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MEMORANDUM

FROM:
Eddie Fuller

TO:

Dr. Robert Goldbort

DATE:

December 7, 2007

RE:

Final Report – Careers in the Video Game Industry
In my final report, I will talk about the growing video game industry, and how the increased demands for excellence in the field has called for increased demands in the quality of education for prospective entry-level employees.
The video game industry has grown by leaps and bounds from its early days in the 1960s and 1970s.  Unfortunately, it is a career path that also carries a stigma with it.  A lot of people associate a desire to work in video game design with a child’s desire to be a fireman or an astronaut – an unrealistic career goal for a college bound student.  In my report, I show why this assumption is untrue.  I talk about the increasing profitability in the industry, and how this related to annual rates of pay for various jobs in the industry.  I give a brief history of the industry just to highlight how much the quality and atmosphere of the industry has evolved since its inception.  Also, I take a look at the technology being used in the industry today, both hardware and software, and show how the industry keeps on the cutting edge of state of the art technology.  I also examine the newer degrees being offered specifically for the industry, and the three different types of schools which are now offering video game design as a separate major from computer science or graphic arts.

When I first graduated high school, this was a path I considered pursuing in college.  Back in 1994 however, there were not a lot of options available to someone pursuing a career in the video game industry.  Only a few special schools were available, and very few universities offered any types of classes tailored to this field.  The few that were available were either highly expensive or too far out of the way.  But now that the options for a college student have expanded to make this a viable choice for a major, it is my hope that I can educate not only students who might consider this an interesting career choice, but to educate the teachers and institutions I attend.  I hope to not only validate the degrees and career paths for this highly challenging industry, but to validate the students who might be met with scorn or disdain by their parents, friend, co-workers, or teachers.  Finally, I hope to validate the little kid in me who gave up on his dream before giving it the proper chance, and hope that by the work presented here, that someone else’s “little kid dream” can see the light of day.
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ABSTRACT

This report discusses careers in the video game industry.  More specifically, it legitimizes these as valid and acceptable career choices.  It does so by first defining the role video games play in American society today.  A brief history of the industry is shown to highlight how different it is today versus twenty years ago, where a lot of the stigma associated with these jobs originated.  Since the bottom line in a lot of career choices is the income to be made, I next take a look at the financial side of the video game industry, showing how much the industry has grown over a period of ten years in terms of revenue and gross income.  From there, I break down the technology being used in the video game industry, both hardware and software, and show how working in the video game industry keeps a person on the cutting edge of technology in every aspect.  Finally, I discuss tailoring an education towards working in a career in game design.  To do this, I take a look at three different types of schools which all offer an education in video games and game design, either courses or degrees.  By comparing art schools to four year universities to specialized game design schools, I hope to help future students select a college more tailored to what they hope to accomplish in their careers.  Finally, I conclude the paper by talking about the cultural significance of video games in general, and how their increased growth and popularity have assured that there will always be a place for people wishing to pursue this as a career.
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APPENDIX A: GLOSSARY

	Consoles
	Video game consoles are the hardware offered to the consumers by the video game industry.  The currently available video game consoles as of this writing are the Nintendo Wii, Microsoft’s X-Box 360, Sony’s PS3, and home PCs.



	DEC
	A pioneer in the computer retail industry.  Its PDP and VAX computers were mainstays of engineering and mathematics departments around the nation in the 1970s and 1980s.  It was bought out by Compaq in 1988.



	Dot Coms
	More commonly referred to as the ‘dot com bubble’, this was a period from 1995 to 2001 when the western stock market saw the value and rise of use of the Internet sector of the market.  Many web-based businesses sprang up and fell overnight, due to focusing on increasing market share at the expense of the bottom line.
 

	Mainframe
	Mainframes are large computers used mainly by larger corporations for critical applications.  In the context of this usage, mainframes were usually room-sized machines, lending to their name.



	Market Capitalization
	A measure of corporate or economic size.  This is often represented by the current share price multiplied by the number of shares in a public company.



	Mods
	Mods, short for modifications, are changes to a video game made by the players themselves.  Often in the form of new items, NPCs, or levels, mods can slightly alter a game or downright change the game themselves.



	Pong
	Thought by many to be the first video game, Pong was actually the first financially successful video game.  Released in 1972, Pong was essentially video table tennis.



	Scripting Language
	A scripting language is a computer language that is compiled each time the main program is ran, rather than compiled once into an executable like most programming code.



	Transistor
	Used as the main building blocks of circuitry in modern electronics, a transistor is a semiconductor commonly used as an electrically controlled switch or an amplifier.



	Virtual Machine
	A piece of software that simulates a computer or machine environment for the purposes of running software.  This acts as a buffer to protect hardware, since some software can directly access hardware to sometimes disastrous results.



APPENDIX B: RESEARCH METHOD AND RESOURCES
My research began on the Indiana State University ProQuest search engine.  Under this search engine, using search terms such as “video games + technology”, “video games + education”, and similar veins, I found several of my major articles.  The most important sources found using this method include “Entertainment Software: Suddenly Huge, Little Understood.”, Types of Schools – Art School vs. Game Academy vs. 4-Year University.”, and “Monsters on the Move.”
While in the ISU bookstore, I found a copy of Game Career Guide, Fall 2007, on sale, which actually helped find a few important articles, especially “More Bang for Your Buck!”, an article that showed the incomes made by people in the industry.  Since I actually bought this before the class started, it played a large part in my decision to make this the subject of my report in the first place.

In addition, I have written off to each of the major 3 universities I talk about in my report, although I have yet to receive much of a response from them.  In addition, I have used a few encyclopedia style sites to fill in certain informational gaps, especially pertaining to the history section of the report, such as Wikipedia.org and About.com.

Also, I requested information from the IGDA, or International Game Developers Association, requesting information about my research topic.  Unfortunately, they are bombarded with so many similar requests each month, that all of their relevant information has been posted to their forums for people to read.  Although the information presented there is informative, I have yet to try and use it due to its lack of references and contributors.
Since a focus of my report is on the three different types of schools, I wrote to each individual school that I touch upon on my report, namely the Academy of Art in San Francisco, CA, the University of Southern California in Los Angeles, CA, and Digipen Institute of Technology in Redmond, WA.  In addition as time went on and I found other interesting schools that cover this major, I wrote and requested information from them as well.  Currently that includes Full Sail in Orlando, FL.   Although it took some time, I have received course catalogs from both Digipen and Full Sail.  For the purposes of the report, however, I have decided to focus on Digipen’s catalog.  USC, however, has their course catalog available online for anyone to peruse.  I found an impressive line up of courses for their video game based majors, and included a sample of their catalog for their B.S. in Computer Science (Games) in Appendix C of this report.
APPENDIX C: Sample Curriculum of a Gaming Based Degree

USC Fall 2007 Catalog, 597- 600
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