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I’ve just stumbled upon a series of articles from Richard Fine that were written in 2003 which describes the
basics of a game engine he calls Enginuity. It lays the foundations to basic memory management, logging,
kernel and tasks management and much more. An extremely interesting read. Sadly, you can read in the
articles that this was projected to be a series of more than 8 articles, but it seems it stopped at the fifth
article. If anyone knows where to find the rest (if it exists), I’d be grateful!
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https://github.com/tomzx/blog.tomrochette.com-content/blob/477f2fb7/enginuity-series-on-gamedev-net/item.md
https://www.gamedev.net/articles/programming/general-and-gameplay-programming/enginuity-part-i-r1947
https://www.gamedev.net/articles/programming/general-and-gameplay-programming/enginuity-part-ii-r1954
https://www.gamedev.net/articles/programming/general-and-gameplay-programming/enginuity-part-iii-r1959
https://www.gamedev.net/articles/programming/general-and-gameplay-programming/enginuity-part-iv-r1973
https://www.gamedev.net/articles/programming/general-and-gameplay-programming/enginuity-part-v-r2011

