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Chapter One: Campaigns

Part One: Is this task something you’re built to do?


So, you’ve finally learned how to make a map in the editor, and you’re all happy.  You’re thinking to yourself, “Man, I better put my new talent to use, maybe make a single player campaign!” and ultimately, they do, and 60% of campaigns on the net for download are this sort of boring and worthless, “I can make a scenario, so I’ll make a campaign and put it on the net and be all popular” campaigns.


The truth is, the person that made the crappy campaign could have actually made good use of his time and talent.  Instead of making a campaign made an excellent multiplayer scenario.  There are only a handful of people in the gaming world that are, “balanced,” shall we say, between the art of designing levels and maps, and making creative and innovative stories (the core of singleplayer campaigns).


So before you continue with what you want to make, think about it.  Do you think that your talent can make what you wish to create, a masterpiece that’s played by everyone?  Or do you think you can put your talent to better use, and make something else? 


Now if you’re in a modification group, and you’re the leader, categorize your employees, and put them to work on what they’re good at for maximum quality.  So make the choice, and let’s move on to the first category of creations, and for the most part, the most popular, the campaigns.  

Part Two: Brainstorming the idea for your campaign


About 50% of a campaign is the storyline. The rest is divided between AI, creativity, dialogue, and design.  The storyline is basically hooks your customers to keep on playing.  It is what drives them to continue, it knocks on their heads and says, “Man, I’m interesting, you have to keep playing so you can see what happens!”  Simply put, if your storyline sucks, no one is going to bother going on to see what happens, they’ll play one level and quit.  If it’s good, they’ll play through it all, and if it is good to the end, then they even might ask for a sequel! 


So to make a good storyline, you have to brainstorm.  It’s a term we’ve all heard before, and we’ve all done it before, every act that we pull off has a brainstorm behind it, and most of them, you wouldn’t notice, it’s just a natural thing.  When you turn on the TV, your brain automatically thinks about the many channels you can watch, and picks the best one, and voila, your fingers hit the dial and you’re watching a show you like.  


See how quickly your brain came up with all the choices and picked one?  Well did you really have to think hard about it?  Nope.  Amazing huh?  And see, you want to do the same thing when brainstorming ideas for a campaign.


When you sit there and think hard about a possible story idea, you just exhaust your brain, and by the end of 10 minutes you’ll come up with one or two good ideas, the rest being totally unoriginal and crap.  Let the ideas come to you.  Don’t chase them.  You could be just sitting there talking, and a good idea pops in your head, write it down! Those are the best ideas there are, and they come from below your conscious, the most creative part of our being, just think about it, a persons dream could be 10x more interesting than Gone With the Wind, or another big interesting story!   When you have a team to work with, you can all work together.  


So when you have a list of 10 or so, good juicy ideas, sit down and think about it.  Which idea is best?  Don’t look for what you like, but think about the following points:

1. Is your idea realistic (sometimes some ideas are great, but without $$$ and time, and without a lot of freedom, especially in games, they’re impossible tasks)?  Can it be created on the Age of Mythology engine?  

2. What’s in with the crowd?  Who is going to be your audience?  So you have an audience, which story would appeal best to them?

3. How long would it take?  You don’t want to be wasting 5 months on one simple project.

4. Can you summarize the broad idea of the story in just one short simple sentence? If not, forget about it.

Got the next big idea?  Great! Let’s get going to the next part.

Part Three: Creating Your Campaign


Of course, the most important part of making a campaign is…well, making it.  You’re going to have to put on a big creativity hat, because what you make is what you’ll present, and the creativity of what you present determines the products popularity, and good responses.  


The things to keep in mind when designing the scenarios and things for your campaign are simple, but actually putting to work what you keep in mind is a little rough.  First of all, the more interactive your missions, the more fun they are.  Let’s face facts people enjoy interacting with the game rather than just watching stuff happen.  


A key to interactivity is AI.  If you don’t know AI, try to learn it, it’s not that hard, but if you want a really high quality end product, get someone to do it for you, there are a lot of helpful people out there.  If you can’t find anyone (which I doubt) and can’t learn it (which I doubt again), forget about making a campaign.   You also want a lot of dialogue, you can do this by text, or even better by using actual sounds.   


The next thing is the map design for each scenario.  Many people find it hard to make their maps visually impressive and at the same time have the map meet the needs of the objective of the map.  When you design the maps, you want your customer to say “WOW.”  Eye candy is always good at that.  A major part of being an artist is having the ability and determination to mix some things to create something new.   Try it, and believe me there are many mixtures that can create something that’ll make peoples jaws drop! 


And finally, what makes a difference between an exciting and boring game play, is how your level plays, and that has to do with objectives.  You want a variety of different objectives for each of your scenarios.  Build and destroy, build and destroy and so on just does not cut it.  It’s something that’s way over used, especially since this is a strategy-game (a category which is slowly falling).  Do something new and fresh maybe have a recon mission, etc.  Don’t rely heavily on build and destroy.  In fact try not to even bother with build and destroy if possible.   Who cares if you think it’s fun, who cares if you think that just because people play it every-day online, it’s fun.  One, you’re not going to be the one playing it, now are you?  Two, yep, and don’t you think people who play online build and destroy don’t get tired of it?  


A fresh style of gameplay will add an extra tilt of fun for your customers. GO FOR IT! 

Chapter Two: Scenarios and Modifications

Part One: Coming Up With Your Scenario/Mod


This is a short “chapter,” because once you’ve gone over the campaign, the basic rules apply here.  

However, there are major differences between scenarios/mods and campaigns.  The noticable one being that usually scenarios and mods are usually multiplayer based.  Another being that you have more scenarios coming out than anything else in the community, so the chances of YOURS being the valuable diamond are little to none.  


Eitherway, scenarios are the easiest ways to create something for the community.  You can have the simplest knowledge you need, making a map, and maybe a random map script.  And you can go up to having blood games and adding lots of think-tanks and AI to make an exciting adventure.


There’s not much to say about scenarios.  Except, the more original and fresh the idea, the more popular it will be.  Since scenarios are multiplayer based, you have to keep in mind the low end users.  You have to make the maps beautiful, and at the same time seamless and lagless.  


Modifications are a different story.  They are the hardest thing to create for a gaming community.  It usually requires replacing hundreds of textures, sound files, models, etc.  It’s a pain in the ass.  You want to attempt this only when you think you have the time, and the resources.  Otherwise stay clear of it.  

Don’t expect a high popularity level with scenarios.  And mods only are popular if it appeals to them. 

Chapter Three: Marketing Your AoM Product.

Part One: Studying the “market”


The only way to create a super-successful Age of Mythology product, of any sort, is to observe.  You have to study your marketplace, in this case, the Age of Mythology community.  When you post online on places like Age of Mythology Heaven, Through the Ages, and Mr. Fixit Online, indirectly “ask” the people what they’d like in a scenario, a campaign, a mod, etc.  


Studying the marketplace you’re in is extremely important in publishing a product that will grab the attention of costumers.  It will help you make more successful projects, and put you ahead of the competition.  And believe me, the competition usually never studies the market, unless they read this of course! Heheheehehahahahahaha. 


You know, on this show called Star Trek (yeah you people know it, fans or not, live long and prosper is a world known saying today) there are these greedy marketing-masterminded aliens called the Ferengi, and they have a list of economic rules called the “Rules of Acquisition” and one of those rules says, “Keep your allies close, but keep your enemies closer.”

And it’s true! What better way to study the market, than through your competition?  You see that [Insert Team Name Here] has just put out a brand new campaign.  The people hate it!  Go download what they released.  Play it, and pay attention to the details.  And pay attention to what responses they get, and the feedback, see what the people like, and implement their ideas into your own product, and kick the enemies butt!  Just remember, only read the comments the people give publicly, going through the dumpster or mailbox of a competitor is considered illegal in the USA and a lot of other countries!

Part Two: Advertising your product!


Sure, you can go out and pay $200 to publish an ad for your next Age of Mythology campaign in the next issue of PC Gamer (oh yeah, as long as you’re willing to pay, you can advertise just about anything.) but what good would that do?  


Advertising a product that’s downloadble on the net is the simplest way.  Why?  You only have to advertise it on the web! Though it’d be very cool to see your ad in the next PC gamer issue, and it’d implant some serious nightmare into your competition, it’d be as pointful as a sewing needle the size of a super-sized nail.  


You can have banner ads, most site will be willing to put yours on for $1.  It’s a nice thing to do, but for a scenario or campaign?  One dollar isn’t really worth it.  There are other methods that are cheaper and hell, even free! When you post on forums related to the game you are making the project in, it would be very nice and smart to have an advertisement for your product in there, visual, text, whatever, though visual is best, however some major AoM sites like AOMH don’t allow image signatures.   Some weekly screenshots and progress reports on forums specified for mods and scenario editing wouldn’t hurt either.  


The best method, and easiest is word of mouth.  Get some testers for your project.  Though they can give you some great input for your project, their better use is actually word of mouthing your project.  If they like it, let them tell the world about it! It only benefits you in the end.  After release, the same thing happens.  

Part Three: Going All Out, The Good Parts, The Mistake Parts


So you think you want to make a map-making team or something.  You want to go all out with it already! You begin working on  a site and all that other crap.

Here are some things to keep in mind if you want to go, ALLLL OUT! 

· A domain name for your site is nice and pretty.  But that’s it.  It’s for the most part a waste of money and resources.  Just because it makes you look like a “pro” doesn’t mean it will make your products look like a pro.  You could put the money into buying stuff like digital microphones for sound recording for your scenarios! 

· Don’t spend too much time on your team site.  You have to concentrate on your projects.  In the end you’re not judged by your website’s look, but by what you release.  You can waste your time on a think-thanky super flash site, big whoop, you spent all that time on it, but the main reason you made the site, THE PROJECT, sucks.

·  There are a lot of free project hosters.  Look for them! 

· Don’t waste money on going all out.  Use it to buy things to make your products better.  

· If you are gonna make a nice logo for your project or team, keep it simple, make the main idea stand out.  Just look at the Age of Empires and Age of Mythology boxes.  They are very simple.  You have 3 people from the games, and then you have the name.  That’s what stands out and makes a person think, this is by ES and it’s AOE/AOM.  Keep it simple!

· Remember this simple rule, put it on a tape recorder and listen to it all night: 

                                                 Project > Other Stuff

This is just a small “pocket guide” to marketing.  You can find more detailed information later in my “Age of Mythology Product Marketing.” 

Well, this is all the basic help I can give you. Look back in December when I give a more detailed look on marketing a product.  – Blumenkohl 
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