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Victory! Game EngineVictory! Game EngineVictory! Game Engine

Features:

• non-linear animation system

• node-based architecture (runtime 
inheritance/extendibility)

• scripting using Lua (for all aspects of the engine)

• rendering using OpenGL API and NVIDIA’s Cg
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�

initialise

get user input
update scene
draw scene
cleanup scene

cleanup engine
�

•game loop
•factory capabilities

Game engine

External data
•(.mod) model files

•(.seq) sequence files

•(.anim) animation files

•(.tpk) texture packages

•(.lua) scripts

Maya exporter
[In]� maya binaries

�[out] models, materials, textures 
sequences, maps

Lua binding interface

Scene management

User input
•keyboard/mouse

SCREEN

�

calculate movement

calculate collisions
resolve collisions
clean collision data

�

•kinematics
•collision detection
•collision resolution

Physics engine

�

calculate visibility
calculate/apply animation
draw models
draw UI

�

•3D elements
•UI elements

Graphics engine

Victory! Game EngineVictory! Game EngineVictory! Game Engine

Tools:

• check & correct geometry in 
Maya

• generate collision primitives 
in Maya

• command line exporter for 
Maya (models, collision  
primitives, animation 
sequences, texture 
packages)

Victory! Game EngineVictory! Game EngineVictory! Game Engine
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The Victory! Game Engine

download the demo from http://ncca.bournemouth.ac.uk


