
Milestone 3: Interim Report
Giant Robots



Current state I (original characters in the arena)



Current state II (animated characters)

https://docs.google.com/file/d/1fETDjkrhe0BM8UY-NDqJveMg5EVUswIq/preview
https://docs.google.com/file/d/1__L8fZJ9tPXhIJqy6Um0DhbZRH6x5j2i/preview


Current state III (fight mechanic - buttons or voice ctrl.)



Current state IV (Vr controllers)



Current state V (Body Movement Detection)

https://docs.google.com/file/d/1G266VBSi88JEAHdnVxAreujj1AvY7wBV/preview


Progress

● Basic Combat mechanic has preliminary version for testing
○ incl. sound and visual effects & ChatGPT opponent.  This is super preliminary and needs a lot 

of work.
● Many animated 3D assets available for testing.

○ Arena, Robots (small, giant), workplace
● Animation of NPC players is in progress.
● Music and Sound Effects - preliminary choices made.  There is much work to 

clean up sounds and implement them in code for gunshots, explos



Targets

● We are making steady progress towards our game target.
● We have tackled some of the most difficult issues first, such as AI and the use 

of LLM to manage NPC characters
● We have sufficient game assets ready to start building character interactions.



Problems & Solutions

● Character animation & control in VR needs much work. We have sufficient 
game assets for testing (models, animations, sounds, music) but there is 
room for much improvement.

● AI/LLM gives great results and is super impressive
● The solution is keeping a careful game state and adjusting this with input 

from the LLM.  Game state includes characters, health status, turns, 
inventory, etc.  Unity and the LLM must be kept in sync

● In general the interface between LLM and our Unity C# code is currently the 
area that needs the most work.  This is also the most original part of our 
project, and it's the part that will make it fun to play.



Live demo


