INFERNO ENGINE

REFERENCE ARCHITECTURE

Building a game with multiple AI services

How a Designer, an Al planning assistant, an Al coding agent, generative Al services and 3D asset libraries work together to build a point-

and-click adventure Game on the Inferno engine, and where each MCP and API touchpoint sits.
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DESIGN & PLAN people + Al assistant
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Designer

Owns the vision. Reviews every plan and approves
any change outside the engine and game folders.
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AI planning assistant

A Claude project holding shared context: a project
rules file, design docs and decision history. Turns
ideas into plans and specs.
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HANDOFF

Plan and spec files

Markdown handoff between planning and
execution: reviewable and versioned.
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Human-in-the-loop checkpoints
Steps kept with a person by design:

e Approve writes outside the allowed folders
e Start paid Al generation batches

e Open scenes and run editor windows

e Restart a stalled tool bridge

e Push to the shared repository

e Play-test audio, lip sync and input

CLOUD SERVICES

Generative Al, asset libraries and
documents

Everything generated or downloaded passes through
Blender or the editor, and gets a licence-ledger row, before
it ships in the Game.

ARCHITECTURE PRINCIPLES

MCP is the integration layer

Each tool exposes typed functions. Add a
service by adding a server, not by changing the
agent.

Al at edit time, not run time

Voice, art and models are baked into assets;
the shipped Game makes no AI calls.
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MCP tool call, via the desktop bridge
Third-party API over HTTPS

= = % Cloud MCP connector (OAuth)
------ » Manual step by the Designer

Handoff or file flow

4 - SYSTEMS & SERVICES wherethe work lands

e N
Game project - Unity 6, URP
Inferno engine layer Game layer
e Adventure + dialogue runtime ¢ Rooms built from specs
> e Facial animation bridge ¢ Dialogue database, scenes
e Voice-over module o UI skins (prefab variants)
e Editor tools, templates ¢ Voice clips
Third-party packages (adventure framework, dialogue system, lip sync) are read-
only to the agent. Scene and prefab files change only through editor tools.
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HTTPS - edit time only :
..................................................................................... Vo
| |
Voice synthesis - ElevenLabs
' Text-to-speech REST API, called at edit time only, so the shipped Game makes no Al
calls. The API key stays in a local secret store.
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—> Source repository - git
The agent commits locally; the Designer pushes to the shared remote.
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SYSTEM

» 3D content tool - Blender
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2 - ORCHESTRATE AIcodingagent 3 - TOOL LAYER MCP servers onthe workstation
' N\ 4 N
AI coding agent - Claude Game engine server - Unity MCP
e Reads the plan and the project rules RunCommand
) Runs a scripted editor operation in one call
e (Calls one tool at a time
. . . ReadResource - Grep
Verifies, th t h unit — : . .
¢ vermes, then commits each uni > Reads project files from disk; cheap and safe
e Reports back for review
ManageScene - ManageGameObject
o J . . . . .
| Live editor queries; heavier, used sparingly
|
| l PackageManager - AssetInventory
I 4 ) Installs packages, searches the asset catalog
|
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I Desktop bridge ®
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I Relays the cloud agent's tool calls to MCP MCP
| i | .
| L servers on the workstation. ) >  File system server
: Plans, specs and source: the agent's view of the project on disk.
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I MCP
| epe e
I Verification loop __,| Version control server - git
| .
| * Afteredits: read scene state and logs Stage, diff, commit, log. Pushing to the shared remote stays
| e Visuals: render a screenshot and with the Designer.
: inspect it - J
| e Commits: confirm in the history, not by + +
: silence (" N R
| e Live behaviour (audio, input) goes to e ice
: the Designer Generative 3D - Meshy 3D content - Blender
I MCP MCP
: Text- or image-to-3D, Scripts Blender, and
| retexture, remesh, rig and searches and downloads
| animate. from Sketchfab and Poly
: L ) Haven.
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Cloud MCP connectors ; :
1 1
Microsoft 365 : .
Project documents via Microsoft Graph ' '
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OpenArt ] :
Al image and video generation , ,
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OneDrive / SharePoint | | OpenArt . Meshy . | Sketchfab
Decision log, licence ledger, | Concept art, textures and | 3D models from text ora | 3D model library; licence set
design docs. i video from prompts. i 1 conceptimage. 1 permodel.
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Plan and execution are separate

Spec files are the contract; the agent executes
what was reviewed.

Provenance for every asset

Source, licence tier and attribution are logged
before an asset ships.

Least-privilege writes
Engine and game folders only; third-party
code is read-only.

One call at a time, fail fast
Tool calls are serialized; on a timeout the
agent stops and reports.

Secrets stay out of source
API keys live in a local secret store, never in
the repository.

Verify and audit

Every action is checked; commits and the
decision log form the trail.

Where downloaded and generated models are cleaned up, scaled and exported
before they enter the Game project.

i | ASSET API

Licensing differs by source

i Poly Haven : Poly Haven is CCO. Sketchfab licences vary per model.

| Rights to AI output from OpenArt, Meshy and ElevenLabs
CCO HDRIs, textures and . S

| models : depend on the plan tier at generation time.
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Game

A point-and-click adventure built on Inferno. Engine modules are copied in
unchanged; rooms, dialogue, art and voice belong to the Game.
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INFERNO ENGINE

END TO END

Four workflows, step by step

Each step is tagged with the MCP server, connector or AI API it uses. Dotted cards are the Designer's checkpoints.

WORKFLOW 1

Everyday change

WORKFLOW 2

Scene from spec

WORKFLOW 3

Al voice-over

WORKFLOW 4

3D art and assets
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01 § 02 03 04 05 06 07 E 08
Hand off Change Verify Commit Record . Release
Plan ™| Theplanissavedasa = | Inspect | One scripted editor | Logs, scenestateanda | > | Local commit, | Decision log; licence ™ Ppush to the shared repo
Agree the approach spec file on disk. Read project files operation inside the rendered screenshot. chﬁrmed from the ledger for any new and play-test.
with the rules file in before touching the live allowed folders. history. asset.
context. editor.
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01 P02 03 04 05 06
Write the spec — Review and lock i _»| Build from spec — | Check coverage — | Render and review — | Commit
A Markdown scene spec: layout, i Once locked, tools may only fill in E Generated from the spec. Shared Every hotspot and exit must be The agent renders a screenshot The scene is committed and
hotspots, exits, camera. resolved values. IDs link objects, interactions and visible to a camera. and inspects it. confirmed.
dialogue.
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01 02 03 04 05 06 07
Cocs roner Cocs roner
: i Castvoices Approve generation _ Synthesize Import clips : Review :
Write dialogue _> A config file maps each The Designer starts the paid _> One ElevenLabs REST call = Keyed by conversation and _> Listen in context and check _> Log and commit
A vendor-neutral dialogue character to a voice ID. batch. per char\ged line; a content line; a mfemifest records the lip sync. Ledger entry for generated
database with an emotion hash skips the rest. licence tier. audio, then commit.
tag per line.
................................................................................................................................................. N - J N
The voice module lives in the Inferno engine layer, so every Game gets it unchanged; only casting and dialogue are per-game.
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01 § 02 03 04 05 06 Q7
Generate Prep Import and verify Record Commit
—> Source Or create a model from text —p | Clean up, scale and exportin |=9 | Intothe Game layer, —p | Ledger row: source, licence —» | Asset committed and
Concept art : Search Sketchfab, Poly or a concept image; rig and Blender. checked with a render. tier, attribution. confirmed.
animate.
Generate reference images Haven or owned as.se‘t
and textures from prompts. packages for an existing
model, HDRI or texture.
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