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The Game Engine Architecture for free game experience
based on a storyline

Seokhyun Kim*

Abstract

A game engine should have the architecture that can manage various interactions between entities
in a game for offering users various game experience. For this purpose, the game engine
architecture based on message system is used. But only by this message based system, it is difficult
to change game world continuously according to some storylines. The reason of this is event-driven
system like message based system is appropriate for processing individual message but is not
appropriate for processing more bigger logical work unit. For this purpose this paper proposes the
storyline entity. The storyline entity has logical flows for a storyline and is called by engine
continuously. By this proposed game engine architecture he or she can maintain free game
experience by message based system and can add some progressing of storylines.

Keywords : game engine, architecture, event—driven system
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struct EVENT {

DWORD  time;

int (*evt_proc)( StoryLinex );
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<3t 4> Main loop pseudo code

for each storyline entity
call executeStory of storyline entity
while message queue is not empty

call DispatchMessage
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