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Release the smarts

Simian Industries is creating a new style of game
development tools, thanks to research from BT

wwawsimianindustries.co.uk

www.blexact.com

Who is Uncle Roy?

mart Content sounds like the kind

of buzzword tessed around the
members-only clubs of Scho with
careless abandon. In this case however
there's something behind the facade.

Created by BT's R&D amm, BT
Exact, the concept of Smart Content
was developed to give content
providers new ways of offering

While the cool-looking street players of “Uncle Roy All Around You' were running
around the streets of London, the less comely were tucked away in the comfort
of their own homes, aiding the quest thanks to this virtual representation

The players of ‘Uncle Roy All Around You' may appear to be more suited to the pages of ‘i-D' magazine than
Edge but the | Tve Ive event lal

device-incependent experiences.
Already in use in the videc-editing
markeat, the system was also usad in
the interactive muiti-location event,
“Uncle Roy All Around You' (see Who is
Uncle Roy?). Mow it's the turn of
traditional gaming, Dundee-based
Simian Industries is in charge of tuming
Smart Content into something useful
for hardnosed game developers.
“Srnart Content is a completely
new concept,” explaine managing
directer Mark Ettle. “Compared to
curment micdleware, which is limited on
a platform-technology leval, this
separates technology from the game.
It will allow smaller devices to take
advantage of other platform strangths.”
By comparison to existing tech, he
says it will operate more like a realtime
version of digital asset management
system alienbrain than Render\Vare.
“What we're concentrating on is
features that give developers a huge
amourtt of contrel over therr data,” Ettls
cortinues. “This isn't something that
has been done bafora in game
devalopment 20 it may taks peoples a
while to reglise whet they can get out of
the tooks.” One exarmple of this new

approach will be the ability 1o allow
users 1o personalise their gaming
axpenence. By authoring content with
this in mind, cevelopers could allow
users 1o alter characters and or even
generale levels as they soe fit.

“Smart Content is exactly what it
says,” says Eftle. “The content has
encugh information about relationships,
constraints and linkages that it can be
used to explore and express the set of
information that describes how a game
works. It snhances the abilities of
traditional game development to cope
with detailed complexity, while enabling
players to interact with the game in a
much move user-fiendly way. "

Another arsa being explored is
inter-device connectivity. *It's not vital to
the overall concept,” says Ettle.
“Games can be standalone or
networked, althcugh allowing multicls
device types such as consoles, phones
and FCs 1o talk 1o each olher and
compete wil, of course, open up naw
possibiities.” Simian, which has a
strong relaticnship with the 3 phone
network, is also lnoking into the
possibility of strearning Smart
Content dala across 3G nebworks.

of the Smart Content concept
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