
 

FORGE 

The Cost of Systemic Drift 

Forge reduces production risk by preventing the gradual misalignment of design, 

simulation, content, and runtime behavior. 

Designer-First · Deterministic · Engine-Agnostic  

 

01 / CONTEXT 

Drift Is the Hidden Tax on Game Development 

Most studios do not lose time because systems fail. They lose 
time because systems slowly stop agreeing with one another. 

→  A feature is authored one way. 

→  Implemented another way. 

→  Simulated differently. 

→  Tested under different assumptions. 

→  Shipped with compromises made months after the 

original design was approved. 

Nothing breaks immediately. Instead, small inconsistencies 
accumulate until the project becomes increasingly difficult to 
reason about. 

This is systemic drift. And it compounds over time. 

03 / WHY DRIFT IS EXPENSIVE 

Every Form of Drift Becomes Rework 

Systemic drift rarely appears as a single catastrophic failure. 
Instead, it emerges as production friction: 

Designers — spend time validating assumptions 

Engineers — spend time tracing unexpected behavior 

Technical designers — reconcile disconnected systems 

Artists — revisit assets after downstream changes 

Producers — absorb schedule uncertainty 

Every correction creates additional coordination overhead. 

Every delay increases production cost. 

02 / THE PROBLEM 

Complexity Grows Faster Than Visibility 

Modern games are built from interconnected systems: 
progression, narrative, combat, AI, faction relationships, 
economy, world state, missions, pacing, and environmental 

systems. 

As projects grow, each system evolves independently. The 
original intent becomes harder to track, teams depend on 
institutional knowledge, and visibility declines while 

complexity increases. 

→  design intent drifts from implementation 

→  narrative logic drifts from world state 

→  simulation behavior drifts from runtime behavior 

→  content drifts from supporting systems 

→  documentation drifts from reality 

Over time, teams lose confidence in the system as a whole. 

04 / WHAT DRIFT LOOKS LIKE 

The Symptoms Are Familiar 

Most studios recognize the consequences even if they do not 

call them drift. 

→  features that take months longer than expected 

→  systems that behave differently than planned 

→  balancing passes that never seem to end 

→  mission logic that conflicts with world state 

→  content that breaks when unrelated systems change 

→  last-minute debugging before milestone reviews 

These are rarely isolated issues. They are symptoms of 

systems that have gradually fallen out of alignment. 

 

05 / THE FORGE APPROACH 

A Coherent Architecture for Complex Worlds 

Forge was built around a simple idea: Complexity is unavoidable. Drift 

should not be. Forge provides deterministic authoring, systemic visibility, 

simulation fidelity, traceable outcomes, and coherence preservation.  

Rather than repairing drift after it appears, Forge prevents drift from 

accumulating. 

06 / IMPACT 

What Happens When Drift Stops Compounding 

When systems remain aligned, iteration becomes safer, balancing becomes 

more reliable, content scales more efficiently, uncertainty declines, 

integration becomes more predictable, and creative intent survives 

implementation. 

Teams spend less time reconciling contradictions and more time building 

experiences. Production becomes more predictable because the world 

remains understandable. 



 

07 / STATUS 

Where Forge Is Today 

Forge's systemic authoring model, deterministic simulation framework, and 

coherence architecture are fully realized. 

A working repository and full architectural brief are available under NDA. 

Contact: Elliott@Webb.Systems 

08 / ACCESS 

Technical Access & Drift Architecture 

The full Forge architecture—including systemic authoring, deterministic 

simulation, coherence preservation, and integration governance—is 

available under NDA. 

A detailed architectural brief, system corpus, and working repository can be 

provided upon request. 

Complexity is unavoidable. Drift should not be. 
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