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  Introduction xxv
  Tolstoy wrote, “Art is not a handicraft, it is the transmission of feeling the artist has experienced.” Great art doesn’t simply entertain you—it does that, granted, but it does more. Art changes your life. In the next decade, we will see videogaming’s Birth of a Nation and the Citizen Kane of the console generation.
  Bliss it is in this dawn to be alive!
  —Dave Morris London, England, July 2003
  xxvi Game Architecture and Design: A New Edition Introduction to the First Edition
  The philosophy behind this book is simple, stark, and absolutely true. If you are failing to plan, then you are planning to fail. Of course, games are unique. Game development constantly throws up unexpected issues. Coping with accelerating technology is like holding onto the tiger’s tail. Worse, sometimes the client revises their requirements halfway through. But these are not reasons to forego planning. A good design provides a goal to aim for that will guide you when changes are unavoidable. Frequently, the design anticipates at least the domain of future changes. A full project plan establishes a framework for change. Planning does not end where development begins. Rather, you sustain the plan through any changes that need to be made so that, although the target may shift, you never lose sight of where you’re going. So, yes, games are unique. For that reason, they require a unique kind of planning. That is the methodology that we have set out in this book. To illustrate these points, we make copious use of case studies. These are based on common circumstances in the industry, but are fictional—any similarity to real company or product names is unintentional, except where explicitly stated otherwise. (In addition, we have refer- enced several trademarked games and replicated trademarked images such as Pac-Man, owned by Namco. These references are included to enhance the instructional and visual delivery of game concepts specific to this book and should not be construed as a challenge to such trademarks.) Who should read this book? The short answer is everyone who is, or intends to be, involved in game development. All members of a team can benefit from understanding each other’s area of responsibility. However, each section addresses issues specific to one part of the development team. We recommend that you begin by reading the section of primary relevance to your own expertise.
  Introduction xxvii
  Part I: Game Design The book treats pure game design separately from architecture and formal planning. The game design constitutes a feature-based description of the end product that can
  be used as a shared creative vision by the whole team. As development progresses and change becomes obligatory, it is the designer’s task to evolve the game design also so that the intent of the project remains clear. We reject the assertion that gameplay is entirely unpredictable and thus cannot be designed. In this section, well-understood techniques from game theory, mathematics, and creative writing are applied to the design process in order to elaborate a develop- ment model based on successive iterations of the product.
  It is clear that many games contain a spark of gameplay brilliance that could have been nurtured into a flame if the designers better understood the basic issues of gameplay.
  Part I shows you how to achieve this in your own designs. Part II: Team Building and Management The book advocates formal process because we have found it to work. Many develop- ers are wary of formal process because they fear it will lead to bureaucracy and over- management. In fact, the reverse is true. Consider an analogy. In the Japanese martial arts, much emphasis during training is placed on constant repetition of predefined sequences of movement, called kata. The student may wonder how a formal routine of countering blows to the head, chest, and abdomen can possibly be of use in the infinite combinations of moves that can occur in real-life. And then, one day, somebody takes a swing at you and your arm comes up to block. You didn’t even need to think about it. Similarly, we espouse the application of formal process precisely because it lessens the need for management. Instead the emphasis is on honing everyone’s skills as part of a team, with the developers themselves taking responsibility through self-management. Thus, Part II details simple, common-sense procedures that are easy to adopt and will soon become second nature. The payoff will be seen in increased efficiency, reliability, and team morale.
  xxviii Game Architecture and Design: A New Edition
  Part III: Game Architecture The architectural plan of the project is the point of contact that draws together the
  conceptual, artistic or gameplay factors with the technical requirements. Envisage the design as an ideal view of what the game should be. The architecture maps out how to converge reality with that ideal view. A perfect architecture should aim to achieve all of the following:
  Modularity
  Separating the project into completely encapsulated modules allows each to be independently tested, modified, or replaced without impacting the rest of the system.
  Reusability
  Reinventing the wheel every time makes no sense. Modules should be designed to be extensible and portable so that they can be plugged into other projects.
  Robustness
  A high degree of reliability is best attained by building architecture free of module interdependencies. The final goal is a meta-architecture capable of building games that are always able to function in unexpected circumstances—in short, that are crash- proof. Though such a goal is considerably beyond the scope of this book, the subject is treated in an introductory manner by means of object-oriented design patterns.
  Trackability
  The project plan is derived directly from the architecture, yielding a schedule that allows realistic measurement of progress. Projects fail because of poorly thought-out architecture that fails to assist in creating the intended game or, worse, constrains development in an unsuitable format. We show how design shades into architecture, which shades into the technical design and documentation, which in turn shades into code—as a continuous cohesive process always directed towards the (evolving) vision described in the game design.
  Introduction xxix
  Part IV: Appendixes Here we use real-life projects as case studies to illustrate the techniques of the book. We show how to begin with a feature-based description of the desired end product—
  the vision document that we call the gameplay design. When this is mapped to a logical abstraction of the game environment then you have the software plan, which describes discrete modules of the game and how they will interface. Finally, the details of imple- mentation are added to create the technical design of the project. Then the coding starts.
  Summing Up
  Game developers are the most enthusiastic, creative and motivated workers in the soft- ware industry. But they have been ill served by the development models in place today. Too often, the development teams are left baling water when it would make more sense to fix the leak instead.
  Many development houses have finally seen the need for change, but few know what changes are needed. In this book we set out a new development model for game soft- ware. Beginning with the core concept, the book covers all you need to know to organ- ize a team, plan your project, and commence development with confidence.
  Rest assured, these are not abstract theories. We have applied our methodology in practice with great success. This development model is one that works. Our aim is to tell you how to fix that leak so that you can get on with the important business of cre- ating games. Good luck!
  xxx Game Architecture and Design: A New Edition Conventions
  This book follows a few typographical conventions: ➤ A new term is set in italics the first time it is introduced.
  ➤ Program text, functions, variables, and other “computer language” are set in a insert example from book here fixed-pitch font—for example, .
  ➤ Code lines that do not fit within the margins of the printed page are continued on the next line and are preceded by a code continuation character ➥.
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  First Concept

	Originality • Feasibility

  his chapter focuses on how to assemble the basic game- play treatment, which is really just a document of no T more than five or six pages. It is a proto-manifesto to communicate your concept for the game, and, most of all, your feeling of what the game would be like to play.
  Eventually, the treatment will grow into a full specification for the game, but writing this initial treatment will help you solidify your thoughts. You can return to the treatment later, whenever you feel in danger of getting lost in the details of the design, to get back on track with your original idea. Even better, the treatment is something you can use to sell the game to others—the publishers, programmers, and artists who will be developing the game.
  To begin, you’ll learn ways to find, shape, and refine your concepts. We’ll view a sample treatment and examine why the game took the form it did.
  The Shock of the New The designer’s job is to create something new. Everybody thinks his or her job is difficult, but this one truly is. The poet from the Book of Ecclesiastes says, “Under the sun there is no new thing.” If the statement is true, isn’t it the kiss of death to creativity? Why bother to try to create anything if it isn’t going to be original?
  4 Chapter 1
  Of course, it’s not all bad news. Occasionally there is the opportunity to rework one of the old ideas in completely new ways, and we are lucky to live in an age that is rife with these opportunities. The advent of computers has allowed us to formulate, calculate, and express our ideas in new ways. And the field of computer gaming has provided us with a new means of recreation, taking all the old ideas and obsessions that have occupied mankind since long before Ecclesiastes and giving them a new spin.
  Artists of every generation have drawn on the ideas and works that have come before them. Your own creativity is a result of the sources that you borrow from, the unique mix of ideas that synthesize in your own work. And there’s something else that’s encouraging to the creative artist. Ideas aren’t like seams of ore; you don’t deplete them and then they’re gone. Rather, they’re like living things. Ideas that are overused can become inactive for a while. They regenerate. So when you’re searching around for a first concept, take the path less traveled. Start by looking for inspiration where others haven’t been for a while. Bad game concepts are mere plagiarism: “I’m going to do Command &amp; Conquer but with more light-armor vehicles.” Good game concepts bring something fresh: “It’s a Frankenstein strategy game where you plunder graves and battlegrounds for spare parts.” Some ideas may be just too plain wacky to work, which doesn’t necessarily mean that they are bad ideas. Maybe their time has not yet come, either because the technology isn’t there (Wolfenstein came first, but Doom did all the business) or because the market has not yet been created. Would we have been ready for Pac-Man two years earlier?
  The Creative Road Map
  There are three kinds of skill involved in creating any new work. These are creativity, craft, and technique. They are quite different from each other, but they overlap. Take painting. The first step is to decide what to paint. Then you plan how you’re going to do it, probably by sketching out a rough in charcoal. The third stage is the actual brushwork.
  First Concept
  5 In creating a game, the stages are: concept, structure, and design. For example,
  suppose you wake up one morning with the idea of doing a game based on War &amp;
  Peace. That’s the concept. Next you decide that because war lends itself to action—and
  hence interaction—you will focus the gameplay itself on the periods of conflict. The cutscenes will be flashbacks to a time before the war. Hence the cutscenes won’t fit chronologically in place with the game levels, their purpose being not to advance to “plot” of the game but rather to give context to the action in the game levels by gradu- ally revealing the characters’ backstories. That’s your structure. Lastly, you start plan- ning out the core game mechanics—what the player sees on screen, the actions he or she can take, the objective, and the “play intent” of the game. And that’s the design.
  In most art forms, the third kind of creative ability is relatively common. Many painters, given a plan to work from and regular direction, can execute the details of the work. This is how the great artists of the Renaissance were able to create such prodigious works—they had a staff of brush technicians and paint mixers working under them.
  The ability to structure a work is less common—but it can be learned. A host of books on how to write bestsellers or hit screenplays all exploit the fact that you can teach somebody how to structure. Hollywood movies tend almost exclusively to use the three-act redemptive, or restorative, story structure because it is a formula that works. It might not make a great movie, but it’s like a table that you store in your garage. As long as the legs are the right length and the surface is planed smooth, it may not win any design awards, but it’ll do for stacking your tools on. The first skill is raw creativity. Almost by definition, it is extremely rare. It’s also not something you can learn, although you can hone creative ability if you have it to begin with. There are many things that can go wrong with game development, but perhaps the most common and avoidable pitfall is a lack of creative vision. The successful games companies are the ones that recognize that their business is entertainment, not software:
  
“Bruno Bonnell, Atari’s chairman and chief executive, maintains that the [games] 
 business—worth some $30 billion (£18bn) worldwide at retail prices—is breaking free  of its hard-core audience and penetrating the mainstream market. Accordingly, he says: ‘We need technical and entertainment values at the same quality level as in other main- stream media like movies and TV.’”  6 Chapter 1 “This is not an altogether welcome development. ‘I like it and I fear it,’ he says. It has already inverted the basic cost structure of his business. ‘It used to be two-thirds of the budget for technology and one-third for the creative,’ he says. ‘It is now the reverse, and in future it will be a quarter for coding and three-quarters for the entertainment value.’”
  —Christopher Parkes writing in the Financial Times, July 2, 2003
  As competition grows among the leading games developers, the semi-technical skills of structuring and designing gameplay are becoming less important than the raw creativity required to come up with world-class characters, settings, and stories. The future belongs to the shaman. The visionary. The dreamer.
  Having the Idea
  How many industries can claim to deal in daydreams? Dreams are where every game begins. Before the code, before the software plan, before the concept artwork, even before the first document, the game starts life as a spark in the designer’s imagination, and the idea is the single most persistent entity in the game development cycle. It can evolve and develop as the game progresses, but it was there from the start. It is the seed from which the game grows. Just as programmers are often warned not to rush into coding (as we’ll see later in the book), designers must guard against rushing to get their ideas down on paper. When that daydream comes, give it time. Resist the urge to go straight to the word processor. We firmly believe ideas have a gestation period, the time your subconscious takes to mull over the concept and hand it up to you in its raw form. Writing anything down too soon warps the process because it allows your critical and analytical faculties to come into play, which can kill the idea before it’s been fully formed. When you start to hear quotes from the treatment document in your head and when you’re scribbling pic- tures to show what the game screens will be like—then it’s time to start.
  So indulge your subconscious mind and kindle your creative spark. Author Stephen King refers to these subconscious thought processes as “the boys in the basement.” Allow yourself to daydream, but, when you have finished daydreaming, get ready for
  First Concept
  7 some serious effort. Edison said that genius is 1% inspiration and 99% perspiration.
  Well, enjoy this 1%; everything after is pure hard work. We’ll deal successively with the four phases of the creative process:
  ➤ Inspiration—Where to get ideas ➤ Synthesis—Combining ideas ➤ Resonance—Creating synergy from ideas ➤ Convergence—Finishing the concept
  Inspiration
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