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Intro to Games DevelopmentIntro to Games Development

Lecture Lecture 88

Topics covered this week:

ÅGame Spaces

ÅTiling

ÅVarious bits and bobs

ÅCoursework update
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Real SpaceReal Space

·Physical

·Gravitational

·Newtonian

·Time-based

·Exists

Game SpaceGame Space

·Virtual

·No space

·No physics

·No time

·Not real
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Video ClipsVideo Clips

·Entirely predefined

·Play on demand

·Moving avatars relative to each other and 

the virtual worldõs objects

·Requires a lot of planning

·Kindalike dancing

ScratchScratch

·Sprites move easily anywhere on 

the screen

·Big sprites move easily

·Collisions donõt always take place

·Difficult to model off-screen 

relative objects

Collision detectionCollision detection

·Using the video memory

·Using tiles

·Using bounding boxes
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Video memoryVideo memory

· Imagery as it appears on-screen

·Check, occasionally, for separate images sharing same 

memory locations

·Visually consistent

·Easy in 2D

·Can do 3D using ôlayersõ

No ðthe first image was in a layer 

behind the second image!

Memory layersMemory layers

front

front

back

back

same

TilesTiles

Collision?

Adjacent

tiles or

same tile

or é
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Bounding BoxesBounding Boxes

·2D or 3D

·Easiest when axis aligned with x, y 

(and z) axes

· If (obj_1(x)=obj_2(x)) and 

(obj_1(y)=obj_2(y) then 

collision_detected

·Every possibly colliding object must 

be defined with a bounding box

Why are diagonals hard?Why are diagonals hard?

·Memory is linear

·This maps easily to x, y (and z)

·This does not map easily to curves or 

diagonals

Football ôkickõ (=collision)Football ôkickõ (=collision)
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Level EditorLevel Editor

·Defines static maps of the total game are in tiles (usually)

·Dynamically updated as the program runs

·Reference point for knowing what is where, on and off

screen

·Often in a simple ASCII text file


