ie sie erfunden haben. Ganz allgemein gesprochen
sind es immer die geistreichsten, welche die Spiele erfinden und
die DUmmsten, welche diese Spiele am besten spielen.”

Gottfried Wilhelm Leibnitz (1646 - 1716)
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TOP 20 SELLING COMPUTER GAMES oF 2005 BY UNITS SOLD
RANK TITLE RATING
1 WORLD OF WARCRAFT
2 THE SIMS 2: UNIVERSITY EXPANSION PACK
3 THE SIMS 2
4 GUILD WARS
o) ROLLER COASTER TYCOON 3
b BATTLEFIELD 2
] THE SIMS 2 NIGHTLIFE EXPANSION PACK
8 MS AGE OF EMPIRES Il
9 THE SIMS DELUXE
10 CALL OF DUTY 2
11 CIVILIZATION 1V E
12 HALF-LIFE 2
13 MS Z00 TYCOON 2
14 DOOM 3
15 HALO: COMBAT EVOLVED
16 MS Z00 TYCOON: COMPLETE COLLECTION
1] MS FLIGHT SIMULATOR 2004: CENTURY OF FLIGHT
18 THE SIMS: UNLEASHED EXPANSION PACK
19 WARCRAFT 11l BATTLE CHEST
20 ROME: TOTAL WAR

Source; The NPD Group / Point-of-Sale Information
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BEST-SELLING COMPUTER GAME SUPER GENRES

BY UNITS SOLD, 2005

3.7% Sports

4.7% Action

5.8% Adventure

— 30.8% Strategy

12.4% Role-Playing

14.4% Shooter

— 19.8% Family & Children’s

Source: The NPD Group / Point-of-Sale Information




10
11
12
13
14
15
16
17
18
19
20

TOP 20 SELLING VIDEO GAMES oF 2005 BY UNITS SOLD

TITLE PLATFORM
MADDEN NFL 06 PS2
GRAN TURISMO 4 PS2
MADDEN NFL 06 XBX
NCAA FOOTBALL 06 PS2
STAR WARS: BATTLEFRONT II PS2
MVP BASEBALL 2005 PS2
SW EPISODE 1I1: SITH PS2
NBA LIVE 06 PS2
LEGO STAR WARS PS2
STAR WARS: BATTLEFRONT I XBX
WWE SMACKDOWN! VS RAW 2006 PS2
GOD OF WAR PS2
MIDNIGHT CLUB 3: DUB PS2
STAR WARS: BATTLEFRONT PS2
NEED SPEED: MOST WANTED PS2
SOCOM 3: US NAVY SEALS PS2
GRAND THEFT AUTO: SAN ANDREAS PS2
TONY HAWK AMERICAN WASTELAND PS2
RESIDENT EVIL 4 GCN
CALL OF DUTY 2: BIG RED ONE PS2

Source; The NPD Group / Point-of-5ale Information
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BEST-SELLING VIDEO GAME SUPER GENRES

BY UNITS SOLD, 2005

Fighting
Role-Playing

Children & Family — E — 30.1% Action
Entertainment -

Shooter

11.1% Racing 17.3% Sports

Source: The NPD Group / Point-of-Sale Information




Edutainment
$322.6 Million

Console games

$4 .6 Billion
PC games

$1.42 Billion

Console vs. PC game sales

Source: NPD FunWorld“and NPD TechWorld™
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http://www.rockstargames.com/
mailto:pmz@ct.heise.de
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Softwareentwicklung ist schwierig

e Durchschnittlich 100% e
aller 1T-Projekte e
tiberziehen den 107-290% Cancelld

Projektplan 16% 29%

e Etwa 25% aller

Projekte werden 51-100% Late '
erfolglos abgebrochen e
21-50% Late
8%

LESS tha UI‘I—TimE

20% Late 26%
6%

Umfrage IT projects USA/2003;
nach McConnell 2004



Project Lifecycle Cost

B Typical Project
(Pathological Project

B Advanced Project
(Healthy Project)

" Unplanned rework

Process overhead

Relative Effort

Requirements Architecture Detailed Construction Testing and
Design Debugging
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Innovative Interfaces
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Innovativer Sound

Aquarium

Phone
s _Paper

Table

Chair
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Allgemeine Trends
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