Particle objects


Type as long


Mode as long


Sequences() as string


SeqLen() as long


Figure as string



ToOutput as string

Type – There will be methods to allow the user to set individual particle’s type.  Type will be something like archer, grunt, melee, etc.  Then, the program will look into the mods() array for the corresponding AI script for that type, and run it whenever needed, which will be when the current sequence is done playing.
Mode – Mode will be determined by the mods() array, using the code that is contained in each particle.  Mode will determine what sequence is playing at the moment.  Mode will be calculated by the AI whenever the current sequence is done playing.

Sequences() – This contains the list of different sequences this particular particle is capable of playing.  It is loaded up from the Anim8or file at the very beginning

SeqLen() – This is an array of the lengths of the sequences.  This is required so that the particle knows when to run it’s AI script.

Figure – This is the name of the figure this particle is based on

ToOutput – This code contains what will be outputted this cycle (if anything) to the an8 text file, regarding keyframes, sequences, etc.

Input of AI Routines
The user will input the AI routines into a textbox using VBScript language.  The routines will then be loaded into an array of ScriptControl Modules.
Battle Cycle
The user will specify all the types, and the user will specify what proportion of the army each type will make up.  The program will then create a specified number of particles, with each one being a different type.  Then a loop will begin.

Battle Loop
At the very beginning, no sequences will be playing, so all the particles will be run through a module representing their type, and they will begin playing a sequence of the AI’s selection.  The particles will use their seqlen() array to tell how long the currently playing sequence will play, and then when the time comes, maybe 40 frames later, they will run their AI script again, and then choose another sequence.  All the data will be output using the namedsequence(SequenceName, FrameStart) syntax in the An8 File format, and they will either output it directly to a file, or store it in a string array for output when the loop is done.
