
Motion Plugins
CONTROL INTERFACE W/ FUSECENTRAL
- In: Control methods like update, stop, pause, and others that can a�ect 
speci�c target/property combos or ALL.
- Out: Feedback methods that let plugins talk back to FuseCentral, also 
tightly coupled, not events (for speed)

FuseCentral
The “umbrella” that ties the kit together.

REGISTRATION
- Plugins, Properties & Property-Con�icts
- Interpreter (optional), dialect

PULSE
- centralized
- tightly coupled update calls to plugins

EVENTS
- could potentially centralize kit events

CENTRAL MANAGEMENT
- Tracks target/property handling per plugin
- Uses con�ict data to ensure only one plugin is handling any 
given target/property combination
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Interpreter
DIALECTS
- De�nition �le or class

“Object 
Syntax”

other
Developer can create 

other syntaxes like MXML, 
Tweener, etc.

“Patches”
It is currently unclear where these elements are best situated in the architecture. 
Many things should work the same for any plugin or also work “across plugins”, 
without making any direct reference to the plugins themselves (to avoid 
compiling unused elements). Perhaps these things are elements of each plugin?
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PLUGIN CHILDREN (extensible)
- e.g. Tween instances for engine
- e.g. Physics targets, constraints, etc.
- Must somehow relate to “Patches” shown at right

DIALECT PATCHES (?)
- Secondary layer to parse the dialect for each plugin, so that using a dialect 
does not necessitate using a plugin or vice versa.
- There is a very complicated relationship to property registration that is hard to 
�gure out. If everything is left open, ability to add new properties, plugins, and 
dialects, how does each system augment the others without including unused 
elements? 
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Extremely rough map of Fuse 3 kit elements.  The architecture is a real challenge, because it is needs to remain an open, mix & match system where items not used are not imported.


