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A layered approach

* Intelligence is spread across layers, with
higher concentration at the top and lower
concentration in the graphics hardware at
the bottom.

* Interfaces between layers provide scripting
oportunities, sharing of components, different
control paths and levels of detail, as well as
being the glue holding a character together.




1. Rendering Engine

Rendering of graphics primitives onto the screen
INTERFACE: Standard 3D Rendering API [DirectX, Open
2. Scene Manager

Representation and transformation of world geometry and sounds
INTERFACE: "e Graph APl (Open Scene Graph, Panda 3D)

3. Body Model
Articulated skeleton or armature, inverse kinematics, constraints
INTERFACE: Standard 3D Body ification (H-Anim
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»us animation tools)

4. Motion Engine
Motion controllers and motion script executors, meaningful motion primitives
INTERFACE: Behavior Markup Language (New)

)

5. Behavior Engine
Mapping from functional description to behavior descripion and behavior script executor
INTERFACE: Low-Level Function Markup Langua

New)

6. Functional Engine
Social / Interpersonal Social Interaction Planning, Social Rules
Task / Gameplay Behavior Planning, Gameplay Rules
(And other specialized functionality)

¢
INTERFACE: Hight inction Markup Langy

ate Description

7. Existential Engine
Character goals, drives and deliberative high level action selection

8, Avatar Engine (and Interface)
Player character interface and action selection
INTERFACE: Game Director Scripting

9. Scenario Engine
Game and scenario directives from game designers
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Helpful: Sensors and Arbitrators
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4, Motion Engine
Motion controllers and mation seript| The bodly always knows where it is and
INTERFACE: Behavior Markup Langug L . . ), .
what it is doing, it shouldn’t do anything
dumb!

i
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