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What's in a Map? Getting in the Trenches

M tell bout ot Maps are based upon perception. A map
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TEAM LEAD TEAM LEAD TEAM LEAD of change can also be facilitated by maps.

and directly who reports to whom officially. While
they may bear little resemblance to reality, they still
have utility for our companies.

Maps that have been particularly useful for game
development examine communication channels,
project assignments, asset pipelines, conventions,
employee skills, staffing needs, and industry
positioning. Maps based on observation can improve
our understanding of internal, external, present, and
future organizational trajectory.

Maps are representations of and abstractions of a
perceived reality. As such, it is important to
remember that they are not the real object which
they refer to; they are simply tools to think with.

NAME
LEVEL LEAD

MDL/TEX LEAD
VACANCY

ANIMATION LD
VACANCY

I NAME I
MINI-GAME LD

An Example: A Pre-Production Art / Engineering Conflict
The following is an example based on difficulties between an art and engineering team during A
the pre-production phase of a project. The lead technical artist, located at the site of turmoail, fo
asked me for guidance. Rather nebulously, a problem had been identified and labeled 7
"communication." Though it was part of the problem, it was not our fault-line. \We collaborated,
discussing both of our observations, and realized that the fault-line was actually based on e
disciplinary difference of understanding what makes the project tick.
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We identified four different ways in which the project was being viewed, and mapped them. s @
Each represents different perspectives of the same problem and its subcoponents. They were 5

separated by scale (left pair of images are higher scale and right are lower), and in content (art
or code). We found that artists were typically interested in understanding the game in a way
that favored artistic aspects (represented by the satellite images). Engineers were primarily A
concerned with implementation (represented by the road maps).

One possible resolution would be to simply lay the maps on top of one another, making a <
hybrid. However, this would not be a helpful solution. Attempting to teach your artists about all
of the engineering aspects and vice versa, would be both cumbersome and likely impossible.
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CITIaN 7\ right). At the same time, nor will a lead artist have the details of lower scales. But these
acknowledged differences are necessary for the project to come to completion.
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The solution was to encourage all parties to understand the utility and "correctness" of each
interpretation. While engineers might control the flow of art assets into the game, artists
wanted some information about why an engineer was saying "no." Engineers also needed to
understand why artists were attempting to create certain effects or models. \We encouraged
both groups to understand the differences in their viewpoints and scales people were working
at. This approach provided a new language for discussing future collaborations.
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It's About the Fault-Lines!

Be Respectful of your Existing Maps — oubli Shor Seve lopec who Designers think up _
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observing, mapping, and thinking critically about ) competition.

these issues in your company, you are far more likely
to be successful.

(Production) Assurance Testing

e TN

Experimenting with what and how you map your
organization can reveal new fault-lines.
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Poster Session Time:

Wednesday, March 7, 2007, 1:00 - 2:00PM

Primary Takeaways:

1. What does our company look like?
2. Why does our company look this way?
3. What are the consequences of this typology?
4. How can we make our map better?
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