Intro to Games Development
o'Lecture 3

Topics covered this week:

* Developing the game
* Game Engines
* Practical session

* Coursework
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Coding Games
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From your head to the mind of the computer

From Human to Computer

Game design -> more ideas & thoughts ->

Program logic structures: classes, objects, messages, code, data
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Programming language 6 C++, C#, Flash, Python, Java, Javascript,

Objective C, o0an enginebo
Compiled to executable files & run by operating system & computer

Interpreted by resident program which is run by the operating system

& computer




A New 3D FPS
(First Person Shooter)

>500,000 lines of code

A good coder can do 100 lines debugged,

working code per day

5,000 coding days

200 days work per year per person
25 person-years coding work
£1,000,000 of coding

Ifyou can find, say, 5-10 coders of this

class
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Engines O for task automation

Games Engas

-

- Widely available

TORQUE
GAME ENGINE

ADVANCHEHD

- Relatively cheap (really!)

- Highly efficient, tested and
debugged

- Can be easy to get a hold of

- Widely used by professional

developers




What do engines do for the
developer?

Provide full, working, basic game code

Save a lot of development time, money and expertise

Get a complex prototype quickly off the ground

Unreal Game Engine

Large professional and amateur development
community

Easier-to-use-than-C++ scripting language
Most of the artificial world code you need is
there already

Some artificial intelligence included

Level editor for creating new game play spaces

Code for on-line game playing

Tom Clancyds Rainbow Six series,

Gears of War, Saga of Heroes, é

MS, Linux, Mac OS X, Xbox 360, PS2, PS3, Wii
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Torque

The core of Tribes 2, an FPS developed in 2001 by
Dynamix

~$100US per copy per developer

Per game copy sold pricing on a scale for <> 250,000

copies

Torque game engine advanced 8 3D games coding

Torque game developer & 2/2.5D game development

But é poor graphics i mport & docu
poor level editor, buggy, badly-written code, poor

audi o, &




You should exp

Cross-platform:Windows, Mac OS X, Linux

Code to do all 3D or 2D image displaying and real-time controlled

movement

Collision detection

Audio 8 music, sound, speech

A coding method 8 either full C++ or an engine-specific scripting
language

Import and display of animations

Supportive user community
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You might al so
<P

Artificial intelligence

Network support

Level editor

3D (or 2D) graphics image editor
Multi-file format sound and image import
Free professional support

Alpha or beta product

In development, stable or inactive product

Serious limitations

Not easy to get product onto consoles

Engines support specific genres

FPS, free-romaing 3D, etc.

Big leap from scripting to C++ coding




See al soi-

- jnsak.wikispaces.com/gamedesign
- www.ogred3d.org

- www.crystalspace3d.org

- www.devmaster.net/engines/

- gpwiki.org/index.php/Game_Engines

- http://www.wosgamers.co.uk/wiki/awgd/Game-Engine
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This weekds pr

- Make those backgrounds less boring
- Parallax scrolling starfield

- Side-scrollers

- Think about the coursework

- Use your imagination, see what you can do

Coursework - Draft

You have to do three separate tasks in order to pass this
module:

- draft an outline game design document for the game you
will develop (20% of final mark)

- create the game using either Scratch or Python/Pygame
(60% of final mark)

- present the game to an external audience (20% of final
mark)



jnsak.wikispaces.com/gamedesign
jnsak.wikispaces.com/gamedesign
http://www.ogred3d.org/
http://www.crystalspace3d.org/
http://www.devmaster.net/engines/
gpwiki.org/index.php/Game_Engines
gpwiki.org/index.php/Game_Engines
http://www.wosgamers.co.uk/wiki/awgd/Game-Engine
http://www.wosgamers.co.uk/wiki/awgd/Game-Engine
http://www.wosgamers.co.uk/wiki/awgd/Game-Engine

Marking regime for all three parts:

"The work presented is ...

A - of a standard that would be expected in a professional games
development studio

BI - satisfies all the criteria requested

B2 - satisfies all the criteria presented, but has some significant flaws
C - is adequate but not of great quality

D - requires significant rework in order to pass

E - requires restarting from scratch

F - shows no evidence of any work being done"

The work will be marked by your campus' lecturer, with a sample
checked by the module co-ordinator (Dr John Sutherland) and the
overall work checked again by the moderator (Dr Daniel
Livingstone).
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The Draft Design Document

This should be around 5 Internet pages

it should be electronic, on a personal website (see, for example,
)

with banner id and game title page

game outline

main scenarios/levels

principal characters

outline of gameplay

possible target demographic (e.g. 12-14 year old females)

all copyright material included should be acknowledged (keep a list of URLs to
help you do this)

hand in date:Thursday 12th November at 12pm

hand in is by emailing the URL of where you have stored your design to the
module deliverer (Rebecca for Dumfries, Derek for Paisley)

The Game

this should contain at least one level and around | minute of gameplay

there should be some programmer-generated imagery for sprites,
backgrounds and effects

there should be some use of sound effects and music
there should be clear player progress through the level(s)
it should be fun!

all copyright material used should be acknowledged
hand in date:Thursday 17th December at 12pm

hand in is by playable game on memory stick/CD-R to the module
deliverer (Rebecca for Dumfries, Derek for Paisley) - it is your
responsibility to ensure the game plays easily when downloaded from
the memory stick. If in doubt, talk to the lecturer.



http://www.yola.com/

The presentation

- At one of the remaining studio/lab time in January you
should present your game to the lecturer, or other people
who are invited to play or view the games

- vidcaps and screencaps from the game should be uploaded
to your personal website (probably the same one as used
to store the game design document)

- this work must be complete by Monday 25th
January at 5pm
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Marking and feedback

The lecturer will marks and give feedback within
a fortnight of work being submitted. Of course,
you can submit work early and so get earlier
feedback.All marking is finalised at the
examination board, although it is unlikely that
the mark agreed by the lecture, deliverer and

moderator will be changed by the final board.




