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[COLLECT, AT AN INPUT NODE PARTICIPANT DATA |12

GENERATE, AT A PROCESSING NODE, A VIRTUAL
REPRESENTATION OF A PARTICIPANT
BASED ON THE COLLECTED PARTICIPANT DATA

v

OUTPUT, USING AN OUTPUT NODE, THE - 116
VIRTUAL REPRESENTATION OF THE PARTICIPANT
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DETERMINE, AT APROCESSING
—> NODE, ONE OF MORE IN-GAME EFFECTS
BASED ON THE COLLECTED PARTICIPANT DATA
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122 UPDATE, USING
THE OUTPUT NODE, THE VIRTUAL ENVIRONMENT
BASED ON THE DETERMINED IN-GAME EFFECTS
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IDENTIFY, AT AN ARTIFICIAL INTELLIGENCE
PROCESSING NODE, IN-GAME ACTIONS OF A PARTICIPANT
BASED ON THE COLLECTED PARTICIPANT DATA
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DETERMINE, AT THE
ARTIFICIAL INTELLIGENCE PROCESSING NODE, IN-GAME
EFFECTS BASED ON THE IDENTIFIED IN-GAME ACTIONS
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DETERMINE,
AT AN AUDIO PROCESSING NODE, AUDIO EFFECTS
CORRESPONDING TO THE IDENTIFIED IN-GAME EFFECTS
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DETERMINE,
AT AVISUAL PROCESSING NODE, VISUAL EFFECTS
CORRESPONDING TO THE IDENTIFIED IN-GAME EFFECTS
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DETERMINE, AT APHYSICAL
EFFECTS PROCESSING NODE, PHYSICAL EFFECTS
CORRESPONDING TO THE IDENTIFIED IN-GAME EFFECTS
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