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Summary

Scripting Languages

AI Libraries

Engine Evaluation



Scripting Languages

Scripting languages allows customizability 
by separating data and code and 
interpreted (or compiled) at runtime

Allow designers to customize behavior 
without compiling code

Often scripts can be text based 
(precompiled binary or text) or UI based



Visual UI Script Editor





Common Scripting Scenarios

Loading resource (meshes, audio, animation 
etc)

Setting position and orientation (Game units, 
GUI etc)

Control in game behavior (lighting, volume, 
debug display, in game console)

Customize specific object behavior (AI, effect)



Common scripting options

Using an ini file to store settings 
(SDLConfig)

Command line arguments (argv, argc)

External scripts (text or binary) running 
through an embedded scripting engine.



Scripting Languages

Programming language scripting
- C#, Java,Perl, PHP, Python etc.

Embedded scripting languages require a “host” 
to run the scripting in

- Angelscript, GameMonkey, Javascript, Lua, Squirrel etc.

Custom scripting system specific to application
- QuakeC, MEL, Nwscript, Unrealscript etc.



Scripting Language problems

Scripting (interpreted) is inherently much 
slower than compiled assembly code

Scripting languages are usually not 
statically compiled, so errors are 
discovered at runtime, not compile time 
like C++.



AI

I always lie



AI in Games

Decision and Action Response
FSM, Decision Tree

Terrain Navigation
A* Star , Breadth First Search

Behavior Learning
Neural net, Fuzzy Logic



Available Libraries

OpenSource
- OpenSteer, MetaAgent, MicroPanther

Path Finding
- PathEngine

Commercial AI Engines
- AI Implant, Kynapse, Simbionic



Game Engine Evaluation

http://www.devmaster.net



End
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