





Dear Members and friends,

Five thousand members. Sixty thousand registered participants in our online community. Eighty
chapters worldwide.

This almost magical incantation of record-breaking numbers testiyes to the relevance and success of
the IGDA as of March 2004.

Never before has there been a greater need for an industry body to advocate for developers and
strengthen the development community. Channel consolidation, conservative approaches to
content management, and escalating development costs threaten even the most storied and efycient
developers T let alone the risk of government intervention. Sharing information that empowers
developers to defend their future is a matter of industry-wide importance, rather than of intra-
developer competition.

I am tremendously proud of the increasing relevance of the IGDA in tackling these
problems. Based on the input of our members, the recent refocus of the IGDA around
community and advocacy enabled us to prioritize projects such as the Developer Business
Summit, Quality of Life Committee, the newly chartered Credit Standards Committee,
revitalizing special interest groups, and many other such initiatives. If you havenit visited
igda.org recently, please do T you may not be aware of the myriad resources already
available to developers worldwide. Of course, reading the rest of this Annual Report will give
you a head start.

A hearty thank you to the core of dedicated volunteers who output the lionis share of the
IGDAIs deliverables, via committees, forum moderation, local chapter coordination and so
on. Your commitment amidst the competing pressures of fiday jobso and families has been
tremendous. The org owes its current (and future!) success to your efforts.

| feel very privileged to have taken part in the IGDA during such a tumultuous and yet
rewarding period in its existence. Involvement exposed me to the great diversity of
concerns and experience that members bring to each issue at hand. The time was well
invested, and while therets still so much to do, itis a great feeling to pause, read this
report, and contemplate the past year of progress.

And ynally - for those of you who arenit yet members
(with an apologetic nod to Kennedy):

Ask not what the IGDA can do for you.

Ask what you can do for your fellow developers by
joining the IGDA.

With great respect -

Kathy Schoback

Chair, IGDA
Director of Product Operations, Eidos

Atthe IGDAs VIP Luncheon at GDC, Kathy Schoback is panked by Kiyoshi Shin
(Tokyo chapter), Tatsuya Kitamura (NikkeiBP) on the left, and Trevor Fencott
(Groove Games) and Gakuto Kobayashi (CESA) on the right.
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The Simpliyed Income Statement outlines the revenue
sources of the organization along with the overall
categories of expenditure. It provides a snapshot

of the IGDAIs ynancial health and overall progress.
As has been the case in past years, through strong
support of the community, the IGDA was able to fund
its operations with a small surplus being added to the
cash reserve.

Further, the stats/charts provided demonstrate the
overwhelming growth and support of the IGDA by the
game developer community and overall games industry.

SIMPLIFIED INCOME STATEMENT

January T December 2003 (US$)

Revenues
Membership Dues 223,200
Studio Afyliation Fees 69,200
Partner/Sponsor Fees 76,300
GDC fiRoyaltyd(1) 55,500
Total Revenue 424,200
Expenses
Member Services & Programs (2) 47,200
Management & Administration (3) 304,500
Sales & Marketing 27,400
Operational (4) 39,800
Total Revenue 418,900
Surplus Income 5,300

Notes:

(1) The IGDA is paid a $20 firoyaltyo per full conference attendee
of the annual Game Developers Conference. This is, in part, a
legacy of the past relationship between the IGDA and GDC.

(2) Member Services & Programs covers expenses related to
funding committee work, chapter development, web community
tools, etc.

(3) The Management & Administration expense represents the
contractual fee paid to the CMP Game Group to cover daily
management and administration services, including employee
salaries, beneyts, ofyce rent, computer equipment, etc.

(4) Operational Expenses are a diverse set of expenses

incurred during normal operations of the IGDA (e.g., credit card
fees, postage, travel, etc).
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The IGDAi#s mission is to strengthen and bring together the international game development community
while effecting change to beneyt that community. To that end, we encourage game developers to share
information for the common good and build personal relationships that transcend workplace and national
boundaries. Our approach to community building is multi-faceted:

CHAPTERS

IGDA chapters connect game developers in local communities around the world. Through regularly
scheduled meetings, chapters provide an opportunity for professional game developers to interact with
peers (and others interested in game development) on a local level. See pages 6 and 7 for more details
on chapters.
www.igda.org/chapters

SPECIAL INTEREST GROUPS

Special Interest Groups (SIGs) connect IGDA members interested in a speciyc topic or discipline
relevant to the art or business of making games. SIG members learn from each other, promote their
specialties, identify upcoming challenges and endeavor to advance the state of the art and the
industry. See page 10 for more details on SIGs.

www.igda.org/SIGs

ONLINE DISCUSSION FORUMS

The IGDA website hosts discussion forums to facilitate ongoing discussions accessible to game
developers anywhere in the world. We encourage general discussions, along with dialogue

focused around speciyc game development topics, industry issues, SIGs and IGDA chapters.
www.igda.org/forums

SPECIAL EVENTS

The IGDA organizes community gatherings at various industry events throughout the year.
Group Gatherings at the Game Developers Conference provide excellent networking
opportunities organized around shared interests. At SIGGRAPH 2003, over 150 people
attended a Birds of a Feather event speciycally for game developers at the conference.
Look for a special IGDA members-only party at E3 in May 2004!
www.igda.org/events

GETTING INVOLVED

Anyone in the game industry can contribute to the strength of the
IGDA community. With each individual member who joins, every
development studio in the IGDA Studio Afyliation program, and
every company who lends support as an IGDA Partner, the IGDA
community grows and becomes more valuable. We all beneyt
from the hard work and dedication of hundreds of IGDA
volunteers T get involved to show your support. See pages 8

and 9 for more details on volunteers.

www.igda.org/community

Mark Del.oura (Sony) and friends at the IGDAis iBoFd session at SIGGRAPH
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BENING, CHINA

fiChinais electronic games industry is seeing tremendous growth, and Beijing serves as a hotbed
for industry talent. Zhongguancun, known as the iSilicon Valley of Chinaj, boasts of a number of
software and incubation parks, and is in close proximity to many top universities in China. The
inaugural Beijing Chapter meeting was held in a coffee shop called UBC Coffee in Zhongguancun.
Over 20 people representing various companies attended the meeting. Everyone agreed that a
meeting like this for the games development community in Beijing was long overdue. Stay tuned
world, Beijing is just starting.0

- Ashley Liu, e-HERO

BRIGHTON, ENGLAND

fiThe Brighton Chapter launched late in 2003, but we have held four meetings to date. We plan

to organize frequent social/networking meetings, with occasional, ffocused discussionsi. Our

yrst ffocused discussioni meeting was a roundtable on pitching to publishers. Darren Barnett,
Development Director of SCi Games Ltd. and Caspar Gray, Acquisitions Administrator, talked about
the best ways to successfully present your game. This included suggestions as to the sort of demo,
documentation, and other materials necessary to make a submission stand out from the crowd.o

- Crosbie Fitch, Cyberspace Engineers

DALLAS, TX, USA

fiThe Dallas Chapter started up in 2003, and we had a banner year. We now have several hundred
local developers on our mailing list, and monthly meeting attendance continues to

grow. We welcomed a number of prominent speakers, including Bruce Shelly from Ensemble
Studios speaking about iThe Lessons of Practical Experiencel, Randy Pitchford from Gearbox
on iMaking Software that Sellsi, and many others. We undertook a charity initiative and
collected Game Boy games to donate to the Marine Momis Association, who distributed them
to U.S. troops in Iraq.o
- Joe Kreiner, Logitech

MEXICO CITY, MEXICO

fiRepresentatives from local game development companies launched the Mexico City
Chapter in January 2003. We work together to improve our local community and
industry, and encourage game development students at local universities. At our yrst
meeting we heard from Irma Garcia on iCommon Problems of Software Development}
and Luis Carmona and Carlos Alberto Padilla on (Character Design and Creation.
Over 90 people attended our last meeting, held at the World Trade Center during
the Electronic Game Show, where we hosted a discussion on (The Current Situation
of Game Development in Mexico.i
- Jacobo R20s, vjuegos

VANCOUVER, BC, CANADA

fi2003 was a year of steady growth for the Vancouver Chapter as
we began to draw together our massive local community of game
developers. With meetings ranging from social gatherings at a
local pub, to talks from industry veterans (such as Chris Taylor
from Gas Powered Games on (RPGs for the Mass Market)), our
chapter is making itself a hub for the game industry on the

West Coast. After moving our meetings to a new location in the
heart of Vancouver our attendance continues to rise and weire
now looking at speciyc programs to further the growth of the
game industry locally in 2004.0

- James Everett, Digital Eclipse

300+ Montreal developers pack in to hear Graeme Devine talk about Doom Ill, and
his twenty-yve year career making games.
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il originally got involved with the IGDA out of despair of never meeting industry people in Manchester, where my company
is based. | had met more games industry people from the North West UK while in Japan than | had ever met at home. To
remedy this situation, | hooked up with other IGDA members in the area, and together we set up a chapter. The IGDA North
West UK chapter events are very informal, but they suit the needs of our local games industry perfectly, and we are often
congratulated on them.

This year, | also got involved with a number of game writers and writer-designers to start a Special Interest Group for game
writers. We faced numerous challenges T in particular agreeing on the framework T but we are proud to have published a
Guide on Game Writing. Iim looking forward to the Writers Group Gathering at GDC, where weire hoping to get a feel for
what issues the larger game writer community wants to address next.0

- Chris Bateman, International Hobo Ltd

il founded the IGDA Quality of Life Committee shortly after GDC 2003. As an industry, we need to ynd a way to keep our
best people happy and make sure that a game development career and a personal life are compatible. We canit keep on
relying on bright-eyed kids, working them to exhaustion and driving them out of the industry by their mid thirties; not with
the average console game production budget creeping up on eight digits. To address these issues, the Quality of Life
Committee has prepared a White Paper as a basis for advocating better working conditions in the industry and business
practices to support them.

Volunteering on the committee is something | felt | just had to do: | have the time, | have the will and the means, and as a
freelancer | donit have a boss who can beat me up for getting engaged in activities that reek of left-wing politics...0
- Fran-ois Dominic Laram®e, Freelance writer and game designer, editor of Game Design

Perspectives and Secrets of the Game Business

fiVolunteering for the IGDA turned my job in the game industry into a career. My involvement began
when | joined the Women in Game Development SIGis mailing list, whose energy and focus drew

me in. A few emails led me to the IGDA web site, where | found people passionate about not only the
women who play and make games, but my other love, the business of games. | connected with the
Business Committee, and corresponded with people who share my commitment to human resources
strategy. | hosted an HR best practices roundtable at GDC as part of the IGDA track, coordinated an HR
mailing list, and will lead a tutorial about human resources at GDC 2004.

Volunteering allows me to connect with new people and leads to alternative ways of thinking about my
job. I bring back new ideas and knowledge from volunteer activities to beneyt my company. And, | get to
actively participate in the dialog that shapes the industry.o

- Clarinda Merripen, Cyberlore Studios

fiMy main focus within the IGDA has been to build a better bridge between academia and industry.
IGDA chapter meetings are a wonderful way to do this. This year, we established an IGDA chapter

in Pittsburgh T and it has been incredibly rewarding. Chapter meetings help students (and faculty)
understand the realities of the game industry by meeting working developers, and help developers gain
fresh insights and perspectives from students. Developers get a chance to talk to people outside their
company, allowing for excellent cross-pollination that helps keep the industry from stagnating.

As a member of the board of directors in 2003, | helped redeyne how SIGs and
committees work at the IGDA. In the past there was some confusion about this,
but now committees are a powerful tool to help the org reach its goals, and SIGs
are virtual communities, almost like IGDA chapters that are centered on a topic,
instead of a city. | look forward to continuing to work for the IGDA T

it is a truly wonderful organization. Everyone who cares about the game
development community should get involved.o

- Jesse Schell, Carnegie Mellon University

fiVolunteering for the IGDA is important to support issues that would otherwise
have a small chance of being addressed. Game Accessibility is a new and
important yeld for the mainstream game industry, and Iim happy to be able to
help within the Game Accessibility Special Interest Group.

By collaborating with the rest of the game development community the GA-SIG
will develop methods to make all game genres universally accessible to all,
regardless of disability. In order to do this we will promote education in
accessibility design, tax incentives for accessible game developers, corporate
sponsorship and accessibility ratings.o

- Thomas Westin, Pin Interactive Game Doctor Jesper Juul (IT University of Copenhagen) and Warren Spector (lon
’ Storm), frequent contributors to the IGDA's academic initiatives.






The IGDA empowers game developers to effect change beneyting the community at large. The work
outlined here is primarily based on the output of IGDA committees and related volunteer efforts.

The IGDA endeavors to advocate on issues that:
> exceed the scope of any one developer or companyts ability to resolve;
> require a dialogue with others;
> affect the worldwide game development community;
> beneyt the development community as a whole, rather than any single individual
or company directly;
> and are neutral toward any particular skill, product, or method of game development.

The following areas of advocacy are a repection of the topics and issues that the IGDA and its members
are currently working on. Full details on all of the IGDAIs advocacy efforts can be found online at
www.igda.org/advocacy/.

ACADEMIC RELATIONS

The IGDA has been doing considerable work to build bridges with the academic community. These
efforts have been focused on setting curriculum guidelines and enhancing collaboration between
industry and academia. The following is a list of ongoing projects and activities:

Curriculum Framework
The Curriculum Framework serves as a guide for all those who want to implement, or improve
upon, game development courses, programs and degrees. The Framework has been in
development since 2001, and incorporates the input and feedback from countless academics
and professionals. The latest daft was released in March 2003 at GDC, with work continuing
on the next iteration.

Academic Events
The IGDA hosted academic events throughout 2003, including the Academic Summit at
GDC, an Educators Forum at SIGGRAPH in July, an Academic Day at GDC Europe in
August and participation in the inaugural conference of the Digital Games Research
Association (DiIGRA) in November. These events served the purpose of furthering the
IGDAls academic relations work, providing a forum for academics and developers to
converse/connect and to work to build stronger ties. The proceedings, notes and
materials from these events are catalogued at the IGDA web site so that all can
learn from the interactions.

Academic Columns/Articles

The IGDA hosts two monthly columns with an academic slant:
fiThe Ivory Towerd provides insight from the members of DiIGRA;
fiCulture Clasho on the art and culture of games by Matt Sakey.
Further, the IGDA publishes articles on myriad topics related to
game studies (e.g., the evolution of games, design vocabulary,
cultural study of games, etc.).

DIVERSITY

The IGDA will pursue diversity-related projects and efforts in the
near future. Please contact us if you are interested in volunteering
your time and contributing to the establishment of a Diversity
Committee and related initiatives. In the meantime, we encourage
you to participate in the Women in Game Development and Game
Accessibility SIGs, which are both related to the larger issue of
diversity in games.

Women SIG members at an informal E3 breakfast gathering.
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CREDIT & RECOGNITION

Far from following a set of industry standards, game credits are often inconsistent from game to game within the
same company. As the industry evolves, the axiom that fiyouire only as good as your last gameo is truer than ever. So,
not only is it important for everyone to receive fair credit, but also that we are recognized and rewarded for innovative
work. To this end, the IGDA has the following initiatives:

Credit Standards

The IGDA is in the process of setting up a committee to address the issue of credit standardization. The goal is
to establish generally accepted guidelines that all studios and publishers can use. The IGDA will host a series of
roundtables to discuss these issues at the GDC 2004.

Game Developers Choice Awards

The Game Developers Choice Awards are a chance for developers to honor and recognize the individuals and teams
who have transcended the current state of the art, with all nominees and recipients awarded solely by other game
developers. The IGDA presents the Game Developers Choice Awards annually at the Game Developers Conference.
See page 14 for more details on the Choice Awards.

QUALITY OF LIFE

The mission of the IGDAis Quality of Life Committee is to make the process of game development easier and
more pleasant for everyone. The Committee recently conducted a quality of life survey that garnered hundreds of
responses. The survey results will help as the Committee compiles its white paper.

Quality of Life White Paper

The Committee is preparing a Quality of Life White Paper that will document the impact of quality of life issues
on employee turnover and on the loss of qualiyed personnel to other industries. Further, the White Paper will
elaborate on fibest practiceso provided by game development companies to improve quality of life in their
studios -- and the economic beneyts they have gained as a consequence. The Committee plans to present
its White Paper at a panel during GDC 2004.

STUDENT & NEWBIE OUTREACH

The IGDAIs student and newbie outreach efforts offer information, encouragement and opportunity to
talented young people interested in game-related careers. In addition to helping individual students break
in to the industry, outreach beneyts existing development companies by ensuring better trained, better
qualiyed entry-level staff. The IGDA believes that the business and art form of games will develop best
when aspiring developers have the appropriate skill set for their desired jobs, are well prepared and
aware of the realities of working in the entertainment yeld, and are a diverse group, including women
and minorities. The following is a list of the IGDAis ongoing outreach efforts:

Breaking In
fiBreaking Ind is an outreach program to educate high school students, guidance counselors and parents
on the potential for careers in the video game industry. This dedicated web site (igda.org/BreakingIn/)
offers information on the various career paths in the game industry, interviews with professional
developers who provide advice and insight on getting into the industry and how to best educate yourself,
as well as links to additional resources to prepare for a career in games.

GDC Student Scholarships

The IGDA annually awards 25 GDC Student Scholarships to send qualiyed
students to the Game Developers Conference, where game development
professionals from around the world gather to share ideas and build the
skills essential to creating the next generation of interactive entertainment.
Each year, the number and quality of applicants grows dramatically. The
GDC 2004 scholarship program took in about 250 applications.

Student-Oriented Column/Articles

The IGDA hosts the monthly column, iThe Games Gameo¢ by industry
veteran Tom Sloper, to assist those trying to break into the industry and/or
pursue relevant education. Further, the IGDA publishes articles on myriad
topics related to career development (e.g., how to network at industry

events, words of wisdom from professional developers, mentoring, etc.). -
The family of the late Gunpei Yokoi accept the Game Developers Choice Award for

Lifetime Achievement on his behalf.
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The International Game Developers Association is a non-proyt membership organization
that advocates globally on issues related to digital game creation. The IGDAls mission is to
strengthen the international game development community and effect change to beneyt that
community. Do the right thing and join the thousands of members, studios and partners that
help make this mission a reality.

Personal Membership

The IGDA membership is made up of programmers, designers, artists, producers and many
other development professionals who see the importance of working together to advance

games and game development as a craft. Your involvement is critical to the success of your
career, the IGDA and our industry.

By joining the IGDA, you join a worldwide community of game developers that shares

knowledge, insight, and connections. From local chapter meetings, to online discussions,
to committee output, the IGDA provides invaluable information and resources for your
career and the betterment of the industry.

Studio Affiliation

Your team is your most valuable asset. As a studio manager, you can reward and
inspire your development team by afyliating with the IGDA. By joining the Studio
Afyliation Program, a studio provides all of its employees with personal IGDA
memberships, allowing them to connect with their peers and grow professionally
and personally. In addition, Studios receive their own unique beneyts and
discounts, all while showing support for the community. Refer to the back cover
of this report to see all the great studios that are part of the IGDA.

Industry Partner
Your organization is essential to game development.
Make a difference in the community youive helped to
create by becoming an IGDA Partner. Send the message
to game developers that your organization supports the
growth and development of games as an art form, and
backs the community at its roots. Gain exposure with
IGDA members for whom game development is a way
of life. The IGDA upholds the common agenda of game
developers and the game industry. Be a part of that
agenda by becoming an IGDA Partner.

Chris Melissinos (Sun), Bret Mogilefsky (SCEA) and Tim Schafer (Double Fine)
Make a difference stoked about being IGDA members!
www.igda.org/join
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