir on Hitman: Blood Money,” Kyd said. “Other times 

smaller ensembles are preferable. It really depends on the project. “I’m generally working with 

orchestras from 40-70 players,” Velasco shared his experience. (ibid.) 

The trio are avid gamers and they tend to play not only released games but also the games they 

are currently working on. “It’s important to get a feel for the in-game experience and how the 

game plays,” Kyd said. “I always make time to play through the games that I work on,” Velasco 

agreed. “I don’t think you can be successful in this business if you’re not a gamer yourself,” 

Dikiciyan added. (ibid.) 

Despite all that, composers and their soundtracks are very rarely in the spotlight, even though, 

they breathe life into a game and engrave them in our memories by creating a lasting impression. 

For that, there is no better tool than music. 
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8 PRODUCERS 

In his book, Level Up! – The Guide to Great Video Game Design, Rogers states that a video 

game producer is the person overseeing the entire game development team. The producer’s 

responsibilities include hiring and building teams, writing contracts, contributing to the game’s 

design, managing the team’s work schedule, balancing the game’s budget, resolving disputes 

between creative and programming leads, acting as the team representative to upper 

management and publishers, coordinating the creation of outside resources such as art, music 

and cutscenes, and arranging testing and localization. (Rogers 15-16) 

The producer’s job description and influence depend heavily on the game studio he or she works 

at. Despite their advantage, some studios consider producers unnecessary. Other would like to 

limit their influence over creative control and have them focus only on game’s production an 

schedule. Some Indie studios do not even have a producer. (Gregory 7) (Rogers 16) 

Jason Schreier, a news editor at a video game website Kotaku, spoke to Ryan Treadwell, a 

producer at the game studio Certain Affinity, and interviewed him about the job of video game 

producer, in order to understand it deeper. Treadwell explained, in “the easiest way to put it—

we’re the people who are responsible for making sure that a product gets made.” (Schreier) 

“That means playing two big roles,” Treadwell continued. “First of all, a producer is a 

project manager: their job is to design a reasonable schedule, keep track of a game’s 

budget, and ensure that everyone’s hitting their deadlines. When a development team has 

to bump everything back a day because one engineer just broke the build, it’s a producer’s 

job to rearrange the game’s schedule accordingly. If a bunch of computer gear winds up 

costing twice as much as everyone expected, it’s the producer who has to figure out 

whether something else can be cut from the budget.” (ibid.) 

For better understanding, Treadwell came up with a simple example: an in-game chair. 

“So let’s say we need to make a chair,” he said. “We need to have this chair done next week. 

But we don’t know who’s gonna be able to do this chair yet, we don’t know what the process 

of getting this chair is gonna be, and we really don’t know what’s gonna happen if the chair 

doesn’t make it in a week. So my first step on that would probably be to say, ‘OK, what is this 

chair a dependency of? Is a character gonna sit in this, are we gonna need this for motion-

capture, do we need to know the exact dimensions of this particular chair, do we have the ability 



21 

 

in the studio to make that, do we have the artists available that week, should we reach out to an 

outsourcing studio in order to make those?’ As you can see, making a chair has a tendency to 

snowball.” (ibid.) 

Threadwell stressed that “a producer is the glue that holds people together, the guy or gal that 

anyone can go to when they have a question about their project.” Certain Affinity, which 

employs around 120 people, has six producers. “There really isn’t a general ratio,” he said. 

“I’ve been at some studios where there’s been a very small producer-to-developer ratio, and 

I’ve been at a couple others that they’ve had a very large amount of producers.” (ibid.) 
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9 OTHER STAFF 

The development team tasked with building a video game does not function solely by itself. 

The team is often supported by other separate teams. These teams include management, 

marketing department (or at least a team that cooperates with an external marketing group), 

administrative staff and IT department, that is tasked with purchasing, installing and 

configuring hardware and software and providing technical support if needed. (Gregory 7-8) 
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10 THE DEVELOPMENT PROCESS 

In most cases, a game is not a casual product, but a product made by highly trained individuals 

working within large companies with set production structures. It is crucial to consider both the 

art form of video games and its role as a mass-produced product, whose purpose is to generate 

as much profit as possible and both are affected by the overarching production structure.  

The hardware available at the time, platform ownership, the global economy, competition 

between publishers, and the goodwill of investors, all influence the games position on the 

market, or even its existence.  

During game design, elements like different cultural factors and trends are also accounted for 

if the game is supposed to sell successfully. Game designers need to maintain a balance between 

those trends and original ideas. It is not uncommon for designers to take an already established 

system, used in other games, and incorporate it in their games. But, it is much better to iterate 

on these ideas to create something new, instead of copying it. In 2016, Hero shooters became 

the popular trend. Overwatch by Activision-Blizzard and Battleborn by Gearbox released both 

in May, with a mere three-week gap. The games were quite similar, but Overwatch was clearly 

the superior product. Currently, forty million players own Overwatch, while Battleborn had to 

change its business model to a free-to-play game, currently peaking at about 127 players4. 

Developers cannot rely only on trends but must create a game of certain quality and 

individuality to succeed. (Egenfeldt-Nielsen 12) 

The main competition of the video game industry would be the movie and music industries. All 

these industries compete for consumer’s time and money. A comparison can be dubious since 

their business models somewhat differ. The video game industry earns most of the profits 

directly from the consumer (through retail, downloads or subscription fees), unlike movie 

business, that profits from box office earnings, DVD, and Blu-ray sales, rental licenses and 

sales to television broadcasts. Or music business, that has secondary incomes, such as 

commercials and movies. These examples are based only on software (games, music, movies) 

and adding hardware sales (game consoles, Blu-ray, DVD, CD and MP3 players) would further 

complicate the matter. (Egenfeldt-Nielsen 12) 

                                                 
4 Data is taken from Steam Charts, see Battleborn in the references 
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Out of these three industries, video games are limited the most by current technology. 

Therefore, the market operates in distinct cycles. These cycles are not as prolific as they used 

to be, mainly, because of the rise of PC gaming in recent years. Consoles, unlike PC, cannot be 

upgraded and therefore eventually become obsolete and must be replaced by their iterations. 

This form of eventual obsolescence is called a console cycle. The big console manufacturers – 

Sony, Nintendo, and Microsoft – have never really made money on the console hardware itself. 

(Egenfeldt-Nielsen 14) 

Game developers must consider, whether to develop for one or multiple platforms. Multiple 

platform development can result in higher profits, but it also comes with higher initial 

development costs, when considering the prices of development kits, and more staff. Console 

manufacturers rely on developers to produce games to sell the console, while developers count 

on the console being appealing enough to warrant the development costs. It is not uncommon 

that games sell poorly, because the system they released on was not successful. The same goes 

for the systems, which can be abandoned by consumers, for not having games of high quality. 

Which then results in studios abandoning the non-profitable system. (Tassi) 

That is why manufacturers sometimes provide developers with incentives for developing on 

their consoles. These studios are either bought directly by the manufacturer, resulting in 

complete exclusivity for the given system, or are paid a certain sum for timed exclusivity, which 

forbids the developers from releasing their games on other platforms for a limited period. 

Covering the costs, co-development, and production can also be part of the deal.  
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11 THE STRUCTURE OF THE GAME INDUSTRY 

Throughout the years, the industry has consolidated becoming more standardized and 

professional. Companies have been acquiring one another5 and forming strategic alliances6, all 

to handle the increasing demand. Sony and Microsoft have engaged in a continuous arms race 

for more powerful hardware (with Nintendo focusing on their own niche), which resulted in 

larger production teams, increased development costs, and tougher competition. All this ended 

with a video game production becoming a massive undertaking from the one-person projects 

they used to be. Large-scale commercial games are known as AAA titles. (Egenfeldt-Nielsen 

15) 

The following two tables represent the shift in the overall size of video game production teams 

in the following years. 

SimCity (1989) 

Development role Num. of employees 

Original concept 1 

Design 3 

Programming 1 

Graphics/artwork 3 

Sound 2 

Cover art 1 

Documentation 3 

Package and documentation design 1 

Total num. of contributors listed 20 

Table 2 –  SimCity (1989)  

                                                 
5 e.g. Electronic Arts buying several companies 
6 e.g. Activision and Blizzard becoming Activision Blizzard 
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Halo 2 (2004) 

Development role Num. of employees 

Project lead 1 

Executive producer 1 

Engineering leads 4 

Design leads 2 

Art director 1 

Writer, director of cinematics 1 

Composer, audio director 1 

Producers 3 

3D Artists 4 

User interface designer 1 

Multiplayer and user-interface lead 1 

Engineering 11 

Other more than 80 

Total num. of contributors listed more than 100 

Table 3 – Halo 2 (2004) 

(Egenfeldt-Nielsen 15-16) 
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The industry is currently comprised of the following elements: 

• Hardware manufacturer 

• Game developer 

• Publisher 

• Distributor 

• Retail 

• Consumer 

The hardware manufacturer makes the console, or the component needed to play the game on 

a PC (usually a graphics card). The game developer makes the game. Smaller teams typically 

need a publisher and a distributor (just like in the book industry). Publishers are essential to the 

industry. They buy the project rights from independent developers. Hardware manufacturers 

can also serve as publishers to obtain exclusive titles. Nowadays, it is possible to survive 

without a publisher, through online distributors like Steam, but one must keep in mind that the 

project’s visibility will suffer without an advertisement campaign. (Egenfeldt-Nielsen 16) 

The video game industry focuses on big-budget AAA titles, sold in retail stores. Resulting in 

an industry dependent on blockbusters, just like the movie and music industries. The top ten 

percent of games generate approximately ninety percent of revenue in the entire game industry. 

(Egenfeldt-Nielsen 17) 

On average, a big-budget video game sells for a little below $60. That is because, while the 

price of console game tends to stay exactly at $60, PC game prices fluctuate a bit. With license 

fees playing a large role in the pricing of console games. Additionally, PC games are more 

vulnerable to piracy, and the lower price can act as a deterrent. For this thesis, $60 will be the 

set price of a video game. Out of these $60, different percentages are attributed to various 

industry members, all of which contributed towards the sales. Retailer earns about $15 for each 

copy they sell. Another $7 is assigned to the console manufacturer. Distribution of the goods to 

the store shelves carves up $4, with the additional expense of $7 per copy of any unsold 

inventory. The publisher and the developer then split the remaining $27.7 (Pham) 

The development budgets, for AAA titles, have grown to about $10 - $100 million or more and 

a typical production schedule can take anywhere from eighteen to thirty-six months. Budget is 

typically divided into two categories: one-time costs and recurring costs. Equipment, software, 

                                                 
7 physical product pricing only, the pricing of a digital product can differ 
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contractors and down payments count as a one-time cost, while salaries, taxes, insurance, and 

rents are categorized as a recurring cost. (Ahearn) (How Much Does It Cost To Make A Big 

Video Game?) 

And development is only part of the budget, as marketing can cost just as much. Of course, 

AAA games aren’t the only games available. Independent games operate on far smaller 

development budgets. (Egenfeldt-Nielsen 17) 
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12 PHASES OF THE DEVELOPMENT PROCESS 

As mentioned above, the development time and costs vary depending on the range and ambition 

of the project. Almost all productions go through a conceptual phase, design phase (pre-

production), production phase, testing phase and post-production phase. The next few chapters 

will describe each of these phases in greater detail. (Egenfeldt-Nielsen 18) 

 

12.1 THE CONCEPTUAL PHASE 

The conceptual phase is the earliest stage of game development. Usually in the form of few 

pages, which convey the main idea of the game and some essentials, such as platform and 

concept art. (Egenfeldt-Nielsen 18) 

 

12.2 THE DESIGN PHASE 

The functional and technical specifications of the game need to be described further once the 

game passes the conceptual phase. These specifications might take up several hundred pages 

depending on the scope of the game, especially when talking about AAA games, which demand 

extensive documentation. These documents consist of anything that could be considered useful. 

They are expanded upon and modified throughout the different development stages, until the 

very end of the project, just like the game itself. (Egenfeldt-Nielsen 18) 

After that, the team creates an expansive amount of documentation with a playable demo, as a 

proof of concept, which should attract investors. It needs to show off the best ideas for your 

proposal. Investors will judge the project on these factors: 

1. Acceptability – Does the publisher accept outside concepts or proposals? 

Sometimes, the publisher is more inclined to finance specific genre over other. 

Therefore, it is important to familiarize oneself with the project the publisher funded 

before one approaches them. 
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2. Applicability – Does the Publisher have experience with a specific type of product? 

Some companies specialize in specific genres and they are often not too open to new or 

different concepts. 

3. Marketability – Are the market conditions right for such concept, at the current time? 

One must realize that the timing is crucial. The genre might be already oversaturated. 

Then, the publisher will rarely care about your idea. Even worse, the publisher might 

push a developer to add mainstream features, changing the project, completely. This can 

happen with single player games. They end up having a pointless multiplayer game 

mode, only to make the games more marketable. Tomb Raider, a singleplayer focused 

franchise with over ten entries, had its 2013 reboot release with a multiplayer mode. 

Tomb Raider (2013) then sold 3.4 million copies, which was considered a financial 

failure by the publisher, who expected 14.9 million. One would think that adding 

unwanted features could have been one of the reasons for the game being unable to 

make a profit.8 (Phillips) 

4. Playability – Does this game play well enough to compete with competitors in the same 

genre?  

The game needs to be fun and feel good to play. There are only so many things visuals 

can achieve. 

5. Graphics and effects – Do the game visuals fit the concept art and the market? 

The visuals cannot feel out of place. If the current market gravitates towards colorful 

and surreal visuals, then one cannot in good conscience propose gritty and realistic 

visuals.  (Anderson)  

 

12.2.1 CREATING A PROOF OF CONCEPT 

Hypothetical production cycle for a proof of concept follows these steps: 

• The staff gets together and brainstorms. They explore many possible directions, do some 

research and think of the pros and cons. 

• All ideas are written down and collected. 

                                                 
8 this author's opinion 
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• The team sits down and discusses these ideas. They weed out the undesirable ones and 

keep those with potential. 

• What is left is compiled into a concept design document for final approval. A team 

comprising of a producer, designer, lead artist and project programmer reviews this 

concept design document.  

• With the concept design approved it is time to create conceptual materials. Concept 

artists usually handle the character designs, AI designs, layouts and other. Concept art 

serves as visual inspiration for the team. 

• Design documents, such as Art Bible are created and refined to its final versions. 

• Proof of concept must have a set focus. A vertical slice (playable demo) showcases the 

best ideas and features. 

• The vertical slice must be smooth and without bugs. (ibid.) 

 

12.2.2 VERTICAL SLICE 

With the increased competitiveness and ruthlessness of the industry, barely any investor will 

support a project based only on the design documents. That is why many developers need to 

produce a playable demo version of the game, also called the vertical slice. (Egenfeldt-Nielsen 

18) 

A vertical slice is a part of a game which acts as a playable proof of concept for the investors. 

It is a ten to thirty minutes long section of the game, that represents how the final game will 

look, sound and play. For a shooting game, for example, it will have a game-ending states, 

which go hand to hand with some a form of a health system, different types of weapons, AI 

intelligence that behaves in different manners and a playable level with various objectives. 

These systems and goals aren’t in any shape or form intricate, but they are the basis for the core 

gameplay loop of the final game. (Vertical Slice) 

Independent studios must go out of their way and fund the vertical slice themselves. Then they 

present it to publishers, who might want to support the rest of the project. Sometimes, AAA 

sized projects skip the vertical slice if the team does not need external funding. (ibid.) 

To create a vertical slice, a relatively small portion of the game, the developer must have many 

game systems already done: 
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• All core player abilities need to be fully functional and must feel good to use 

• All story elements (cutscenes, voice-over) of the given section must be present if it is a 

story driven game 

• Art and animations need to be completed 

• All relevant visual effects must be in place 

• Same goes for sound effects and music 

• AI systems must function properly 

• HUD in place (health bars, maps, mission objectives, etc.) 

• Memory and performance issues must be addressed, to prevent crashing or freezing 

(ibid.) 

 

Almost every game system must be functional when building the vertical slice, which is 

expected to be done in three to six months. That is quite demanding since properly creating, 

iterating and debugging a game system takes years. Therefore, developers take as many 

shortcuts as possible and try to fake certain aspects of the game. With the project successfully 

approved, it is quite common that the team starts over, scraping the vertical slice. Many 

developers loathe doing a vertical slice since it often feels like a massive waste of resources. 

Some of the extra work can be avoided when working with a licensed engine like Unreal Engine 

4 or Unity, instead of building your own. Vertical slices can be repurposed as a downloadable 

demo for the public. (ibid.) 

A vertical slice might seem unnecessary, but a failed game can end up costing the developer far 

more time and money in the long run. A vertical slice allows the team to reflect on the game 

and change it before it reaches later stages of development. (ibid.) 

 

12.3 PRODUCTION AND TESTING PHASE 

Once the production starts the developer uses the experience gained by making the vertical 

slice, while using the design document as a guide, to create a perfect vision of the project. That 

could, of course, happen only in an ideal circumstance. Commonly, developers come across 

many unforeseen challenges and might be forced (by various development, financial or internal 

issues, changes in the market, etc.) to adapt or sometimes even drastically change parts of the 
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game during production. They try to get all that is important inside the game and then start 

cutting things that are impossible. Some of this content gets scrapped entirely, while other is 

set aside for later – for a potential expansion pack, DLC or sequel. (The Game Production 

Cycle) (Egenfeldt-Nielsen 19) 

The actual production of the game is mainly about writing the game’s code and creating the 

various game aspects such as graphics and sound. That is why, this is the period when the team 

tends to grow the most, hiring many programmers, designers, and artists. These processes take 

up to several months and are usually finished individually. Once done, the game is labeled 

Feature complete and the development transitions into the Alpha phase. (The Game Production 

Cycle) (Egenfeldt-Nielsen 19) 
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13 MILESTONES 

A video game as we know it is the final product of many years of a regularly changing 

development cycle. Throughout the entirety of the production phase, the product is modified 

drastically and passes different milestones. These milestones are the main points of refinement 

of the production cycle. Vertical slice, or prototype, could also be considered a form of a 

milestone. If it were to be categorized, it would take place before alpha release, as a first 

playable release. Just for the sake of coherence, keep in mind where it belongs. 

 

13.1 ALPHA 

In alpha version, the team focuses on stability and bug fixing. To achieve this, they first need 

to stop adding new systems, features, and content. While it contains all elements of the game, 

not many are properly functional and polished; some of them might even be placeholder 

elements, serving as a stand-in, until the real element is completed. Therefore, it is mainly used 

for testing purposes, like finding various technical errors (bugs) and testing how the game feels 

and plays. Every day, QA will find and enter a varying number of bugs. The developers need 

to act quickly and try to fix bugs at a higher rate than QA can uncover them to approach zero 

bug build. More content gets removed during this phase since some fixes would take up too 

much time. As the builds become more stable, the developers will start locking down certain 

sections of the game to keep them in their current stable and bug-less form. Around that time, 

levels, systems, sounds, art assets also start to get locked down. This lock-down hails the birth 

of a beta phase. (The Game Production Cycle) (Egenfeldt-Nielsen 19) 

 

13.2 BETA 

Once the project enters the beta stage it is considered "content complete" - no new content is 

allowed into the build instead any new idea or content gets shelved for the possibility of being 

used in future. The main priorities shift towards bug fixing. The time constraint is such that 

some minor bugs must be allowed into the game and marked as shippable. Towards the end of 

the development cycle stability and performance are of the highest priority. The superiors also 

must carefully consider the approach the team takes towards fixes since even fixes can be quite 
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risky and might break more than they fix. The beta stage ends with one final build ready to be 

submitted for certification. (The Game Production Cycle) (Egenfeldt-Nielsen 19) 

The public beta has become quite an effective tool for both testing and marketing. Allowing 

limited access to an older build of the game to the public can help find bugs overlooked by QA, 

test the stability of online servers and provide a deeper look at the balance of the in-game 

economy. Developers can then adjust numerical values, depending on the public feedback. 

Unless the public beta is a complete disaster, it also serves to promote the game and increase 

the initial sales, by providing access through pre-orders. Public betas are a way to measure the 

interest and size of the target audience, while recruiting promoters, usually streamers and 

YouTubers, to showcase the game. (The Game Production Cycle) (Egenfeldt-Nielsen 19) 

  

13.3 GOLD MASTER 

With designers continuously processing the all the feedback, they slowly, but steadily approach 

the gold master – the first actual release of the game, locked and ready to be mass produced and 

sold. Gold masters are not necessarily bug-free, but they are in good enough shape, that they 

pass the certification process. While the team is waiting for the results of the certification 

process, they get tasked with working on extra content (DLC), day one patches, bug fixes, or 

moving onto other projects within the studio. Not passing the certification can be disastrous, 

since it affects the entire release window, that tends to be relatively narrow, resulting in a 

possible overlap with other releases. (Egenfeldt-Nielsen 19) 

Currently, with the many games adopting the game as a service model (a form of a revenue 

model relying on a continuous stream of revenue through micro-transactions or subscriptions), 

the gold master is losing its significance. That is mainly because online games (especially 

MMORPGs) and early access games (games in various stages of development) are constantly 

changing. Therefore, while these studios release a “final” product, the teams usually remain 

intact and continue to expand upon the bedrock that is the base game. (ibid.) 

 



36 

 

14 CERTIFICATION AND RATING 

Often, especially when dealing with large projects, it is mandatory to pass certain certification 

and rating processes, before the game can be sold. The chapters bellow will discuss these 

formalities in further detail. 

 

14.1 CERTIFICATION 

Platform license holders like Sony, Microsoft or Nintendo demand the games that are released 

on their platforms to abide by their standards. Therefore, the game needs to apply for 

submission, and age rating, once it reaches gold master, otherwise, it cannot be sold. (Technical 

Requirements Checklist Workshop) 

The submission process is a concept of compliance testing using a Technical Requirements 

Checklist (TRC). It is a list of tests and technical requirements outlined by a platform license 

holder, that a game must pass before it can be released on the platform license holder’s platform. 

(ibid.) 

Technical Requirements Checklist (TRC) is a naming convention used by Sony when referring 

to their submission process, while Microsoft uses Technical Certification Requirements (TCR). 

The naming conventions can differ depending on the console manufacturer, but it is still the 

same process. Compliance checklists are common for every platform, be it a PC, console or 

mobile game. (ibid.) 

The role of compliance is to ensure that the software works and reacts appropriately when being 

put under stress or when the system or controller loses power, how the brands are displayed on-

screen, and if there are no security or privacy issue. TRCs must be followed to the point. Any 

failure to comply will result in immediate failure of the submission process. One must keep in 

mind that the developers and publishers pay submission fees. Failing a submission is a very 

costly and time-consuming endeavor. (ibid.) 

TRCs are supposed to serve as legal brand protection. They promote the brand, serving as a 

seal of quality. The purchaser knows that there is a clear standard for legality, privacy, health 

and safety in place when they purchase a product from the brand. (ibid.) 
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There are about two hundred TRCs which need to meet submission requirements. Some 

examples of them are the ability to pick a specific supported language in the settings and set it 

as a default language, support for non-widescreen render resolutions, synchronization of the 

disc read speeds. (ibid.) 

TRCs must be taken with utmost seriousness. The general policy of console license-holders is 

that three minor TRC failures or one major will result in failing the submission. They are not 

obliged to finish the testing if the game fails the submission, so there can be far more failures 

than those submitted. (ibid.) 

 

14.1.1 STEAM 

Steam requires no certification. When the build is uploaded and released is up to the developer. 

The entirety of the process takes no more than an hour. Since it is very convenient, and quick 

Steam tends to have the most up to date builds. (Inside Look at the Certification Process) 

 

14.1.2 PLAYSTATION 4 

Sony requires a separate build for each region – SCEA (Americas), SIEE (Europe, Middle East, 

Oceania), SIE (Asia), SIEJ (Japan), SIEK (South Korea). Each of those company branches acts 

separately as a unique company, therefore, all the submissions, certifications, ratings, pricing 

and patching are handled through different channels, depending on the region. (ibid.) 

The certification process itself takes five days, with up to another five days for the game to get 

placed onto the PS Store, once there the developers can release it. (ibid.) 

 

14.1.3 XBOX ONE 

The issues need to be solved if the build does not pass the certification, and only then can the 

process be restarted. The developers find out about the issues only after the process is complete. 

Therefore, they sometimes try to uncover issues themselves, so they can restart the process 

early. Xbox patches tend to take longer, so developers group fixes together. (ibid.) 
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Internal processes of Sony and Microsoft do not allow developers to simultaneously patch 

builds for one region and have a build certified for release in another region. It is advised to fix 

issues in builds and only then release the now updated and fixed builds in other regions. (ibid.) 

 

14.2 ESRB RATING PROCESS 

The ESRB rating system is mandatory for both physical and digital releases. The board 

evaluates the project and assigns it an appropriate rating long before its actual release. The 

developer must provide two forms: 

1. A completed ESRB questionnaire detailing any content which could be interpreted as 

violence, sexual content, language, controlled substances, gambling, etc.; accompanied 

with appropriate context and scale of player agency. 

2. Video footage of the most extreme cases across all categories. Non-playable sequences 

and game code artifacts are not exempt from this rule. (ESRB Rating Process) 

The content must be reviewed by a group of at least three trained raters, who then assign an 

appropriate Rating Category and Content Descriptors. The packaging is also checked to ensure 

consistency with the assigned rating. ESRB tends to verify if the developers removed or 

changed any controversial content, that would prevent the game from maintaining its current 

rating. (ibid.) 

Digitally-delivered games and apps must only fill out a short form questionnaire, mainly 

because of the sheer volume of digital content. Despite this automated process, ESRB still 

verifies its genuineness. Downloadable content (DLC) is assigned the rating of the game that 

the DLC is associated with unless it exceeds the content rating of the core product. (ibid.) 
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15 INTERVIEW 

I conducted an interview with the young and talented developers from the Faculty of 

Informatics at Masaryk University. Michal Románek, Matěj Poklemba, and Richard 

Trembecký also known under the company name RigidCore Games are the creators of 2D 

platformer Ghostory. 

Let us begin with first focusing on the company itself and your most recent game. The 

name Ghostory is quite self-explanatory since the character can pass through walls, but 

what is the story behind your company’s naming RigidCore games? Any plans to expand 

the company? 

We all know each other for over 10 years, so we wanted our name to reflect that. Hence, after 

quite some brainstorm we decided that a rigid core fits pretty well and sounds cool. And 

although we could definitely use some graphics or sound guy for example, as we know each 

other for so long, it is unlikely to find someone who would fit that well into the group. 

Let us go a few years back. Your first game was a Point & Click adventure. What were 

some of the things that you learned from it? What would you do differently? 

It is definitely to plan the project around each other’s strengths and weaknesses. If you have a 

great idea, but the people you have aren’t able to do it, it is of no point wasting time on it. 

Instead, try to find a project where you can utilize people’s strengths to the fullest potential, the 

people will enjoy working more and care for the result more as well. 

When building your first game, did you look for any help on how to properly design a 

game, or was it more of a trial and error learning method? 

It’s a bit hard to judge what is the first game. The point & click adventure we talked about 

didn’t end up finished but gave us some experience as a team. Even before, Matej had some 

small solo projects done and I had pretty good experience creating board games or custom maps 

for various games. So when designing Ghostory, we already had some experience. Also, since 

the game was initially a school project, we also had some feedback from teachers and peers. 

When designing the game, how do you divide the development roles between each other? 

Is everyone assigned to a specific role, or do you alternate depending on your needs? Do 

you employ any outside help? 
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We track a list of things that need to be done and everyone can work on whatever is needed. 

Only when something is clear that nobody wants to do it and it has to be done, someone who 

has the least amount of urgent work has to take it. We only get outside help when we know 

about someone who will be able to do the work responsibly and well, generally it is not a good 

idea since you can’t rely on outsiders. 

Regarding Ghostory, was there any feature that had to be removed, because they simply 

couldn’t be done? If so why? 

Well, this mainly covered graphics, bigger cinematics and so on. But the biggest feature we 

removed was saving the game mid-level, which is a feature that would be quite useful, but it 

would be too hard to implement in the game considering the way it is made. 

If someone on your team has an idea, how easy is it to make it a reality? How do you 

decide which idea gets into the game and which does not? 

If someone has an idea, he tells it to other members and gives some arguments why it is a good 

idea. Then we decide – since there are three of us, it is easy to vote and decide based on the 

majority.  

Also, people usually have ideas about things they think about or things they themselves want 

to do. Therefore, it is often a case of “You want to do this? Okay, if you want to, do it yourself” 

and the person has no problem with it. 

Ghostory has been out for quite some time, and you clearly support and patch it and 

intend to keep improving it. Despite that, do you have anything that you can share with 

us, about your future projects, or are there still ways you want to improve Ghostory 

before you transition onto other projects? 

Right as I am writing this, we are finishing a big localization pack that will be released in a few 

days, adding over 10 new languages to the game. In the future, when we get time after finishing 

school, we aim to add some more interesting patches and keep supporting it for quite some 

time. While we don’t think we will make another project soon, we have a few ideas. The biggest 

problem is free time, though, so it is unlikely there will be anything new from us soon. 

What were your expectations when releasing Ghostory? How was the critical reception? 

Was it profitable? In your opinion did it underperform or overperform? 
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We were pretty happy with the response it got, the press hasn’t scored it under 60 % and we 

haven’t gotten a bad review so far. On the other hand, our sales in the US weren’t nearly as 

good as we expected and we are still working on increasing them, hence I’d say it 

underperformed in this part. Marketing is a hard and time-consuming process that you need a 

separate person for, we managed pretty okay, but it could be much better with a dedicated 

person for it. 

Ghostory is being sold for 6,99€. What made you decide upon the pricing? Did you 

conduct some research or price testing? If so, what approach did you use? 

Yes, it was a long process of researching similar games and their pricing and weighing in pros 

and cons. We balanced on the line of having enough space to be able to make discounts and 

still gain some money from it and keeping the price low as we aren’t in it for the money, but 

for the people’s joy from playing and we want as many people playing as we can. 

Ghostory was released as a PC game on STEAM. What made you choose this platform in 

particular? Do you plan to use it in future and are there any other platforms or services 

you would be interested to release Ghostory on? 

Any gamer knows that Steam is definitely the go-to platform for buying games. We were 

thinking about other stores too but after various complications, almost all of them ended up 

scrapped. We also released on itch.io, although we haven’t promoted it too much, Steam is our 

target and currently, we aren’t thinking about other platforms. 

Did you have to pass any certification or age rating process, when applying to release on 

STEAM? If so, how did it go? 

Not really. Although our game is kid-friendly, to obtain some certification, it requires huge 

amounts of money which we just don’t have. We had to make a legal business though and solve 

taxing problems due to Steam being in the US and us having a company in Slovakia, which was 

quite some hassle, but in the end, it worked out well. 

What was the overall development time of the game? How did you handle playtesting? 

Did you serve as both developers and testers, or did you have someone assigned as a 

tester? 

It took a bit over two years of free-time work. As for our testers, we didn’t have too many, 



42 

 

basically only a few friends who knew these types of games well, but they gave us very valuable 

feedback. Also, when showing the game at conferences, we tried to show different levels each 

time to get feedback on as many levels as possible from a wide array of people. 

Your first game was a Point & Click, while your most recent game was a 2D platformer. 

What were the major obstacles, when transitioning between those genres? Are there any 

other genres out of the top of your head that you would be interested in trying out? 

It is always important to look up some tips for the genre you want to make a game of, each 

genre has some small things that are usually included often in such games. We were lucky to 

know a few of the developers of Blackhole, another indie platformer, so they gave us a few tips. 

For example, when jumping from a platform, you should not only let player jump when he is 

still standing but also when he is a few pixels away from the platform and he is already in the 

air. Or when landing on a platform, you can jump again even when not yet on the ground. When 

I say it like this, it sounds weird, but in the game, it feels much better and is a quality of life 

improvement. 

We don’t know about genres, we would probably be most interested in a VR game, but it is 

unlikely we will make anything soon. Still, the first step is to get an idea, so if we get some 

good game idea, the genre is secondary. 

Thank You for your time. Any closing notes for the readers? 

Thank You as well and thanks to everyone who supports Ghostory in any way, we hope you 

will enjoy the game as much as we do! 

 

The interview was compared with the literary research conducted in this Bachelor thesis, 

providing these findings. Both sources agree that time should not be wasted on features that 

cannot be accomplished. The interviewed developers also stress that it is always better for the 

work to be done internally, instead of relying on outsiders.     

Marketing is difficult and time-consuming therefore it is best to have a dedicated team handle 

it. Smaller teams, like the one interviewed, tend to have a hard time marketing their games, and 

they cannot set prices as high as their larger equivalents. 
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The interview states, just like the thesis, that it is easy to publish games on STEAM since there 

is no need for certification. 
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16 CONCLUSION 

The bachelor thesis delves deeply into the crafts utilized to create video games. Crafts that are 

essential for prevailing in this industry. The entire development team was divided into different 

categories depending on their job expertise, thus drawing attention to the necessary skills 

needed to perform at the peak level. 

Then the thesis differentiated all the essential stages of game development while focusing on 

specific milestones. These milestones serve as pivotal moments of change in the game’s 

development. 

Some matters cannot be handled solely by the development team, and that was acknowledged 

while discussing the role of publishers, certifications, and ratings. 

Readers might even choose to pursue a career as a video game developer. If it is indeed the 

case, I hope that this thesis can be helpful for future reference.  

That is one of the reasons why an interview with a developer was conducted, to provide some 

personal insight. It was also analyzed and compared with the thesis, so any differences between 

the literary research and the personal experiences of the developers can be noted. 

While the literary research proved very insightful, writing this thesis showed that for those who 

do not have the first-hand experience, attending developer meetups and discussing said topics 

with people from the industry, is just as, if not even more, helpful. 
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