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Spielprinzip

- 3D-Rennspiel
- Jump'n Run-Elemente
- Miniaturwelt

- Insekten als Spielfiguren



Game

5 lsy Spielprinzip

- Insekten mit speziellen Eigenschaften

Ameise (schnell rennen) @‘

Spinne (an Seil schwingen) 76
Kafer (graben) £

Grashupfer/Heuschrecke (springen)




Game

™S DBonusitems

- Turbo-Boost ‘
- Drogen &
- Klebehonig @

- Brute-Force .

- Uberraschungsei
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- Bearbeitung mit
Goldwave

- Sounds und Musik
Im ogg-Format

- Aufgenommen in
GHWRS Illerrieden

Soundeffekte / Musik

v 910 0

music4.00g

00:00:03.1




S5 Bibliotheken

- Physik: Open Dynamics Engine

- Skeletale Animationen: Animadead

- Skripting-System: Angel Code Scripting Lib
- System und OpenGL-Wrapper, Mathe: G3D

- Eigenentwickelte Engine: ONENgine
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G :

- Komplettes GUI-Framework

- Render-System (Shader-, State- und
Renderpfad-Verwaltung)

» SceneManager (Szenengraph Management)

- Netzwerk (Synchronisation und Events)

- Scripting-Host (OO-Wrapper fur Angelscript)

- 25000 Zeilen Code



S48 ONE Hauptbestandteile

Engine

| ONE guiViewpart Lisiener
] OHE:guiScroliBar: Ligsnor
OME:uil :ActionLisionor g ———" == ONE:gui: TitleBai

Logic — = e
s ONEzourTopLovol et o] e g vinaow | ONE:gu Frama
ONE:utl-EventDispatche < KeyEvant, KeyListsner, struct KayRelay > wﬂ' i

ONE: gui Siderhd odelListener

add/remove Entity add/remove ]
. controls

LevelLoader u

[[oNE:gu-Bordersa [

ONEgui Pansl

£ gui Viewporl

EntityFactory

——add/remove Syncabte—-

RenderSystem SceneManager | i
< add/remove Entity

controls — ONE-gut Cormp anenl

Entity

T ONE gu Button |
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1 Entity v

- P UserEntity ClientProxy
Phy5|cs e (Server only)

ONE:utE- Tz tDispatcher

Body /- " a3 DputStream b

Body

Body
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Other (Logic, Scenegraph, ...) Server/Client
Shader-Beispielsanwendung:

- N Shadow Mapping
y+) |- ClientList

\
G The A < B shadowed fragment case

I | ClientProxy switch

addSyncable(Type)

depth map image plane
PSS ) depthmap Z = A

emoveSyncable(Syncables [lDSYﬁ';ﬂh‘el

_ 11D Syncable] T—— <
N Al : » N

@

position

Entity [ID.Syncable] |
[ID.Syncable]

eye view image plane,

ControlMsg [ClientID. Control]
ak.a. the frame buffer

CreateMsg [SyncID. Type. Data]

UpdateMsg [SyncID, Data] fragment's
lightZ=8B

add, remove Syncable

RemoveMsg [SynciD]




Level

e | evel-Editor

- Verwendet ONENgine

| editAR v.1.1 - [H:\ Animation'datatdata’levels'
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Level

o Level-Design

Mullhalde
Wiese
Picknickdecke

Sandkasten
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