Game Programming Gems 8 Writing Guidelines

Deadlines

Now – July 10, 2009        

Solicitation of articles

July 10, 2009                     
 
Submissions Close

July 20, 2009                      

Submissions selected and accepted

December 1, 2009
Final articles delivered to Publisher in order by section, along with foreword, preface, about the CD-ROM, author bios, etc.

General Direction

The tone of your article should be expert and friendly. Carefully construct relevant examples that bring out the genius and relevance of the gem. Try to inspire the reader to go off and actually use it. The article should be aimed at the intermediate/expert level, but still easy to understand in a clear and concise way. More people will benefit if it’s easier to absorb. Above all, always keep a heavy slant toward practical game development (as opposed to academic research).

Format

Each Article should include the following:

· Text

· Artwork

· Code

· References

· Material for the CD

· Permissions

Text

Deliver your article in Microsoft Word 2003 (or later) format.

Articles should be 2-10 pages.  Assume 300 words per page including ~two images per page.  

Set up your article in easy to digest sections, including an introduction which describes relevance and a conclusion which wraps up your gem.

Use the following font formats, this will make your section editor’s life easier:


Title: Times-Roman Bold 18


Heading Level 1: Times-Roman Bold 16


Heading Level 2: Times-Roman Italic 14


Text: Times-Roman 12


Code: Courier 10

Do not justify your text or code.  

Refer to your references with the last name and year of the author, like this: [Foley87].  Please do not use any directly quoted material (that is content that is put in quotation marks), unless you obtain permission and send the permission in with your article. Even a one sentence quote requires permission.  Also, you cannot quote poetry, lyrics from songs, information from Web sites, etc. without permission.  

Permissions

Permissions are required for any textual material, images, charts, tables, screenshots, quotes, or other material that you didn't create, including clipart and game screen shots. Please use the PERMISSION REQUEST FORM available on the website to obtain permissions for any non-original material you plan to include with your Gem. These must be submitted with your article.

Artwork

Label all figures and listings using simple numbering starting at 1. The publisher will renumber the figures and listings once the final article ordering is known.

You should create all of the images you would like included. Be sure to crop them to the size you’d like. In addition to screen grabs, two types of figures are recommended:

Bitmapped image (halftones): Printed at 300dpi. Send CMYK TIFF images.  Most figures will be printed in grayscale.  Please indicate if your image should be placed in the color plate section (if applicable).

Vector image (line art): Line art can be created with MS Word’s drawing tools and submitted as a .doc file. However, for better reproduction quality, if you have access to a licensed version of a vector-based drawing program such as Adobe Illustrator, SmartDraw, or MS Visio, that is preferable. Files should be saved as .EPS or .AI format, but TIFFs are preferred.   If you are unable to draw your art, please provide at least a rough sketch drawn in Word and indicate that you would like it to be redrawn.  Please do not use clip art, including that contained in your drawing program: it usually requires 3rd party permission and obtaining permission can be a long process. 

Screenshots: Screenshots should be saved at 96 or 72 dpi, depending on the resolution of the screen from where the shot was taken. Leave screenshots at the size at which they were created (do not resample or artificially increase the resolution). TIF files are best for screenshots. Avoid JPEG screenshots as the compressed nature of the format causes unwanted artifacts in the image.  If you use any screenshots from games, movies, or other commercial products, please make sure that you obtain permission to use them prior to submitting them to the publisher.
If you are using a font in your artwork, please use Times-Roman.

Figures should not be embedded into the Word document. Instead, insert a figure number and caption in the text where the figure should be placed:

[INSERT FIGURE 1 HERE]

Figure 1. Here is my most excellent caption for this figure!

Submit the actual figure as a separate file. Name your files figure1, figure2, etc.
Figures should be referenced in the text (“As shown in Figure 1…”)

Color plates

Color plates are due with your gem. Inclusion in the book will be prioritized based on how interesting, colorful, and relevant they are. Since you can include many grey scale images in the text, only colorful pictures or gems whose comprehension especially benefits from colorful examples will be featured in the color plate section. 

Code

Please keep your code listings to a minimum. Only very important sections of code should be included in the text. However, the CD can contain as much code as you like. Please plan to include all of your gem’s source code on the CD, as well as any demos you would like.

You may want to include some code inline with your text, and other code at the end of your text.  We recommend that you inline short segments of code so that it is easier to read your gem without flipping pages back and forth.

Use at least 4 spaces to indent all code from the text margin, clearly indicating line breaks and stay within 4 spaces of end of text. PLEASE DO NOT USE TABS.

Code can be single-spaced (unless spacing between lines is required) and should be in a Courier font. Class names, types, namespaces, attributes, methods, variable names, keywords, functions, modules, commands, properties, parameters, values, objects, events, XML/HTML tags, and similar elements inside the normal body of text should be listed in Courier.

When you make an in-text reference to a type or function, use Courier font. 

The following is an example of code.

    void swap( int* a, int* b ) 

    {

        int c;

        c = *a;

        *a = *b;

        *b = c;

    }

The maximum code length is approximately 67 characters per line.

Math Notation

This section includes the mathematical notation guide. The examples given were developed using Microsoft Equation Editor 3.0, which is included with most installations of Microsoft Word. Please let your section editor know if you have a problem using Microsoft Equation Editor 3.0. Please note that all equations or mathematical notation must use punctuation (e.g., commas, periods, etc.). See samples.  Please also center all equations below the text they follow.

Typefaces

The symbols shown in Table 1 are always set in plain type.  

Table 1. Example symbols in plain type.

	Symbols
	Examples

	The numerical digits 0 – 9
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	Grouping symbols
	Brackets: 
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	Unary and binary operators
	Plus, minus: 
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Dot, cross product: 
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Set operations: 
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	Relational symbols
	Equality, inequality:, 
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Set containment:, 
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	Logic symbols
	For all, there exists, not: 
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Therefore: 
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	Subscripts representing a name
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Named subscripts are not italicized.

	Function names
	Trigonometry:, 
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Transcendental:  
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Min, max: 
[image: image22.wmf]{

}

n

a

a

a

,...,

,

min

2

1




The symbols shown in Table 2 are always set in italic type.

Table 2. Example symbols in italic type.

	Symbols
	Examples

	Scalar constants
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	Scalar variables
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	Functions returning a scalar value
	
[image: image26.wmf](

)

1

2

3

2

+

+

=

x

x

x

f



	Components of a vector
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	Entries of a matrix
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	Derivative symbol d
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	Subscripts or superscripts representing an index
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The symbols shown in Table 3 are always set in bold type.

Table 3. Example symbols in bold type.

	Symbols
	Examples

	Vector constants
	
[image: image31.wmf]k

j

i

-

+

2

3



	Vector variables
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	Functions returning a vector value
	
[image: image33.wmf](

)

2

2

1

0

0

t

t

t

g

v

x

x

+

+

=



	Matrices
	
[image: image34.wmf](

)

N

M

N

T

1

-

=

¢



	The del operator, except when used as the Laplacian
	Gradient: 
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Divergence:
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The square of a vector is set in italic because it is a scalar quantity.  This also applies to the del operator:
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Spacing

Trigonometric and transcendental function names are preceded and followed by thin spaces.  The following thin space is omitted if an opening bracket follows the function name.  The equation editor automatically applies these spacing rules.  Example:
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(2)

A thin space should precede differentials that are not already preceded by any larger space.  These thin spaces need to be manually inserted inside the equation editor.  Example:
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(3)

A thin space should follow commas in a list.  The equation editor automatically applies this rule.  Example:
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(4)

A thin space should follow the factorial symbol when another expression or opening bracket follows the factorial expression.  The equation editor applies this rule automatically.  Example:
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(5)

Style

Always use the bracket templates in the equation editor instead of typing parentheses, brackets, or braces explicitly.  Yes, Virginia, there is a visible difference.  Example:
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(6)

Fractions of fractions should be transformed as follows for better appearance.
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(7)

The exponential function should be written using “exp” if the exponent of the base e is a large expression.  Example:
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(8)

Avoid the use of logic symbols outside the context of a formal proof.  Rewrite text using 
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, 
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 or 
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 with English equivalents.

Equation Numbers

An equation number is aligned flush right after the equation that it refers to.  Example:
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(9)

All references, such as Equation 9, must be referenced as shown in this sentence.

Greek letters that are placed in the text that are not part of an equation set in MathType should be typed in Symbol font. Please type the sentence in Times and then switch to Symbol font for any Greek letters.  Do not insert them from the symbols table – they will not reproduce correctly.
Conclusion

Each article should include a brief conclusion summarizing what the reader should have learned from the article.  

References

A list of references is not mandatory, but it’s highly recommended. Below is a list of guidelines for each type of reference.

Book:

[Lewis91] Lewis, Harry R., Data Structures and Their Algorithms, HarperCollins Publishers Inc., 1991.

Magazine:

[Lander98] Lander, Jeff, "Skin Them Bones: Game Programming for the Web Generation," Game Developer Magazine (May 1998): pp. 11-16

Conference proceedings:

[Terzopoulos87] Terzopoulos, Demetri, et al, "Elastically Deformable Models," Computer Graphics, Vol 21, no.4 (SIGGRAPH 1987): pp. 205-214

Web source:

[Patel99] Patel, Amit J., "Amit's Thoughts on Pathfinding," available online at http://theory.stanford.edu/~amitp/GameProgramming/, November 27, 1999.

Material for the CD

At the least, we will include all of your gem’s code on the CD.

You can also include a demo or additional source code. If you choose to provide code, it should compile under Windows/VC++ and/or Linux/gcc.  We recommend using OpenGL, but if your gem requires DirectX that is fine.

We’ll test out all demos to verify that they compile and execute properly. Please make sure that your code is as portable and frame-rate independent as possible. 

Screenshots and color images that were not included in the book can also be included on the CD.

