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1 Inception 7 Implementation

2 Business Parameters 8 First Playable Phase
3 Game Concept 9 Alpha Phase

4 Vision Document 10 Beta Phase

5 Game Design 11 Final Candidate Cycle
6 Technical Design 12 Release

(& 2) AYHg

BEYEON TR XX Y IS

Lead Designer/Visionary Line Producer
) Game Mechanics Designers Associate Producer

Design Parts Level/Mission Designers Management Parts Studio Head/Executive Producer
Story and Dialogue Writers Producer
L§ad Programmers and Technical Publisher QA Parts
Directors
Game Mechanics Programmer QA Lead
3D Graphics Programmer Main QA Team

A Al Programmer Multiplayer Team

Coding Parts
User interface Programmer QA Parts Fresh Teams
Audio Programmer Compatibility Team
Tools Programmer Localization Team
Mission/Level Editor Programmer Beta Testing
Network, Server, or Client Programmer Beta Testers
Art Director Beta Testing Program Manager
Concept Artist Business Development Parts
2D Artist/Interface Designer Business Parts Licensing Parts

Art Parts 3D Modeler Promating, Buying, and Selling Parts
Character Modeler Manufacturing Parts | Hardware Manufacturer Parts
Texture Artist Post-Release Parts
Animator/Motion Capiure Studio
Storyboarder
Voice—Overs

Audio Parts Sound Effects
Music

AYY FAEL, (O DIt o], A AYS
#(game platform), AYZEIH(game
program), AYdolg HAZF(game—data
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(1) The response to the player's actions

(2) A defined goal

{3) Purposeful opponents

{4) The ability of the opponents to impede each
other's performance
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