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// AI_AGENT_CONFIG.json
{
"engine_target": "GODOT",
"optimization_level": "MAX",
"resource_allocation": {
“"cpu_cores”: 8,
"gpu_memory": "16GB",
"data_stream_bandwidth": "2.5 Gbps"
}
"model_architecture": "TRANSFORMER_XL_V3",
“"context_window': 128000,
"pipeline_stages": [
“"DATA_INGESTION",
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> INITIATING_BUILD_SEQUENCE...
> PARSING_ENGINE_API_DOCS [STATUS: COMPLETE]

> GENERATING_OPTIMIZED_SCRIPTS [PROGRESS: 85%]
> DEPLOYING_TO_RUNTIME_ENVIRONMENT [PENDING]_Jj§
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