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I'm interested in the process and strategies for design.

The architect Christopher Alexander, in his book Pattern Language
formalized a lot of spatial relationships into a grammar for design.

1'd really like to work toward a grammar for complex systems and present
someone with tools for designing complex things.

- Will Wright, from an interview with Wired magazine, 1994.
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(The Soul of The Sims, by Will Wright)
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Spore
PCG (Procedural Contents Generation) & Spore

Spore Meta Al

CryEngine (Crytek) Spore (Maxis,EA)

Far Cry(Crytek & Ubisoft) il

CryEngine 1.0
o Far Cry Instincts
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Far Cry 2(Ubisoft Montreal & Ubisoft)
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http://www.n4g.com/pc/News-89415.aspx
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Spore

SIGGRAPH2007
SIGGRAPH2007

SIGGRAPH2007

(SIGGRAPH2008)
GDC

b e ey bistory/2006, 0512006051 19555 etail byl

1)

Lydia Choy, Ryan Ingram, Ocean Quigley, Brian Sharp, Andrew Willmott

Rigblocks: Player-Deformable Objects, http//www.cs.cmu.edu/-ajw/s2007

()

Henry Goffin, Grue, Chris Hecker, Ocean Quigley, Shalin Shodhan, Andrew Willmott,
Player-Driven Procedural Texturing, http://www.cs crmu edu~ajw/s2007

Andrew Willmott,Creating Spherical Worlds, httpz//www.cs.cmu.edu/~ajw/s2007

‘ .
|

Andrew Willmott, Creating Spherical Worlds, http://ww.cs.cmu.edu/~ajw/s2007
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Procedural Brushing Demo

3rd spore demonstration at SIGGRAPH 07 (YouTube)

(4)

Andrew Willmott,Creating Spherical Worlds, http2//www.cs.cmu.edu/~ajw/s2007
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Andrew Willmott,Creating Spherical Worlds, http2//www.cs.cmu.edu/~ajw/s2007

fm
Andrew Willmott Creating Spherical Worlds, http//www.cs.cmu.edu/~ajw/s2007
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Andrew Willmott,Creating Spherical Worlds, httpz//www.cs.cmu.edu/~ajw/s2007

(5) Development of Spore

Steve Capell et al., Interactive Skeleton-Driven Dynamic Deformations
http://grail.cs.washington.edu/projects/deformation/

Steve Capell et al., Interactive Skeleton-Driven Dynamic Deformations
http://grail.cs.washington.edu/projects/deformation/

Spore

Development of Spore Wiki
http://en.wikipedia.org/wiki/Development_of Spore

Preceding

“Real-time Motion Retargeting to Highly Varied User-Created Morphologies”

http://chrishecker.com/Real-time_Motion_Retargeting_to_Highly Varied_User-Created Morphologies

SIGGRAPH2008
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(6) SPORE

SPORE (GDC2008)
Procedural Music in SPORE

2 20 12 13
West Hall, 2024

https:/Awww.cmpevents.com/GD08/a.asp?option=C&V=11&Sess|D=6426
Kent Jolly (Audio Director, Electronic Arts), Aaron McLeran (composer, n/a)

. (Ambient Music)

never repeat

:

Procedural Music

Pd

» Pd

» Miller Puckette

Akl

http://ja.wikipedia.org/wiki/Pure_Data
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http:/iwww.gamespot.com/peistrategy/spore/news.html?sid=6165667
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