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Intro

Your design document is more thanjustsomell KAy 3 (G2 &dK2¢ GKS Lzt AAKSNI L

from start to finish. It should be used throughout the design process as a reference for artists, sound
designers, testers, and programmers. It should be the first place people look when they want to know
how something should look or function. It should be easy to find data within it. It should be easy to keep
up to date.

The purpose of a wiki is to be fast and easy. Your GDD should be a living document, maintained
throughout development. So it needs to be kept in a format that allows that.

Using a project wiki to house your documentation is a straightforward way to improve the way design
documentation is used, maintain, and navigated. However, just starting with a plain wiki can lead to
messy confusion with no way to get a document out of it that you can present to a publisher.

To alleviate this, asystem of organizal A 2y FyR | FSg G22fa&a OFly 6S dzaSR
without sacrificing organization and document cohesion.

What is Game Project Wiki: HeatherWiki?
Itis a collection of MediaWiki mods and a system of organization for using MediaWiki to house and
organize design documents.

Why wiki ?

The desired easy access and navigation comes from the web format. Online means A (ie@yito access.
Interlinking allows phrases to connect directly to explanations and details without disruption. A design
document in other formats has a tree structure but with a web format A (just@hatt a web. These
connections make your documentation more usable.

So why not stop at making a website for your document? Well, that comes from the very definition of a
wiki. According to what is probably the best-known wiki, Wikipedia (English), a wiki is:

Awiki is awebsitethat allows the easy creation and editing of any numbéentstlinkedweb pagesia
aweb browsetusing a simplifiednarkup languager aWYSIWY @@&xt editor.

MediaWiki specifically

There are many wikis to choose from. But MediaWiki has the advantages of being free, open-source,
and very familiar. It is the framework used by Wikipedia and all the other projects in the Wikimedia
Foundation. It is also used by Wikia, a very large wiki farm that includes WoWWiki, GuildWiki and many
other gaming wikis. Additionally, there is a vast array of extensions to add additional functionality to
your wiki.

There are many other wiki framewaorks but the one discussed here is MediaWiki.


http://en.wikipedia.org/wiki/Website
http://en.wikipedia.org/wiki/Free_links
http://en.wikipedia.org/wiki/Web_page
http://en.wikipedia.org/wiki/Web_browser
http://en.wikipedia.org/wiki/Markup_language
http://en.wikipedia.org/wiki/WYSIWYG

Why to use wikis

e Searchable find a topic by searching or even find all the pages that talk about something that
you have to change.

¢ Onlinec accessible by employees away from the office

e Easy navigatior clicking links instead of scrolling through pages and pages of text

e Automatically tracks change@vhoandwhen)¢+ A S¢ G KS LI 3SQa adalrasS Fa
only a few clicks. Compare changes and see who is working on what

¢ Templatesg Have standardized tables or layouts for frequent use. Weapon stats can be
displayed in a template which only requires the design to fill in fields rather than draw up a
whole table, remember what goes in it, and repeat it for everything that needs that table.

e Categories; get access to everything that is in the same category as something else with a
single click. For example, one could find out all the weapons that use some effect without having
to hunt through all the weapons in the GDD to find out.

e Optionalinclude- Track more data than you need in a document. You can have more
information on a page that you might not want in the document. You can tag sections of the
LI 3S &2 AdQa y2i AyOf dzZRSR® L yDDDROSthdil Mightweldd Ay F2 Y
to keep it with the objects A {fd®@n the wiki.

e Talk pages Allow employees to comment on sections alongside the topic. L {ir(ize same wiki
so they can link to what they are referring to, changes are tracked, and the whole conversation
Ad NBO2NRSR® ! LINPIANFYYSNI YAIKG LIaS | ljdzSadaz
explanation is now available on that page for anyone else who might need that information.

Additional features from the mods

HeatherWiki
e Simplereorganizaton¢R2 OdzySy 1 Qa G NBS & dNHzOGdzNBE OFy ©6S NBI
e Automatic document generation ¢ use the index to build a document that has a traditional
format for submission to publishers and traditional navigation
¢ Instant access to structural information ¢ automatically tracks a sections location in the
document and makes that available.
e Automatic categorization ¢ automatically shows a parent section as a category
e Automatic display of subsections ¢ view all the child sections of a section on the same page
e System for organizing documents

Future features

These features are demonstrated in the latest project but not currently set up to be distributed.
e Generateastaticversionc Kl 4 Aay Qi dzLJRIFI0SR ¢KSy GKS aSOUAzy
e (Generate additional documents

How HeatherWiki works

One wiki per game
This system is based on have a single wiki devoted to your game. The main reason for this is because
many design documents for different games will have similar sections. For example, a section on player



Y208YSyi® 1 F@Ay3d 2yS 6A1A LISNI IFYS YSIya GKE G

the section is referring to. This makes navigation much simpler. This is also part of what separates this

aeausSy TNRY (GKS 3ISYSNI fdzadY@RAZ2 0 ANE BO5$E sdape

Sections per page

Your document is broken down into sections for each topic. Sections of a document each get their own
page. This requires that there are no sections in any documents that have the same name but different
content.

Automatic generator

With each section getting its own page, there must be a way to get an entire document and give it some
structure. This is handled by maintaining an "index" or table of contents that lists all the pages in your
document with the structure of the document. That index is used to generate the entire document. To
change the structure of the document, you don't have to copy and paste sections or run around
changing any section numbers used for reference. Instead, you merely rearrange the index.

The generated document will reflect the structure indicated by the index at the time of generation.
Content in those sections will be "live", however, as it is used with inclusions. So if | change the content
of that section, it will show up in the generated GDD.

Static documents can be generated which will not update at all if you want to keep a record of the
document as a milestone. (This is not available in the current version but is demonstrated on The Trifs
wiki. )

Editing Design document index

Bz |an @A |~ | el —|

<index>
K . 1.2 Authors

[[GDD]]
Heather Arbiter, Jay Austin, Kapish Rawat, Ji

= Document overview =
== Game name ==
== Authors ==

= Overview =

== Tone words ==
== Game concept ==
== Look and feel ==

2 Overview

== Features == This section presents and overview of the game.
= Narrative =

== Background == 2.1 Tone words

== Setting ==

=== Madness world ===
=== Real world ===

== Characters ==

=== Akinsanya ===

=== Brad ===

=== Holly ===

=== Vikram ===
==Dialog==

= Mechanics =

== Player movement ==
===5Speed ===

"Mock Sumvival", Teamwork, Comedy, Horror

2.2 Game concept

A new virus has developed on the Tanzanian :
short lived (hours) the infected suffer form vivic

1.Index corresponding to built document



Section references

While the wiki uses internal links to allow easy navigation, printed versions need some other way for a
person to find referenced data. Section numbers based on the hierarchy of the index are maintained for
all pages. That number is displayed on the page itself, in any display of subsections, and in the generated
document. Therefore, only a table of contents needs to be updated when you recreate the document
for printing. These numbers can be added any time via templates. For example: {{see -
section|Mechanics|further details on this subject}} yields (seesection 3.2; mechanics
for further details on this subject)

Document Info box

The document info box is automatically displayed on all pages that correspond to sections in the design
document. This tells anyone who looks at the page that it will show up in the document and where in
the document it will appear.

Combat

Document info [hide]

This page contains textthat is part of the design document for The Trip. This page corresponds to the following section in the The Trip: 4.5

2.Document info box, automatically displayed

Subsection display

Keeping all the sections one per page can become overbearing when there are many small sections. So,
when someone views a super section, all the subsections will also be displayed. This way, if you want to
see mechanics and everything in that section, you only have to go to that page.

Actions

Document info [show]

This section describes the actions players can make while in game. Controls and button mapping is discussed in the controls section. Peripheral specific attributes are discussed in the
peripheral section
Subsections [hide]
4.2 Actions
This section describes the actions players can make while in game. Controls and button mapping is discussed in the controls section. Peripheral specific attributes are discussed in the
peripheral section.
4.2.1 Pick up [edit section]
= Peripherals can be picked up with the pick up button
= This will pick up a peripheral from the ground if itis in range.
= Players must be nextto the peripheral in order to pick it up.
= Ifthe playeris already holding a peripheral, the peripheral must be dropped first. (pick up and drop are the same button)
= The same rules of picking up peripherals also apply to picking up fuel
4.2.2 Drop [edit section]
= Aperipheral thatis held can be dropped at any time with the pick up button
= It will automatically be dropped when the player begins pushing the generator (it will not be dropped if the player presses the grip button while they are out of range of the
generator)
= Itwill automatically be dropped when the player draws a stored weapon (it will not be dropped if the player presses the store button while they do not have a stored weapon)
= When the peripheral is dropped by pressing the pick up button, the hand gun is drawn.

3. Document info box, automatically displayed



Making use of wiki features

Categories

Any section that is a subsection of another section belongs in the category of its super section. For your

primary document, this will be done automatically. So Johnny McSample gets his own page which
belongs in Category:Characters. In a normal design document you have easy access to the section

Johnnyis in.

However, if you want only characters that wear red hats, you can add the extra [[category:wears red
g2N)lAy3 2y (GKS

hatji2 SIF OK 277

1K24S®d ¢KSy |y

I NI A &

characters to figure out which ones the red hat needs to look good on.

Templates

Templates are another reason to use MediaWiki. While, my modifications use some simple templates to

get section numbers of pages and other such text, the beauty of templates is native to MediaWiki.

With templates, you can input all the data about something without having to worry about how it will

be arranged. The arranging of that data is handled by the template. Changes to the template cascade to
all pages that use the template. So if you have a template for weapons, you can standardize a stats chart

for it, rearrange it when you want to add more info, or highlight fields that still need to be filled in.
Additionally, you can quickly find out what pages are using the template.

Template:Character

Editing Akinsanya

B|Z|ab =iy =

{{character

|name = Akinsanya

|home = Kigoma, Tanzania

lage = 42

|height = 5'6"

|weight = 145 1lbs

|skin = Dark

|hair = Short, close cut

|blood = A

|description =
Originally from Kigoma, Tanzania, Akin:
and safaris through the Serengeti and I
is fairly proficient in British Englisl

{{{name}}}
JHometown {{{home}}}
Age {{tage}}}
Height {{{height}}}
Weight {{{weight}}}
Hair {{thair}j}
Skin Tone {{{skiny}
Blood type {{{blood}}}
Template

Multiple documents

Template Input

4 ¢SYLX FGS LI 3ASsS:s

Hometown
Age
Height
Weight
Hair

Skin Tone

Blood type

Physical description

Akinsanya
Kigoma, Tanzania
42
56"
145 Ibs
Short, close cut
Dark
A

Short and slender but also fit.

K2g AlQa dzaSRX | yR

Result

Currently, these mods only allow for one document*. However, The Trifs wiki illustrates multiple
documents with one "active document”. The active document is the one that is used to tell which
section a page is in, show the document information box, and show the correct automated categories.

In future iterations, the wiki will handle multiple documents more elegantly so structural information

about a page will be shown for any documents it is part of and automated displays (info box, categories,

and sub sections) will be shown no matter what document a page is in.



*Multiple documents can be used, but you have to change the document name and target to say which
one you want to be the active one and then generate from.

Variable name templates!

These are the most complicated bits of wiki technology you will find me recommending. On the one
hand, they add an extra obstacle that can slow down editing and aren't easy to set up at first. On the
other hand, they let you store all the information about an object in one place and then access it to
arrange it in other places.

For example, | have some game object with all its stats, its audio and visual info, full description, etc. |
might want to keep that all in one place. However, | don't want the in-depth art and audio details mixed
in with the object's mechanics in my GDD, nor do | need that in my art bible or audio GDD. Finally, |
might think it handy to get some of those stats in a chart with other objects' stats.

S 1ITOWIGI WY @I Y PISICIGHLGS Iy OISt 1Y LUILNULUIS Uy Uut

page discussion edit history delete move protect watch latex/pdf

Flame thrower

Document info [show]

[edit peripheral &]

The flame thrower hurls a jet of flame wherever it is aimed. It is very powerful, doing damage to friends and foes so it consumes Flame Thrower
large amounts of power. It functions much like a normal flamethrower.

Flash screen info
i aeroset-bug-spray

Flash text loie (it

flamethrower.
HESh, ¥ Bright light and delicious barbecue. ..
description w
Flash controls Its a c}ose rangg weapon, fire it up

but mind your friends.

(see section 10.1.1.1.1 Pick up flash for more info on where info in| Fuel draw (fis) high
ithis box appears) "
Fire range (wu) short and wide
Type Weapon peripherals
X Damage High
Flame Thrower art info [edit peripheral ]
= 7 > 5 = D. ge type Fire damage
Physical Looks like a large stick with a can of bugspray mounted on the end from where flames will be
description emitted. Analog Can of bug spray
Analog Can of bug spray ~ Mount position Standard weapon mount Poly count 2000
Flame Thrower concept art [edit]

5. Actual object page: shows mechanics and art info along with all the concept art (not depicted)

! Not a technical term. See also http://meta.wikimedia.org/wiki/Help:Advanced templates



http://meta.wikimedia.org/wiki/Help:Advanced_templates

5.4.2.5 Flame thrower [edit section]

[edit peripheral &]

Flame Thrower

The flame thrower hurls a jet of flame wherever it is aimed. It is very powerful, doing damage to friends and foes so it
consumes large amounts of power. It functions much like a normal flamethrower.

Flash screen info

Elastifost Ignite that aeroset-bugspray
flamethrower.

Flash Bright light and delicious

description barbecue. ..

Flash Its a close range weapon, fire it

controls up but mind your friends_

(see section 10.1.1.1.1 Pick up fiash for more info on

Fuel draw (f/s) high
s e R oeones) Fire range (wu) short and wide
Type Weapon peripherals
Damage High
Damage type Fire damage
Analog Can of bug spray

6. GDD shows this part of the object, mechanics only

Flame Thrower art info

Physical Looks like a large stick with a can of bugspray mounted on the end from where flames will be
description emitted.
Analog Can of bug spray Mount position Standard weapon mount Poly count 2000

Flame Thrower concept art

/

i

-

7. Art bible shows this part of the object (addition art not depicted)

e |

Moneyle's concept art

To do this, instead of keeping the object's info on its normal page and using some standard template, |
keep it on another template using yet another template.

This is what Template:Flame thrower looks like. The red circle shows the small piece of the template
that will allow a passed parameter to change thename2 ¥ G KS GSYLX F S 6KSy AidGQa N
AG Gl NIIé¢€ +Fa F LINFYYSGSNIFYR AG oAttt dzasS ¢SYLX | GSY



Editing Template:Flame thrower

| fuel draw = high
|fire range = short and wide
|analog = Can of bug spray
| type = Weapon
|damage = High
|damage type = Fire
|image = Flame thrower model.jpg
|£flash text = Ignite that <s>aerosol bug spray</s> f
|flash desc = Bright light and delicious barbecue...
|flash controls = Its a close range weapon, fire it
|description =
|The flame thrower hurls a jet of flame wherever it is &
|large amounts of power. It functions much like a normal

|poly = 2000
| mount = Standard weapon mount

|visual =
8. Template use of variable names

So | can use {{Flame thrower}} for gdd version, {{Flame thrower|art}} to get only the art version. On the
page for it, | have both although only allow the former to be included in the design document:

Editing Flame thrower

{{flame thrower}}
<noinclude>
{{flame thrower|art}}
</noinclude>
9. Making use of veable templates and optional inclusion

Variable name templates are used in the Indie production guide on the IGDA wiki
(http://wiki.igda.org/Independent Production_Guide). It is used to display information on various
distribution channels on their respective pages and in comparison tables for quick reference.

An excellent example of variable name templates can be seen with skill boxes and quick references on
Guildwiki (http://quildwars.wikia.com/wiki/Main_Page).

This technique has to be handled manually and does add an extra layer of complication currently,
K26 S@OSNE 2 ynotdardifosaiteardzbliet udedit@using this.


http://wiki.igda.org/Independent_Production_Guide
http://guildwars.wikia.com/wiki/Main_Page

Getting Started

How to get started
e Set up a standard MediaWiki install
e Get your team on the wiki
e Add the HeatherWiki mods?
e Setupyourindex?®
e Begin filling in pages

How do | get my team to use it?

1. Use it from the start. Set it up during brainstorming and start making pages right off the bat. Use
it as forums to discuss designs and comment.

2. DSG GKSY O2YF2NIlo6tS 6AGK 6A1A aeyilE® ¢KSNB
long. One idea to get them working with it is to have them create user pages

3. Treat it as the source of information. When someone asks how something works that is in the
wiki, send them there.

4. If someone has a question that isn't on the wiki, put the answer on the wiki and send them
there. This way its available for everyone else.

How do | know if | should bother?

Size. If you have a large, complex document, a wiki will help it seem smaller and more manageable. If
you have a large team working on your documentation, a wiki makes it easier to collaborate. If your
game is going to take a long time to complete, a wiki is a great jumping off point for new employees and
is much easier to rearrange if your game changes.

How do | get a document | can give to someone?

Use the wiki to view a printable version of the generated design document. The generated design
document contains all sections in the structure indicated by the index. Copy and paste the printed
version into Word. For best results, copy and paste from Chrome. This generally produces a well-
formatted design document.

2 http://heatherarbiter.com/heatherwiki/index.php?title=HeatherWiki:Setup
% http://heatherarbiter.com/heatherwiki/index.php?title=HeatherWiki:Using the index



http://heatherarbiter.com/heatherwiki/index.php?title=HeatherWiki:Setup
http://heatherarbiter.com/heatherwiki/index.php?title=HeatherWiki:Using%20the%20index

4.2.5 Store

A Weapon peripherals can be stored on a player's back.

A If the player has no weapon stored, this will store the weapon they are holding and draw
the hand gun

A If they player is holding a weapon and has one stored, this will swap the weapons (store the one
held and draw the one stored).

A Stored weapons are visible laying across the characters' back as if hung on a strap.

4.2.6 Draw

Drawing is the act of removing a stored weapon. It can also refer to the act of taking out the hand gun
(which occurs whenever the player has nothing else in their hands).

A If the player is holding the hand gun and has a stored weapon, this will put away the hand
gun and draw the stored weapon

A If the player is holding a non-weapon peripheral and has a weapon stored, this will drop the
held peripheral to draw the stored weapon.

A If the player tries to draw while already holding another weapon, they will swap weapons (held
will be stored and stored will be drawn).

10. Output from copy and paste of document into Word

My studio already has a wiki
Many studios use wikis to house important information. Wikis are a great way to keep a repository of
knowledge on your studio and its practices for especially for indoctrinating new employees.

What makes this different is that it is a system that devotes a single wiki to a single project. This is not a
wiki for the studig this is a wiki for the gameyou are working on.

One advantage of having a new, separate wiki, is the potential use post-production. You can export
content from your production wiki and use it to create a fan wiki and start building a place for your
3 YSQa O2YYdzyAde NARIAKG gl eo

If you already have another MediaWiki set up there are a few ways to integrate the idea of one-wiki-

one-dl YS® CANRGT @&2dz Oy aSié GKS gAlAa dzLl % + GoAi.
.Second, you can make a separate wiki, but just use single signonforS Y LJX 28 SS&a 64SS daL gty
Ydzf GALX S 6A1Aa3 odzi 2yf e NBI dX)MBotheiBeAiktakedg G A2y 2y O
everything on the same wiki but use different namespaces. This means that the content from each game

will need to have the namespace (Namespace:Page name) in front of it which means additional

* http://www.mediawiki.org/wiki/Manual:Wiki family
*http://www.mediawiki.org/wiki/Manual:FAQ#l want to have multiple wikis.2C but only require registration
once



http://www.heatherarbiter.com/capstone/index.php?title=Store
http://www.heatherarbiter.com/capstone/index.php?title=Weapon_peripherals
http://www.heatherarbiter.com/capstone/index.php?title=Hand_gun
http://www.heatherarbiter.com/capstone/index.php?title=Draw
http://www.heatherarbiter.com/capstone/index.php?title=Draw
http://www.heatherarbiter.com/capstone/index.php?title=Hand_gun
http://www.heatherarbiter.com/capstone/index.php?title=Store
http://www.heatherarbiter.com/capstone/index.php?title=Hand_gun
http://www.heatherarbiter.com/capstone/index.php?title=Hand_gun
http://www.mediawiki.org/wiki/Manual:Wiki_family
http://www.mediawiki.org/wiki/Manual:FAQ#I_want_to_have_multiple_wikis.2C_but_only_require_registration_once
http://www.mediawiki.org/wiki/Manual:FAQ#I_want_to_have_multiple_wikis.2C_but_only_require_registration_once

2PSNKSIFRX odzi @2dz Oly y2¢6 dzaS 2yS 6A1A 0asSSsS al 2s
FAQ®).

Case Study:The Trip

The Trigs an in-development game being developed by HeatherWiki creator, Heather Arbiter and three
other graduate students at RIT. The Tripuses MediaWiki and the HeatherWiki system to store all of its
documentation including:

High Concept Document (HCD) (Treatment)
o Concept, scope, business case
e Game Design Document (GDD)
e ArtBible
0 Guidelines for artists
e Technical Design Document (TDD)
o Tools, architecture, coding standards, etc
e Game Production Document (GPD)
0 Schedules, meetings, milestones
¢ Individual Research Documents (IRD)
0 Additional project requirement for RIT

For this project, functionality was expanded to contain multiple documents and variable name
templates are used for some features. The former is not part of the distributed version of the extensions
(currently) and the latter does require someone more familiar with wikitext and a deeper understanding
of how templates are used.

This project is a great example of a team learning to use the system and not leaning on a single person
who knows wikis to do all the wiki work. It shows how the system can be implemented and how to take
advantage of it to organize the same data in multiple ways and how using the index can save time when
the structure of the document needs to be changed.

The screenshots in this paper come fromThe Trikd A1 A @ ¢ KS OeyieSy (R SAES { 24 ySINE
Heather Arbiter, Jay Austin, Kapish Rawat, Josh Wilson.

More Wikis
e Capstone (The Trip- http://heatherarbiter.com/capstone
e Sierra - http://heatherarbiter.com/sierrawiki
e Tango - http://heatherarbiter.com/tangowiki
¢ Shelf Life (main project wiki)- http://heatherarbiter.com/heatherwiki
¢ Revenge of the Duzzles (first project wiki)- http://heatherarbiter.com/mediawiki

Ownership of the game content for these wikis is indicated on the main page of each wiki.

® http://www.mediawiki.org/wiki/Manual:FAQ#How do | add extra_namespaces.3F



http://www.mediawiki.org/wiki/Manual:FAQ#How_do_I_add_extra_namespaces.3F

About

HeatherWiki was developed by Heather Arbiter after attempting to use MediaWiki to house a design
document without a system or tools available. Building on that experience, experiences with design
documents in general, and experiences with MediaWiki, Heather was about to build a system during
two independent studies on the project.

Heather gained her experience with MediaWiki by working on GuildWiki, the original, unofficial wiki for
the game Guild Wars. There, she served as sysop (standard administrator) and bureaucrat (top-level
administrator) participating in discussions on policy, content and formatting.



