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This summer, the IGDA Game Preservation Special Interest Group officially launched the IGDA Game Developer Memorials Project with the purpose of recognizing and remembering the lives and work of deceased game developers. The Memorials Project is a centralized wiki and database for information and reflection, a place where we can remember those who helped make this world a better place through games and their love of making them. The project is a work in progress, but one where we encourage participation from the community for both personal insight and information we may have missed at the national and international level.

The IGDA Memorials Project has three main goals:

-To recognize the contribution these people made to the medium of the game and the community as a whole.

-To allow people to comment on the memorial.

-To create a centralized area where these memorials are recorded, rather than having them spread out over the Internet.

In addition, the Memorials Project was produced with the goals of helping strengthen the game development community both nationally and internationally and reinforcing our seriousness as an industry and an art form by recognizing the game development community as a continuous line of individuals, stretching from the past into the future rather than existing solely in the present as the latest blockbusters on the wall.

We accept nearly any memorial request. Though it is our hope to provide useful and considerate information, we also respect the privacy and emotions of the bereaved and their friends and family. We try to work closely with these individuals to produce material they find suitable for a memorial and will edit material if asked, and encourage participation from individuals who knew the deceased. In addition, if requested by a family member or close friend, we can remove a memorial from the site.

I started the IGDA Memorials Project out of a need I thought the IGDA should try and fill for our community. The Memorials Project would honor not just the most famous people in the industry, nor the people in charge of the industry, nor even IGDA members, but the men and women who have made games throughout the history of the industry or who have had an important impact on the way we make and think about them. The Memorials Project is now a reality through the help of Andrew Armstrong, Henry Lowood, and the other members of the IGDA Game Preservation SIG. 

The idea for a project memorializing game developers came in January when I heard that Mark Haigh-Hutchinson, the lead programmer for the Metroid Prime games at Retro Studios, had died. Though I produced a memorial for The Metroid Database in recognition of his contributions to the series and the industry, I didn't feel this was enough. I hadn't known Mark personally, so I didn't feel that my memorial would be effective enough or true enough, and it certainly wasn't the kind of material that Orson Scott Card writes about in Speaker for the Dead. Moreover, I felt as if there was something missing: outside of Retro Studios and his family and friends, news of Mark's passing would be quickly forgotten by the gaming media, and we would all move on to the next hot game.

Here was a man who, while he hadn't been world-famous, was very influential and created some important innovations in the area of control interface. Remember the snowspeeder sequence in Shadows of the Empire and how cool that was? Yeah, that was all Mark. And the awesome control scheme perfected in Metroid Prime 3? That was his doing, too. Mark Haigh-Hutchinson wasn't a household name like Shigeru Miyamoto or Will Wright (or at least about as household as game developers can get), but he was a game developer, and he was a guy a lot of people were glad to have known. There are many people like that; our industry is full of them. And when somebody who is part of your community dies, you've got to stop back and reflect, even if he was just the guy in the corner who debugged your code.

When something like this happens in the film industry, it's a pretty important event. At the Oscars, the Academy of Motion Picture Arts and Sciences (AMPAS) produces a Memorial Video, a tribute to the lives and work of actors and film-makers who died over the past year. These videos include everyone of note
 and help establish the films of today in the long tradition of film-making. Today's actors and film-makers have worked with, learned from, and been inspired by the artists of the past. The memorial ceremony helps members of the film community remember their friends and fellow professionals, people who were important to the community as individuals and who helped make an impact on the medium throughout their career. It lets the average actor or film-maker know that even though he or she didn't win an award this year, his or her work means something. The little guy is important because he helps make the medium of the motion picture great.

It is important for the games industry to also pay attention to our past as well as our future, because without our past and the brilliant and motivated people who helped get us here, we would be nothing. Where would Oblivion be without Ultima and Wizardry? Where would Ultima and Wizardry be without Dungeons and Dragons? And where would Dungeons and Dragons be without Avalon Hill and Kriegspiel? Each game developer builds on the work of the past, whether consciously or unconsciously. Game developers work with and learn from industry professionals who came before, whether old or young: anyone who has made or worked on a game can share their experience with an industry greenhorn. And all of these men and women help make games great.

The IGDA Game Developers Memorial Project hopes to serve the purpose of honoring these men and women, whose hard work and sacrifices made their dreams into a reality. In so doing, we recognize three main categories of people: Makers, 'Auxillary Developers,' and 'Influencers.'

Makers are the core of game development. They are usually who we think of when we think 'game developer.' The game developer is someone who physically worked on a game, who wrote the code, designed the levels, wrote the script, composed the music, or made the art. These are the categories of people we honor at the Game Developers Choice Awards and are perhaps the easiest to identify as they're in the credits. Anyone who fulfilled one of these roles for even one game is a Maker.

'Auxillary Developers' are individuals we normally ignore when we talk about game development, or at least who we don't award outright at the Game Developers Choice Awards. This group includes Q/A testers, actors (both voice and video), publishers, and marketers. For instance, there is no award for 'Best Q/A Testing' or 'Best Voice Actor'
 or 'Best Game Ad.' While essential to getting the game from the studio to the player's hands, we have currently decided to include only the most influential people of this group.

'Influencers' are individuals who had an impact on games and the community, but have not necessarily helped create them. They include academics, journalists, lawyers, famous players, and artists. Their work has in some way helped us to create games or has changed the way we think about games, from Alan Kotok's work on the Spacewar! controller and the PDP-10 to Joseph A. Weizenbaum's work with artificial intelligence and natural language parsers in ELIZA. Influencers demonstrate the scope of the game development community and the importance an individual can have to that community without being considered what we normally call a 'game developer.'

In addition, we honor the lives and work of tabletop game designers, the makers of card games and board games. This is because the IGDA is about games of all kinds, not simply videogames. We tend to privilege the digital over the physical through medium capabilities, industry buzz, cultural impact, and market value while ignoring the contributions of tabletop games to digital games and to the medium of games as a whole. 

I have always felt that the IGDA should embrace paper-based games. We are the IGDA – the International Game Developers Association, not the International Videogame Developers Association – and we need to demonstrate that paper-based games have a place and importance in our community and that the IGDA is not just about digital games. For this reason, we have produced memorials to Gary Gygax and are working on memorials for other notable board and card game designers from Edmond Hoyle (1769) to Sid Sackson (2002).

In some ways, the IGDA Game Developers Memorial Project serves the same functions as the Oscars Memorial Videos. We are both concerned with honoring and remembering the individual as a service to the community. However, the IGDA Memorials Project is also different. 

To begin with, we include more information in the wiki than can be included in a short video, though perhaps not with the same emotional impact as a moving image. The individuality of the memorial allows us to go into greater detail than we could in a video segment and its digital and networked nature allows for greater flexibility. As far as I know, the AMPAS does not have anything like this, though there are plenty of biographies about famous actors and film-makers produced outside the AMPAS. 

In addition, IGDA Memorials honor not just industry professionals, but notable critics and academics as well as other individuals who had an important impact on the medium of the game. The AMPAS simply honors members of the industry – actors and film-makers – so I see this as a significant and notable break from their tradition.

Still, it is our hope that the Game Developers Choice Awards will include Memorial Videos at future ceremonies. We feel it is important for us to do so in addition to the Memorials Project because it provides a communal setting for honoring past members of our community. At the GDCA, a large portion of the industry comes together for one event, and it is therefore fitting that we remember those who have passed on just as we honor those who have excelled today.

A final thought is that the Oscars Memorial Videos are produced using the medium of those they honor: the moving image. While video is an excellent way to communicate information to large numbers of people, we might also consider what a memorial for game developers would look like that used the medium of the game: a Game Developers Memorial Game. I bring this forward as both a question and something of a challenge. If we are to consider games as the art form of the 21st Century, just as film was for the 20th, then we must consider how games can produce meaningful messages through play. All art forms have that communicative and meaningful capacity, and I believe that games can and should do this, too.

Through the IGDA Game Developer Memorials Project, we recognize the lives and work of our fellow artists and craftsmen because we wish to affirm the importance of their contribution to the industry and as individuals. We do so to reaffirm our sense of community both nationally and internationally and the nature of games as a design practice and a continuum with a past and a future. We also do so to reaffirm the nature of the game industry as a professional design practice and an art form whose works and makers are worth remembering.

�	Some exceptions, apparently through political reasons, have occurred, as in the case of Brad Renfro in the 2008 Memorial Video. - www.maholo.com/Oscar_Memorial_Video_2008  See also www.msnbc.msn.com/id/23342056/


�	However, the Game Audio Network Guild (GANG) Awards, also held at the Game Developers Conference, do honor voice actors as part of their ceremony.





