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ABSTRACT

Game level design is a collaborative work to create a virtual world for a computer
game including maps, agents, monsters, objects, players and events based on predefined
its game scenario. It is a promising collaborative design application. The game level
design generally requires much time and cost, as the size of its target game space
becomes huge. However, traditional game level design tools do not provide concurrency
control mechanisms among multiple participating game designers. They do not provide
consistency of undo and redo mechanisms for erroneous collaborative tasks during
iterative modifications and updates of collaborative tasks among multiple designers. In
this paper, we propose a concurrency control and a collaborative editing mechanism to
enhance productivity of the collaborative game level design. The proposed system
provides hierarchical structures of shared objects and a concurrency control mechanism
for each object. The proposed system also provides a consistent undo and redo
mechanism to enhance modifications and updates on intermediate results of the level
design procedures.

Keywords : Concurrency Control, Collaborative Editing, Level Design of Game Map,
Collaborative Virtual Environment
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