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FORGE ENGINE - Design Time Authoring Engine

Forge Engine is a design-time platform where rules, systems, encounters, pacing, world logic, and narrative structure
are authored, validated, and exported as deterministic, engine-agnostic contracts. Sitting above Unreal, Unity,
Creation Engine, idTech, and proprietary runtimes, Forge provides the systemic clarity and design-time structure
modern engines were never built to handle.

The Problem

Game design today is fragmented across blueprints, scripts, spreadsheets, and custom tools. Designers work
inside layers they don't control, performance is discovered late, integration becomes a crisis, and costs become
unpredictable. The industry increasingly uses Al to rebuild these systems faster — Forge reduces the need to
rebuild them at all. This is not a tooling problem; it is a platform problem.

The Forge Model

Forge replaces fragmentation with a unified, deterministic authoring model:

¢ Deterministic — identical inputs produce identical outputs * Serializable — human-readable, diffable, versioned data
e Portable — contracts target multiple runtimes e Zero runtime code — integrates cleanly with engines

If content validates, it integrates; if it integrates, it performs; if it performs, it ships.

How Forge Supports Teams

Forge gives designers systemic clarity and predictable iteration, provides engineers schema-driven contracts
that eliminate ambiguity, and gives studio leadership performance budgets set at authoring time rather than
discovered during certification — aligning creative ambition with operational reality.

Forge embeds performance into the authoring layer:

¢ Budget-aware authoring ¢ Schema-enforced constraints ¢ Deterministic profiling

Forge keeps that ambition visible, validated, and controlled.

Capabilities & Impact

e Unified serialization for Al, encounters, pacing, world-state ¢ Timeline-centric workspace for systemic composition
® Music Integration Suite (zero-cost commercial scoring) e Schema versioning and deterministic migration
¢ Engine-agnostic architecture (Unreal + proprietary) ¢ In-game editing for pre-release builds

Forge strengthens long-term content strategy by:

¢ reducing development cost through deterministic pipelines ¢ eliminating late-stage performance failures
¢ enabling systemic and narrative design at scale e modernizing legacy titles safely
¢ providing a unified toolset across studios e ensuring predictable performance across hardware generations

Forge recovers 20-40% of a typical AAA schedule by eliminating integration and performance recovery as
phases. Forge also replaces assumption-driven production with contract-driven design, giving studios a
predictable, scalable foundation for the next era of games — built on empowered creators, fixed fundamentals,
and systemic excellence.

Forge’s deterministic model, coherence engine, reversibility framework, and engine-agnostic authoring environment are fully realized. A
working repository and full architectural brief are available under NDA. Contact: Elliott@Webb.Systems
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