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Application: Game, Modeler, Level Builder, etc.
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OpenGL / OpenGL ES
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Myths of Game
Development
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“As long as there is still time left on a milestone,
you still have time to add a feature.”

“Polish is something you do at the end.”
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“‘Game designers are like movie directors.”

“‘Game designers tell other people
on the team what to do.”
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“‘Programmers are like movie directors.”

“Programmers only have to implement the features that
interest them.”
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“Multiplayer is just singleplayer with more players.”

“You can make an MMO in 9 weeks.”
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“More work will get done if you work long hours.”
“Working more hours will result in a better product.”

“Your schedule doesn’t affect other people.”
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“If you understand your game, so will the player.”

“It's okay if your gameplay isn’t intuitive
as long as you gave a great tutorial.”
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“If your game isn’t fun at first iteration, you suck.”

“Only bad design teams are forced to cut features.”
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