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Abstract : In entertainment field such as console games, for an easy way of implementation of

various reactions, virtual creatures with sensorimotor models will become useful. Virtual creatures

consist of articulated rigid body model, sensor models and motor controllers. Each element has

a lot of parameters. It is difficult to predict the resulting motions from these parameters. Thus,

we propose a development environment for virtual creatures, which help designer to understand

parameters. By integrating simulations of physics and sensorimotor model into Blender’s combina-

tion of design environment and game engine, total design of virtual creatures is done in a design

environment effectively by artist.
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