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Assigning a non-player character with
content associated to them, by the
memory module 160.
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Providing a map, by a map module 110,
comprising one or more locations.
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Allowing the non-player characters to
utilize established traits and relationships
in order to initiate activities.
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Allowing, via an activity module 120,
the non-player character to move
between the one or more locations.
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Allowing, via an interacting module
130, at least one non-player character to
interact with one or more characters.

l

Computing, via a computing module
140, one or more changes in the content,
associated with the at least one non-
player character.
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Updating, via an updating module 150,
the one or more changes in the pre-
installed content associated with at least
one non-player character.
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Starting and performing activities, by at least one non-player character, via
arandom event in the game environment or via their commitments.
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72 Analysing, by the computing module 140, the present relationships of each non-player character with

the other non-player characters or player characters.
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