Sample Article: Writing an AI Wisdom Article
Steve Rabin—Nintendo of America Inc.
steve.rabin@gmail.com

(Requirement: Use this doc as your starting point. You’ll need the embedded styles!)

This document is your starting template and will explain important requirements for writing your article. Read the whole thing before starting your writing, since it will save you time in the long run.
This is the introduction (notice how there is purposely no heading). The introduction is the place to motivate your article and explain what will be covered. Typically this is done in one or two paragraphs, but occasionally authors will stretch it out to three or four (but it is not advised). The introduction is incredibly important and should be reviewed often to make sure it accurately reflects the article. From previous experience, the introduction and conclusion are often the weakest parts of articles, which is unfortunate since this can immediately turn away potential readers.
The tone of your article should be expert and friendly. Carefully construct relevant examples that bring out the genius and relevance of the article. Try to inspire the reader to actually use your algorithms/advice. The article should be aimed at the intermediate/expert level, but still easy to understand. Strive for clear and concise sentences that are easy to digest. More people will benefit if it’s easier to absorb. However, don’t patronize the readers by talking down to them, since they are experienced game programmers. Above all, always keep a heavy slant toward practical game development (as opposed to academic research).

Your section editor will assign you a page count that must not be exceeded. This template accurately reflects the page count, so do not change the sizes of the margins. If you find that you must have more pages, then please submit two versions of your paper (one at the correct length and one at the expanded length). If other articles fail to use all of their pages, then you might be given extra pages. If you are writing more than one article, you can redistribute pages from one article to another.

If you are confused about any aspect of the article layout (after reading this document), please contact your section editor.

Headings and Styles
There are three levels of headings: AIWisdom Heading 1, AIWisdom Heading 2, and AIWisdom Heading 3. Make sure your headings are in these “styles.” You’ll need to select the style from the drop down box in the top left of Word. While on the subject of styles, make sure you only use the AIWisdom named styles. For example, this paragraph is written with the AIWisdom Text style. If you include references to code, like the class Route or the variable iCount, then make sure the particular code reference is in the AIWisdom Embedded Code style.
When titling your headings, avoid overly cute or humorous titles. Yes, you are a funny writer, but we need to keep a level of professionalism. Subtle humor might be OK in limited amounts, but your section editor reserves the right to clean it up.

Quoted Material and Permissions
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 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 from your section editor to obtain permissions for any non-original material you plan to include with your article. These must be submitted with your article.

Figures and Tables
Figures
(Note: The previous two consecutive headings without text between them is a problem. This is called a stacked heading and isn’t allowed. You’ll need to break these up with at least one sentence of normal text.)
Please embed figures directly into the Word file AND submit the original figure file to the section editor. Embedded figures (that are not color plates in the middle of the book) must be grayscale. No color figures! Figures should be numbered starting at 1 and have a description that is a full and complete sentence (ending in a period). Refer to figures by name, as in the following example. Please refer to Figure 1.
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Figure 1. Overlap testing is problematic for small, fast moving objects, like bullets.

Figures should be constructed in a vector-based program like Adobe Illustrator or SmartDraw. You can get a free one month trial of SmartDraw at www.smartdraw.com which should be sufficient to make any figures that you need (note that the watermark won’t be a problem if you send us the .sdr file – the watermark is fine for when you embed the image).

Although you might embed a tiny figure, the publisher will make it larger so that it takes up about half a page. If you make a very wide figure, then it probably won’t take up much vertical height and thus save some space. Also consider combining figures side-by-side to save space. Please don’t make very tall figures unless absolutely necessary.

Tables

Tables differ from figures in that they have their description placed above the table. Tables should be numbered starting at 1 and the description should be a full sentence ending in a period. Please don’t make any fancy formatting within tables.
Table 1. Statistics gathered from past player moves.

	Player Sequence
	Occurrences
	Frequency

	Low Kick, Low Punch, Uppercut
	10 times
	50%

	Low Kick, Low Punch, Low Punch
	7 times
	35%

	Low Kick, Low Punch, Sideswipe
	3 times
	15%


Code

If you are going to include code fragments, you’ll need to follow some simple guidelines:

1. Make sure that the code is using the AIWisdom Code Listing style.

2. Make sure there are NO TABS in the code (replace tabs with four spaces).

3. Make sure every line of code is 67 characters or less to avoid wrapping.

4. 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 the AIWisdom Embedded Code style.
5. Include the minimum amount of code required to get your point across. You can place additional code on the CD, so only the pertinent parts need to take up space in your article. The following is an example of some code.
6. Word will auto-capitalize the first letter of sentences, so watch out for this in your code.

int MyAddFunction(int a, int b)

{

    return(a + b);
}

Equations and Mathematical Variables

Complex equations should be entered using Word’s equation editor. For simplicity, you can just copy and paste the following equation into your doc, then modify it as needed (double-click the equation):
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Variables, equations, and Greek letters have been problematic in the past and require special attention. To avoid typesetting mistakes, please use the equation editor for all variables that appear within the text, like the variable 
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 in the above equation. As a bonus, variables are properly italicized when entered in the equation editor.

Color Plates

Color plates are due with your article. They will be prioritized based on how interesting, colorful, and relevant they are. Since you can include many grayscale images in the text, only colorful pictures or those that rely on color will be featured in the color plate section. If you are submitting color plates, please deliver them at the highest resolution possible in a non-compressed format (preferably bmp). Please no jpg images.
Submitting to your Section Editor

When you are done with your article, review the checklist.doc to make sure that all of the requirements are met. Your section editor might not accept the article until it meets a minimum standard for publication. 

The final draft, due on June 15th, should flow well, be coherent, and be free of grammatical errors. At the discretion of the editors, articles may be dropped from the book if it is deemed that the article a) doesn’t appeal to the target audience of game developers, or b) will require too much work to repair the style, flow, or grammar. The editors are technical editors and should not spend any significant effort repairing style, flow, or grammar. Have a trusted friend review the article before submitting it on June 15th.

Editing

Your section editor and peers will help edit/comment on your article. When they do so, they will be using the “reviewing” tools in Word. Right now you should enable the “reviewing” toolbar so that you have easy access to these buttons. Go to Tools->Customize…, click on the Toolbars tab, then check the box for “Reviewing.” You might notice that the word “may” in this sentence was corrected to “might.” If you don’t see this, then mess around with the reviewing settings until you do. 
(You should also see a comment on the previous sentence – hold your mouse over the sentence to read it.) The reviewing options are slightly different in various versions of Word, so it’s up to you to figure this out!
The amount of editing that section editors perform will vary based on your skill as a writer. If sections of your article are poor (poor English, confusing, unclear, etc.), those sections might be dropped or rewritten by yourself or the editors. If the entire article doesn’t meet the standards of the book, the decision to drop the article can be made by the section editor or series editor. This is rare, but it inevitably happens to one or two articles.
If your article requires heavy editing in places, section editors might help out, but you are free to adjust or rewrite these sections yourself. You’ll see the final version that will be printed so that you can approve or adjust any editing. In the past, most authors appreciate the help, if only to point out what was unclear so that they could rewrite it themselves. Others were grateful for having a fresh set of eyes understand the ideas that were trying to come out but needed a little help.
Source Code and Demo

If you are including source code, a demo, a video clip, or other electronic files on the CD-ROM, then you need to mention them in the article. You can do this in any part of the article, or you can dedicate a section toward the end of the article for this purpose. If you plan on having content on the CD-ROM larger than 20MB, please e-mail steve.rabin@gmail.com with the estimated size of your files.
Future Work

You might include a section discussing how your work can be expanded. This is not required, but it could be useful.

Conclusion
Your article should include a brief conclusion summarizing what the reader should have learned from the article. You can also motivate the reader to use the technique or give guidance for taking the ideas further.

References
A list of references is not mandatory, but it’s highly recommended. Below is a list of guidelines for each type of reference. When the reference in the text, be sure it is inside of a sentence and supports the ideas presented [Lewis91]. Don’t refer to a bracketed reference directly as a noun.

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.

Bio (required)
Please place your name, e-mail, and bio here, like this one:

Steve Rabin

steve.rabin@gmail.com

Steve Rabin is a Senior Software Engineer at Nintendo of America, where he researches new techniques for Nintendo's next generation systems, contributes to SDKs, and supports Nintendo developers. Before Nintendo, Steve worked primarily as an AI engineer at several Seattle start-ups including Gas Powered Games, WizBang Software Productions, and Surreal Software. He organized and edited the AI Game Programming Wisdom series of books, the book Introduction to Game Development, and has over a dozen articles published in the Game Programming Gems series. He's spoken at the Game Developers Conference as well as local IGDA gatherings. Steve is an instructor for the Game Development Certificate Program through the University of Washington Extension and is also an instructor at the DigiPen Institute of Technology. Steve earned a B.S. in Computer Engineering and a M.S. in Computer Science, both from the University of Washington.
Article Abstract (required)
Please write a one paragraph abstract that adequately describes your article, using any pertinent keywords that are important. This abstract will be placed on the aiwisdom.com and introgamedev.com websites. The idea is that people will be able to find your article using Google searches.

�You should also see this comment.
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