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WOW: A Video Game-oriented Programming Language

TAKETOSHI NISHIMORIt and YASUSHI KUNOt

As the complexity of video game software grew, it became difficult to develop them through
traditional trial-and-error processes. To overcome the problem, many farms have developed
scripting languages to help game designers to modify their design quickly, without help from
the programmers. However, most of these languages have ad hoc design and closely tied to
specific game, making it difficult to reuse languages for other games and there is no appro-
priate language to use to develop games. So we are developing a new programming language
‘WOW’ with following policies. (1) Having facilities suitable to write video game systems.
(2) Being easy to embed in applications. A video game program is constituted with au-
tonomous state-machines and varied communications between them. Also it is designed to
synchronize with animation steps since a video game is required to be highly real-time and in-
teractive. So we design WOW as pre-emptive concurrent object-oriented language, and adopt
a communication model ‘Tuple Space’. And splitting functions of methods and threads, we
resolve the problems of inheritance in concurrent programming language. Also we extend
‘Tuple Space’ for convenience of describing a video game program. These factors make a
concurrent programming easy . In addition, we design and implement WOW in consideration
of ease of embedding to applications.
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