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BY GAVIN HOOD

From the moment | read Ender’s Game, | knew | wanted to make it as a film, and
thatit would be a very personal project for me.

I grew up in South Africa in the 1970s and 1980s during a time of intense polit-
ical turmoil. | was drafted into the military at the age of seventeen:| experienced
firsthand the abuse of authority by men who outranked me, and | saw how easily
young lives could be ruined—even ended—by the decisions of leaders. Eventually,
I left the military and went on to law school, but those early experiences opened
my eyes to new ways of thinking.

What struck me most about my time in the military and my experiences as a
law student later on was the realization that, as a species, we human beings are
capable of both violence and compassion. This duality exists within all of us, and
ourlives are defined in large measure by whether we choose to engage the world
with aggression or with empathy. When | read Ender’s Game, it was this idea that
most struck me.

The lead character, Ender Wiggin, is a young soldier drafted by the International
Fleet to fighta warin a far-off place against an enemy he knows very little about.
He is told by adults he trusts that hisienemy is hell-bent on his annihilation. That
they have no compassion. That they must be utterly destroyed if humanity is to

survive. Ender believes his leaders. He respects authority. He even wants to please

his elders. But he is lied to. And in the end, he must find his own moral compass and
take responsibility for his own actions and naiveté.

I didn’t know Orson Scott Card when he firstimagined Ender Wiggin decades
ago, and I'm sure he hardly imagined that his character would resonate so strongly
with someone half a world away so many years later. But that is the beauty and
power of art. It travels and mixes with the life experiences of readers or viewers in
ways the artist cannot imagine.

No one person experiences a book or a film in quite the same wauy. The artist
expresses a feeling or idea in one particular form. That idea is picked up and
reinterpreted by a reader or viewer based on their experiences and ideas. If that
reader or viewer bases a new piece of art on what he or she has read or seen, that
art will be infused with the sensibility of that artist. And if you make a film, which
is never made by one persan alone, then that film will be influenced and shaped by
the many artists who bring their unique talents and life experiences to the project.

Which brings us to the purpose of this beautiful book. Itis a celebration of the
many talented individuals who came together to help make a film based on this
classic novel. From the cast of wonderful actors to the extraordinary designers,
camera operators, and visual effects artists, everyone on Ender’s Game commit-
ted themselves completely to making a very special film. | am thrilled that the

pages of this book will bring some fraction of their story to light.

OPPOSITE: Director Gavin
Hood emerges from the
Battle School airlock. LEFT:
Hood directs Butterfield
in a pivotal Battle School
cafeteria scene, which
captures one of Ender’s
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earliest encounters with the

school's social hierarchy.



