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Theory into Practice’”

Single Player RTS Design for Company of Heroes= = =
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By: Erin Daly & Josh Mosqueira




eory}[ or the éake of theory

% Academic _gﬂﬂ,,_w Game Design
* Creatlrlg sign Documentation
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Breakdown of C
# Design -
¥ % of Lead Degigr!e;;'g;:,""
1 SP Supervisor
4 Experie” ~ed SP |

1 Full- Tlm ~1Pupport Programmer
Addit wmi ogramming support for SP features (e.g. Ul)




e 0p of Art Directbr”sf‘tl
1 Environment Art




Approach tQ: SP Design

#* Create a Unique Exp,erlence
#* Single-player is not solo MP
¥ Single-player is not an extended tutorial for MP
* Immerse the player in the action
o Lots of vanety
#* Gameplay am .«_;«rytelllng Nz
# The ‘story’ does!m@”ﬁstop when the cinematics end
- i A
w Executlon over Innovation
* Memorable moments
% Highly leveraged game mechanics

# Shorter but more Engaging
% Smaller amount of custom, highly-polished content




RTSCampald Comparison
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* Dynamic Campaigns (++ hours)




Approach to SP Tools

i COH Single-PIai‘?er WasﬂdeveIOped with:
| # SCAR (lua-based scripting language)
w World Bunder

Data-Driven iools mean more power in thie ¢ ([o]
hands: i - A

* Faster Iteration with little programming support
7 Abllity to create custom content




experimenting :
ive types, enemy behavior, etc.

/ easy to link into core game code
mg small functions can give big benefits

"L . i
an re-use underlying structure between projects (CoH SCAR was built
on DoW SCAR)
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create unique
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Attribute Editor W

Speech Events

Scripting




Hookups

Custom Game
Events

Enemy Behaviour
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S a starting pomt not an end pomt
* Break old patterns of Ilnear mission design”
B

pemgpussems i e

Vbng moments, not Just LEMEE, for the
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Paperless Mission Designs

, Interactive HTML image documents vs. linear
aper designs. . o

# A 2d as 15t *Prototype’ of the Mission.
,;%%Enco aged feedback

“More visual = more accessible




*derlylng ga@e mechanics to maximum
' .
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Screenshot of SIT-REP Screenshot of TOWN HALL
showing town hall 45" Collapsing

Screenshot of M04 SCRIPT Screenshot of arty 2
showing town hall
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: W{I Hall Att

Screenshot of AXIS moving in

Screenshot of arty 1 TOWARDS the TOWN HALL

Screenshot of AFTERMATH Screenshot of TOWN HALL
showing town hall iIn RUINS










_» Paper designs
~ * Environment Layout
* Scripting
. Speech events
. Integ[ n & Coordination w/ other depts

- i"ussmns : &
| Bas lteration *

. Show Excel of the Process S

ko %nt mission review meetings
#* SP Supervisor & Lead Designer playtest frequently / add to bac <log
# Mission Backlogs for tracking tasks

« Show Backlog example -
# Brown bag lunch sessions for feedback from design team ,zi\ -

# Support Systems

# Programmer . B
#* Role of Lead Designer and Art Director

-




e F.?re-Production o
~« Early concept art helps shape mis
— <image> =
. Paper Design Phase = Full Layout Concep
— <image>
| 1 Layout > Art creates overpaints

g Productnon L
h mission assigned to an Environmental Artist
nd maps back and forth between art and design - Handoff meetings
. Art creates overpaints as missions progress to further guide aesthe&
— <image>
» Design creates overpaints to communicate gameplay-critical aq\
— <image> ‘ . .
» Art Director & Env. Art Supervisor review progress frequently with Env. Artist
» Art Director, Env. Art Supervisor & Envua@.rld mission signoff meetings
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# Make Single P
« Memorable moment
e Custom content
» Highly leveraged ga
. Art lnngved carly a

nilar powerful, flexible tool
S modn‘ymg MP content/mechanics
ime dedlcated SP support programmer

‘ative Process
; Create benchmark missions
» Frequent reviews, iteration with milestones
» Backlogs for tracking tasks & ideas







