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Inspiration for this presentation
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 Engine architecture
 Gameplay Foundations, Low-level Engine Systems
 Game Loop Architectures
 Networking, Networked Game Loop Architectures
 Measuring Time; Timelines
 Runtime Object Models
 Object-centric models
 Property-centric models
 Event Management
 Memory Management
 Event Synchronization
 Scripting
 HIDs
 Resource Management
 I/O, Configuration Management

The Spectrum of Game Engines

Credit: Adam Smith, UC Santa CruzCreated with Gemini Notebook as an illustration of controllable generation
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Engine architecture perspective

Created with Gemini Notebook as an illustration of controllable generation
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Examples of changes at different tiers

Created with Gemini Notebook as an illustration of controllable generation
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Low-level Graphics Tiers

Created with Gemini Notebook as an illustration of controllable generation
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Specialized Libraries and Frameworks

Created with Gemini Notebook as an illustration of controllable generation
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Engine Runtimes and Editor Environments

Created with Gemini Notebook as an illustration of controllable generation
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Middleware

Created with Gemini Notebook as an illustration of controllable generation
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Gameplay systems and Effects

Created with Gemini Notebook as an illustration of controllable generation
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Discussion: Audience/Panelist Perspectives

Assessment and Expectations Ethical questions

• How does the cost of (generative AI) tools drive 
access to a wider audience?

• How do we handle the balance between our 
curiosity to build and explore generative models and 
our autonomy and individual expression?

• In an educational setting, how to balance opposing 
perspectives on the ethical use of generative AI 
models?

• What do individual portfolios look like for different 
positions?

• How rigorously do we educate (across the board) 
fundamentals? At what level are fundamentals now 
necessary to learn for all engine/graphics 
programmers?

• What are the gaps in educational content that need 
better organization from educators to keep the 
current workforce up to date and prepare incoming 
cohorts better.
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