22

SP172:

Physical Systems [

Design

in Conflict Simulations

It the past year, the Art & Production
Departmant of SPI has heen involved in almost
twio dozen major game projects |t has been in
Hus yoar that SPL products have taken on a
mielured, Highly  developed “look” and  ex-
pressad a dofionte pomt of wiew with regard 1o
Ihe design of physical systems i games
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1 ["lllll-v‘!lllll‘j, mtegrating, and displaying
game mioemation

syatoms design s composed of two

2 Prowviding a congeral physical envitonment
tor the game design and the play of the game.

The toregomeg may sound ke a pretentious

by Redmond A. Simonsen

over lechimicalizaion ol a basically straight- game to the next This allows the
furward, uncomphcaled activity It is not. In designer 1o
fact, of the m ures of success of a yamies may be placed. This s
physical system s its apparent ssmplicity, and bocause 11 reduces the
pncblrusen Good physical design s like the playar N
tactiulness vou only notice 10 swhien 0 sn’ medlularzid Clution
there And ju substructure of tact 1s profiems Hf every new game
Lokt o ¢ w sob oof relatonships and c:‘ln-alunv:v! from the ground up,

nsidera oo s physical design ol a @ aboul four games a year nst
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simulation genre s the tact that it 3 simple but specalized rules-language,
there are majpr ponts of similanty from one than the chance of arror and contradiction

} gamram

§ phvsﬁualw
produced. Some
1 - just think

magie? spell over a ‘pla of paper and
voila — a game!
If mnly it _wsrg S0,

i ial p
given game,

Step 2 — The A‘ﬂ digests the game (and
,son u( plays it out in ms mmd) in an

natc‘has any
nwnunw’ At this

P |
twwmtzr.
St 3 Thgms:nfastafmemiesmset

Sﬂep 4 Th raw mp‘e P
corrected and turned back

Mep 5 - The a‘rtm will layout and emauu@a

far the counters).

nﬁﬂw artist may be

ng and ﬁmﬂmg a m:u

imm @ lewmw&d S 'the ﬁna\l amma'“_. [

Siep 9 - The metalw

prsss and r W
to check out the j
running, the sheets
the press at a rate

all psrallkl 10 ths page. lhvpa is
I’ne( by a fe faw hundmtm ‘af an inch

Erap ﬁl‘

ates and so ?ﬁa; iﬁ according
'inslweﬂuﬂs uf the ‘ntkr d the Al

‘must register (precise
mam bﬁnrni

'he mechanicals are proofread
s @ made:ylmuu ‘can al

g wreng. with @
mmm.

Step 7 — - The mechanical is turned over to
the camera house where a high quality
photographic negative is made of each
board and overlay. Most of the time a
“blueprint’ gsitiva paper copy is made
from this negative in order that the job may
be proofed again,
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of rules can be
if the Game-Tum 15
arne-Turn and nevel
“turn' then the chance that it
can be contused wath the Player Turn s
vhwiated. 1F i every phrase of the rules,
specihe labels are used Tor specfic actions,
vecurring in spectfic sequence, then they will

OCCuUrnng N @ given
minmized. For insian
always referrad 1o as i

smply das thi:

farm a program which the game-player will
Fawer chilficulty Vloophohng™ ar misconstrumg

O course, 1here will never be a pertect set of
game rules, simply becauss whenever Though!
lravels through the filter of language some of
thiz ongmal iment of the rules wnte must
nevilably be lost

{

Anather element i the
tormating 1s the a

optimization of rules
angdment ol major rules
elements in a consistent order, usually echoing
the order i which the general action of the
aarme will oceur, Within majon rules elements,
1he format s resterated by stating the Geners
Aule, then the Procedure for anplementation

Cases wihich spell out
cetads of the rulie | orecantly
fa majnt modification upon 1
baswcally good s m- the decimeatzed num-
P tiens in & fashion simidar 1o
numbenng of military regulations or library
books Under this system each set ol game
tulies s headed by a comprehansive outhne of
every element of the g This system aids
the player an the ot specific
passages i the rules, Also, by ils very nature,
the rules wnter o maore  forme
mze thie rules o a cohesive body of

align

anel Tivally the specite: Ca
Ihes "leggal™

af rules g

Formathing the Maps In s game slemeant
perhaps the furthest ane should go o in the
direchion ol standardization, 15 the use of
cartain common erramn symbols from map-1o-
map, the use of standard sheel sizes, and (in
most of our games! the employment of a
computer gensraied hex-gnd as a base. The
selection ol & single type of colored paper
(Mohawk Vellumn, “Sandsiong’) might also be
considered as a formal

A new gnid nurmibenng systerm which we've
teveloped shows a gre of promise and
ay well be a standard le on all luture
5P ma I Hiest used a numinroo
thies (LY
weedl, 11 was a
Boweyver, and 1his 3
allempts were ma o amploy the s
o an ather maps wath differently pro
toned hes Tields {the consec
numbers would be destroyed if you cut off the
bottom of the held) The same systern was
vsed in the France, 1940 map that we did Tor
Avalon Hill, The grnid was e ve, but ance
again  there was the ledious mecharc
problem of preparing a conseculively  nuem-
hered grnd wihich would work only For that
partcular hex held

Thee same problem appeared  agam i the
divelopment of the Breakout & Pursui magp.
There was a requirement to denhity each
individual hex tor set-up purposes and the hield
wias a huge one 1217 x 347 | didn't feel like
hawving the Art & Production Department slave
aver g giant custom-made hex field thal could
only be used for a few games, At this point,
Arnold Hendnek (the game developer! came
up with an elegant solution: treal each hile of
hexes as a sermi-independent enlity, slarting
the numbering over tor each new file. Together
we decided that a four-ciget nurmber in each
e would be best; the first two digits identily
which file of hexes you're in and the second

jaroibale

two identily the exacl hex in that lie, The
beauly of the system s that the gnd can be cul
i on the bollom and/ar ong sige withoul
wsiroying s ntegrity (and the same master
d over and over agan regardless of
e shape ol the hex feld) This same
numbernng system can be apphed (o any game
already i print tand | feel 11 s definitely
superior toooany of the clumsy  coordinale
Sysierms nowy 10 Lsael

{

can be

A

& section of the new, standard grid-
numbering system.
Formatting the Counters Most counters are of
the typical two-value plus-operational-symbol
yle 1s 1he primary
i an & lype called Helvelica
as the standard, switching into a
square senl lace (Clarendon Mediomi tor a
prectwenheth century flavor when f saems
appoptate,. This past year 've hinally lad
fiands  upon nood  reference sowrce  for
tacheal symhals (see WMOVES 3) and we've
Ur own custom sty SIS0 f
LS 1IN our games
Ted Star/White Star)

KT

[Abowvel two typical Sofdiers counters: a
medivm machinegun and 108mm howitzer,
(Below! two typoial 85/WS counters: an
MED tank company and & 240mm mortar
et

INTEGRATION AND DISPLAY

My personal approach to (physicall game
design has always concentrated an the dea
that the game 1s a paper maching meant 1o
assisl The player inoacling outl a8 sirmulation/
tantasy Towards this end, the artist works (o

shminate the wall ol static thal exsts belween
thie game designer and the game player The
designer mus! delver a silauon (a

garme

the dolivery system

Given this problem, the best thing an artist can
do s 10 soontegrate the graphic elaments of
that  a  wery  organc”

the total  design,
shruciule results
W game & ternlie num
Diough! Ta the playe” Lo each Game-
Foger, and thore were all soris of special terraim
conswderanons. The solubon was to hang
matty ol the important operabons directly on
the: Tunn-Record Track and 1o display on the
map tsell as much of 1the special hmitations
and victary mtormaton as possible In most
cases the mtormaton s presenied more than
ance, i dilferent forms, 0 order Lo reinjorce
taomeaning and maemorabihity

tobthings had 1o be

Another good practical example ol this
ntegration and display doctnne is the Amern-
can Hevoluton game. Virually every important
[ maten s Dl o
¢ that wayl Coding
s atfow the player 10 ins

ol a given siuahion

e of the

A complete set of Altitude Markers from
Flying Cireus.

Theirdonmation problem moour first 1lactcal air
ame, Flyig Crcus, was an especially

i shing chiallenge, The part of the salution
that I'm londest of is that of using the Altitude
Marker the indicalor of the aircraft's

posthan, dentity and type, thus elimimating the
need lor a clumsy dual or tnple on-the-map
miarkir system. Turning all the records-keeping
dovices on the e ate marker/irack
systerms s also a “solve” of mine.
['here's nothing more tedious than to have to
wiite sumething down or decipher my own
hancwriing dunng a fast playing game, It the
operalinns inoa game become 1oo much ke
work, the acceptatulity of the game  will
dechneg  And since the play of conflict
simulation revolves around The manpulation of
intormaton, the more effectively the nforma-
non s displayed the more effective 1the "play
EXperier will be

favorile

Much of the information 1o be mampulated is
contained by the counters in a game. [t's my
teelng thal {except tor special situations like
Fiying Circus) as rmuch nformation as possible
should be presented directly on the face of the
counter. fed Star/ White Stars a good case in
point, There are no less than eleven distinct
presces ol informabon an each AS/ WS counter.
All these tits of data are easy to pick out and
the madwidual counters still manage 1o look
rlatively Vclean,

gnal™'l ta the player, the arlist must provide

Far example, m our Winter



THE GRAPHIC ENVIRONMENT

Al the beginning of 1972 it became econom-
wally and techmcally possible to do all our
fame maps in two colors, The addition of this
second  color {usually  blue)l improved  the
appearance ol ouw maps and enabled us to
use different approaches in graphic problem
sohving Some of you have kveiched aboul the
blue woods and so forth, but most have
appreciEted the additional clarity attorded by
our use ol coior The 1812 twin garme was done
m three colors 1n order 10 solve the complex
boundary delineation problem e that game
We can't routinely do games in three {or four)

The Cast of Characters
In the past year the Art & Production
Department had its share of the personnel |
crunch at SPI. People came and went, but
finally | seermn to have assembled a team of
really professional people who can do a |
good dance to get you the finished |
products to sate your appetite.

Manfred F. Milkuhn (Co-Art Director) is an
experienced professional with an extensive
background in magazine design. He's been
with us about a year and has made a terrific
contribution to the guality and productivity
of the Art & Production Dept. Manny is a
longtime game player (in fact the first game
| ever played was Tactics If against Manny).

Al Zygier (Senior Boardman) is a recent,
and much needed addition to our staff. He
has had extensive experience in graphic
design and layout as well as illustration. He
also is an avid gamer, which can't hurt.

Marsha Treiber (Typesetter] was recently
kidnapped from the administrative staff at
SPI. Everything the department does goes
through her hands and comes out gold.
Marsha has a background in copyproofing
and publishing. Although she's not strictly
a gamer, she has set about to discover
what makes them tick in order to have a
firm grasp on what she reads and sets.

John Banks [Printer) works for Reflex
Offset, Inc. but can honestly be considered
part of our APD. He is one of the best (and
certainly the most heads-up) printers |'ve
ever been involved with. John is a true
craftsman of the sort that is a rare find in
this “I'm-all-right-Jack™ world.

Other companies that conspire with us to
do art are Freedman Die-cutting, N.Y., N.Y.
and Apollo Bindery, College Point, N.Y.,
and Standard Folding Carton, Inc., Queens,
MN.Y.

Of course, when it comes to proofreading,
copy managing, assembly, and follow-thru
the larger cast of SPI cuckoos all dive in to
make it wonderful and entertaining.

I'll place myself at the end of this list with
all due false-modesty: Redmond A.
Simonsen (Art Director) has been around
from the start trying to hold the threads
together on these various graphic wonder-
ments. He used to design bookjackets and
such before he flipped out and went into
games. A very vicious game player whose
game-time has been ironically pre-empted
by work.

colors mamnly lor economic reasons. | do,
however, feel that a two-color map on colored
paper can be |ust as eliective, and i many
ways more atlractive, than a three- or
tour-color man

Occasionally, people will ask me why | don't
LsE y paper on the maps and counters,
Reasons. (110 glare, counters with a glossy
himish are unreadable at certain viawing angles
commonly coourring in game-play, (21 econ
amy, 1 we printed counters and maps on
glossy stock we'd have 1o varrish them or else
they'd smear ke crazy. Bul even il | had the
maoney, | wouldn't do it simply because af the
glare problem. | believe that people teel glossy
fimshe :beller simply because they've been
conditioned by the commerical games ihey
played in therr childhood. “ Shiny is nice..." but
it odessnt add a thing to the [unctional
s of the game

&

Ccharaclernsn
Another shghtly annoying reques! | gel from a
small, bul vocal, group s to color 1The counters
i stneily accurate urilorm colors land a
corallary to this, the demand from the “closel
MNazs'" to make all S8 counters while on
blackl | don't accede 10 these demands for
several reasons: Same are practical ones, such
as the research involved, ink matching, the fact
that the uriform colors of two opposing arrmies
mightt be virtually identical, and the fact that in
tactical games wilh several scenarios, it's
impossible 1o cover all the combinations. Other
reasons are doctninal | believe that gratuitous
or decoration hurts a game and that
same-side counters should anly be picked out
i different colars when its necessary for play
or an aid 1o sormng. In general, | partially agree
wilh the sentiment behind relaung counter
color to uniform color and | do try 1o give you
counters that have a nanonalistic lock...| just
don’l wani 1o carry «f to an absurd extreme.
Oh, by the way, | did give you white an black
SS countars 1hs year (in Breakout & Pursuit)
but that was only 10 make 11 easier 1o identify
Kampfgruppen and ther parent units.

Of course the biggest, most constant, and
most wald lamanl we hear concerns  our
unmiounted playing maps. This s almost purely
an economic matter. Conventional folding
game boards mus! be done in large quantines
o be nomically feasible and even then the
addiional cost would affect the retail price of
our games. We are doing a feasibility study on
s canventonal form of mounted map, but
e resulis aren’t in yet and won't be for some
lime. 5 king as a game player, | personally
have come 10 prefer unmounted maps, but I'm
aware most of you don't share my preference

Another area of deticiency 1n most of our
games has been the lack of sufficient llustra
ted examples of play, Now that our art staff
silualion has improved, this will be correcled
Hilustrated examples burm up a lot of staff time
nther creation! 'd ike 1o hear from as many
ot you as are Interesled, concermng what
specific types of rules situations you feel are
most n need of illustration,

Some of the reactions |'ve gotten over the past
year deal with the area of personal preferences
and “mocd” in our art. As I've said previously,
most “prettification’” of game art runs counter
to my philosophy, A moderate amount of
period siying can be useful to “set the scene”
for the game players, but if there's any chance
that the “tlavoring' might interfere with the
game function, 'l avord i1 This attitude results
in & highly “engineered" look In our games,
but we are after all constructing a device (a

The Standard Game Box
Mk. I, Mk. 12, Mk. I

This past summer saw the introduction of
our so-called Standard Game Box, a
12"%15"x %" white folding carton, with a
compartmented corrugated filler, In most
respects it's been well received and has
improved the saleability of our games. In
the Mk | box, however, some difficulty was
encountered with the tab closures on the
cover and on the interior hatches. Also,
counters would occasionally slide between
the corrugated filler and the back of the
box.

Mk. 1% lrecently received from the box
manufacturer) has solved the tab problem
and partially solved the disappearing
counter problem, by slight readjustments in
design. The Mk Il, whose introduction is
not yet firm, should solve all of the storage
problems and will probably be the only
package available truly designed for the
gamer. The main change will be a
multicompartmented, plastic tray in place |
of the die-cut corrugated now is use. It's
birth awaits some final detail work and of
course, the allocation of that all time
favorite: money.

The three illustrated wversions of the
SGB |Barbarossa, Leipzig, and Normandy)
have also been wvery successful leading
some people to ask “"Why not illustrate all
the game boxes?" I'd love to, if | had the
time and the money and the sales volume
per title that could justify printing 10,000 of
each box cover (that's the lowest run which
is at all feasible). Since we only sell a few
thousand of each title per year, we'd be
stuck with a whole bunch of pretty boxes
for a painfully long time. This will change as
our audience grows and the volume of per
title sales increases. Money is the hand-
maiden of Beauty, but Beauty don’t go
nowhere without first checking with the
maid,

simulator) to study history/indulge in lantasy/
satisty competiveness. In 1973, the other SPI
arusts and myself will be pursuing this basic
approach, but we'll also be expenmenting with
new mathods and “looks. ™ You won't,
however, be seeing any coffee-table games
fronm us. We will, howewer, continue 10 give
you what | fesl are handsome, “optimized"
graphic systems that effecuvaly deliver the
game for your use and enjoyment




