International
Game Architecture & Design
(IGAD)




Achievements

Voted the most popular HBO program in the
Netherlands

Winner of international and national awards:
IGF and ScreenBurn Propeller

National accreditation in educational
excellence




One of a kind

Most comprehensive international
game development degree
In Europe at a bachelor level

Sony PlayStation (PS3 and PSP) development Kits!




MNHTV's Academy for o .
Digital Entertainment Academy for Digital Entertainment

offers two bachelor
programmes:

International Intermational Media
Game Architecture and Entertainment

and Design Management
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The Intemation sl Came Archi- Apart from the variations, the
tecture and Design programme programme offers malnstream
 consists of feur varatians. B courses, which all studens

| Az eary as inthe fimtyear, .| attend. Topics covered are
: you canchoose between: concept deve lopment game
30 Visual Art, Programming, archigecture, game production,
A & Technology for Mext game business andmarketing.

Genemtion Ente mainment
and Design and Production




The International Game Architecture & Design program
caters for a diverse and changing market




Total games spend 2010 - US
$ 24,700,000,000 | -2% (vs "09)

Social networks  PC/Mac (download)
$1,5bn  $2.5bn
+66% tvs'09) +60% (vs'09)

Casual game e .
portals N ST TA PC/Mac (boxed)
$3,7bn £ $2.1bn
+34% (vs'09) -19% (vs'09)
MMOs
$2,7bn

+27% (vs'09)

Consoles
$10,6bn
-290/0 (vs'09)

Mobile devices
$1,6bn

+46% (vs'09] © Newz0o 2010

NPD Market Research 2010
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AAA console titles earn the
most money and take the
/'} longest production timé
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my Academy for Digital Entertainmmeant




LA Naire, a2011 PS3 gdventure game; cast
USDS50 million and 7 years to make
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Within 3
months of
release
4 million

© metacritic

Keeping score of entertainment. Movies = FGames ~& TV  Music Features

New Releases Coming Soon High Scores Browse A-Z Publications Publizhers Reports Trailers

L.A. Noire

Rockstar Games | Release Date: May 17,2011 | Also On: PC, Xbox 360 A Tweet 7 B Like - 540

Summary Critic Reviews Lser Reviews Details & Credits Trailers & Videos

Metascore User Score
Generally favorable reviews ? _3 WMixed or average reviews
based on 77 Critics based on 447 Ratings
What's this? VourScore | | [ [ ] n
Login to rate.
Summary: L.A. Noire is a next generation crime thriller Developer: Team Bondi
developed by Team Bondi, a new Australian based studio Genre(s): Adventure Games

founded by Brendan McMamara, of "The Getaway.” LA # of players: 1 Player
MNoire iz an interactive detective story =et in the classic noir Cheats: On GameFAQs
period of the late 1540°=. t blends action, detection and Rating: M
complex storytelling and draws players into an open-ended

challenge to =olve a series of gruesome murders. Set in a More Details and Credits »
perfectly recreated Los Angeles before freeways, with a

- post-war backdrop of corruption, drugs and jazz, LA,
CO p I eS SO MNoire truly blends cinema and gaming. [Rockstar Games]

Collapse




U.S. Computer and Video Game DOLLAR Sales Growth
DOLLARS IN BILLIONS

Combined Dollar Sales
(shown for 2009 and 2010)

Other Delivery
Formats**

Computer Games
Il video Games

2000 2001 2002 2003 2004 2005 2006 2007 2008  2009* 2010

Source: The NPD Group/Retail Tracking Service; Games Industry: Total Consumer Spend
* Figures include total consumer spend

** Other delivery formats include subscriptions, digital full games, digital add-on content,

mobile apps, social network gaming, and other physical delivery. 2000-2008 figures are
sales of new physical content at retail exclusively.

(ESA 2011)




Total Consumer Spend on Games Industry 2010
DOLLARS IN BILLIONS

Accessories

TOTAL:

$25.1

BILLION

Hardware Bl

Content

Source: The NPD Group/Games Industry: Total Consumer Spend
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Videogames are not just for the boys

42% of game players are female
The average age of a player is 37!

(ESA 2011)

More older females play games on PC than do
males (young or old) and they do it for longer

(CommScore 2008)
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] 9 A) of most frequent game players pay to play online games

TYPES OF ONLINE GAMES PLAYED MOST OFTEN:

Other

8%
Downloadahle Games

11%

Puzzle, Board Game, of
Game Show, Trivia, 41%

Persistent
Card Games

Multi-Player Universe

Action, Sports, Strategy, Role-Playing

55% of gamers play games on their phones or handheld device
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POP QUIZ

What casual game has been downloaded
6.5 million times (99 cent version) and 11
million times for the fr

Cost 1100,000 to make (the original phone

game) and earned over U50 million in
revenue?
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Trans-media digital
entertainment

APP STORES WORLDWIDE
TWEATIETH CENTURY FOX preceses A ROVID Apglication

RO, "WNGAY BIRDS RIO"

Staving THE ANGRY BIRDS Featuring BLUzn SJEWEL frm RID wusic by AR PULKKINEN
Gama s MARKUS TUPPURAINEN n¢ JAAKKO 11SALD siame ot MANU JARVINEN 2ed TUOMAS ERIRDINER
{eye{Bes a0 AR TTU MAR) e £7 JAMES frodc> HARRO GRONBERG warceiog MATT WHLSON and J UHAKA KOTILAINEN
; 2 PETER VESTERBACKA Directed By MIKAEL HED asd NIKLAS HED

eritury Fox Film Corporation. All rights reserved, ©2011 Rovio Mobile Ltd.




IGAD prepares you for the game industry




The Game Developer

Team leader / Producer

Lead Programmer

Designer Entrepreneur

Ul Programmer B Level Designer Production Assistant

Engine Programmer B Character Designer Project Manager

Al Programmer B Gameplay Designer Business Developer

SFX Programmer B Narrative Designer Marketing Strategist

il

Gameplay Programmer -




IGAD lecturing staff are industry professionals

300+ years

collective international industry experience




Operations
Management
Karena Morrison

Education
Management
Robin Potanin

Visual Arts Programming Indie Game Design and
Andrew Paquette Robbie Grigg Development Production
Carlos Santos Olivier Dauba




IGAD research leads the nation In:
Biometric design (Stefano Gualeni)
Procedural modelling (Kim Goosens)
Ray-tracing programming (Jacco Bikker)




Industry Lecturers

4 curriculum variations

Government Students




IGAD prepares students for growth markets in the
iIndustry while supplying existing AAA markets




PR MA
12ECTS |12ECTS |12 ECTS
Ludology Progamming|Maths

GL MB
12 ECTS 6 ECTS GT GP
Mobile 12 ECTS |12 ECTS
HA
12 ECTS
GL Advanced programming
6 ECTS Future tech

3 ECTS

Internship (30 ECTS)

Specialisation (21 ECTS)

Graduation (39 ECTS)

Programming
Curriculum Overview

Future tech
3 ECTS

Visual Arts
Curriculum Overview




8 ECTS |History |Project |LU cD
12ECTS [12ECTS
Ludology Concept
Design
GL MNA LD
12 ECTS 12ECTS [12ECTS
Business MNarratology |Level Dev

12 ECTS
Technology

GL
6 ECTS

Future tech
JECTS

Advanced Design

Internship (30 ECTS)

Specialisation (21 ECTS)

Graduation (39 ECTS)

Design & Production

Curriculum Overview

CcD
12 ECTS
Concept
Design

BM

LU
Business 12 ECTS
Ludalogy

Future tech oug
3 ECTS 3 ECTS Soc Netwaork

Indie Game

Development
Curriculum Overview




Resource gathering and
management game
developed for BP

Mike Admiraal

“
b NS
/ Howdy nor just informed that she has spotted some
| ) ﬂ farmlai | think it is about time we start building some
S ) ‘some tasty food. We need to maintain our supply

In Gamelab, a simulated studio environment, students spend
one day a week developing games as a team. Some of these
are commercially launched. Some win awards.
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|IGAD students
Intern with AAA
game

developers
Guerrilla
Games and
Ubisoft

MADE "®m




1 ECTS (credits) = 28 hours of study

1 block =15 ECTS =420 hours

1 block = 10 weeks = 42 hrs/wk

1st Year Pass (4 blocks) =48 to 60 ECTS

IGAD Study = Full-time Job




Average videogame developer

Thinks Acts Feels Looks
| | keé | | keé | | keé | | keé




