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LETTER FROM THE SERIES
EDITOR FOR SOFTWARE
ENGINEERING FOR GAME i
DEVELOPERS

oftware engineering. This is a phrase that almost no one on the planet can actually

define. Sure, many people have the title of software engineer, many books are writ-

ten on the subject, and many people have a whole slew of definitions, but at the end
of the day, what is it? Well, I will tell you what it isn’t. Software engineering is not about
C++, and it’s surely not about object-oriented programming. Those are tools, and soft-
ware engineering is simply engineering. And herein is the problem. Engineers in elec-
tronics, mechanics, and other fields have been around forever. They are taught how to
think, solve problems, organize their work, test, manufacture, assemble, distribute, and so
forth. Programmers are just guys who learned a computer language and then made pro-
grams; they are not engineers. Before we even knew what happened, there were millions
of programs written without proper engineering. Thus, a few years ago, a new term was
coined “software engineering” like it was a new idea! I have been software engineering for
25 years; engineering is engineering. And that’s where this book comes in.

This book isn’t some theoretical masterpiece that uses Venn diagrams and cost analysis to
show you how many hours should be spent on a for loop. This is a real book, by a real
engineer who happens to apply engineering techniques to software. Therefore, you aren’t
going to learn about something that is unique to software. These engineering techniques
will, of course, use tools of the trade such as C++, object-oriented programming, config-
uration management, UML diagrams, patterns, process improvement, and so forth.

This book is not going to make you a better programmer; programming is an art form.
Instead, this book is going to make you a better software engineer. And, in the real world,
companies do not need programmers; they need engineers who are reliable, efficient, and
expert.
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Letter from the Series Editor

I am excited about this book and its authors, John Flynt and Omar Salem. They’re sea-
soned professionals who have both academic and professional backgrounds. They have
worked in the real world and know what the real world wants. In this book, you aren’t
going to be inundated by useless information, but given exactly what you need: the tools
to organize your programming into proper engineering patterns.

So without further ado, start your first program the proper way. Open your engineering note-
book, date and sign it, title the program you are going to design, and you are ready to go!

i oW

André LaMothe
Game Development Series Editor, 2004
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