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Cultural Icons



Electronic Arts

!Bigger than Apple



Electronic Arts

!Bigger than Apple

!….

!PLUS Pixar



Market Cap: Software & Programming

Source: biz.yahoo.com, March 28, 2004



Revenue: Software & Programming

Source: biz.yahoo.com, March 28, 2004



Electronic Arts vs. Microsoft

Nasdaq





Furby

Four times as

much code as

the Apollo

lunar lander!



Design a Roller Coaster; Ride it in a simulator



Buzz

Lightyear’s

Astro Blaster

Bumper Cars with

Cannons!





Invasion: Four person

“video game” for

families to play together



Ride the

Comix

VR “fight comic book

villains”



Virtual

Jungle

Cruise







Aladdin



Disney Theme Park Attractions…

• Must have throughput of >= 3,000/hour

• Must run 365 days/year, up to 16 hours/

day

• Can not have unscheduled downtime

• Can not fail

• High end rides have autonomous,

trackless vehicles

• Modern high end attracts have $100

million budgets





Marketing

Gets Really

Bizarre

Encyclopedia

comes free when

you buy 24 slices

of cheese!



Emotion drives usage of

technology: SETI (3 million users)

setiathome.ssl.berkeley.edu



Average Console Game

!  Over one million lines of code

!  Developed in 12 to 18 months

!  At cost of $6 M

!  A block buster game income will exceed a

block buster movie

!  In cartridges there are no patches, software

has to be right the first time



Game Development Spiral

! Generate central idea

"  Technology - something could not do before

"  Reinforce existing story

"  New type of game

! Look at idea through filters (technology,

financial, marketing, ….)

! First prototype in 1 to 3 months











Massive, Multi-Player Game

! Taken Seriously

"  Sued when game down for two hours

"  Game Objects sold on e-Bay

"  EverQuest game 85th largest GNP in the world






