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Abstract 
3D game development is an exciting activity for many students. But getting a handle on 3D 
game development for novices may be a daunting task. We take this opportunity to present a 
quick introduction to 3D game development through a few tutorials. For the next few columns a 
set of tutorials for a 3D first person shooter game developed by graduate and undergraduate 
students under the guidance of a faculty member from the University of West Florida will be 
presented. These tutorials were developed with 3D game Studio by Conitec. To follow along, 
download the software from www.conitec.com. These tutorials include all elements of game 
development such as modeling and animation, lighting, collision detection, sound and scripting. 
Each tutorial will focus on one or more of these aspects. This issue we start out with creating a 
room and adding some objects to the room. The instructions for this are presented below. 

DESIGNING A ROOM 

This software package comes in three parts: the World Editor (WED for short), the Model Editor 
(or MED), and the Script Editor (or SED). The WED is responsible for the organization of your 
3D world and the placement of Actions (which have to do with scripting and will be discussed in 
later entries) within entities. MED is a tool that allows the construction of 3D models (boxes, 
boats, etc.) that are used and oriented within the WED. The SED, on the other hand, is non-
visual. This is where the programming takes place. The code developed in the SED is what 
allows your characters to move around, talk, or even explode. The bases of these three forms of 
programs are fundamental steps for developing a game. Anywhere you go in the world of Game 
Design; there will be a minimum of three environments that these programs represent: Level 
Development, Graphics Design, and Programming. 



 
FIRST PERSON SHOOTER GAME 

 
 
 
 

 JOURNAL OF OBJECT TECHNOLOGY VOL. 6, NO. 10 40 

In this tutorial, we will be using the A6 version of Game Studio, but future versions of 
this tutorial section; we hope to be utilizing the new A7 engine. 

To start, let’s begin with some basic level design. We will add more onto this room 
(and/or the concept of this room) in future tutorials, so be sure to store your work in a safe 
place. The entirety of this tutorial will take place in the WED. 

 

 Even if you’re not sure how you 
want your room to look, it’s generally 

best to begin by adding a hollow cube  
(Notice Image to the Right) 

To change the view of the pane,  
use the F5, F6, and F7 Keys 

 

Your cube should look something like 
this… 

 

This is in 
the Wire 
Frame 

(F5) view 
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There are a few toolbar buttons that are good to know about… 
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Enter Move Mode and click on the cube you just made… 

 

Before 

 

After 

Notice how the frame of the cube changes to red!  This is the color used to indicate if a 
shape is selected.  It will be represented in this way when anything is selected within the 

object panes 

 

Also, notice the different colored 
arrows... 

 

The Green Arrow controls the y-axis 
movement 

The Red Arrow controls the x-axis 
movement 

The Blue Arrow controls the z-axis 
movement 

 

This means that while one of the arrows 
is selected, only that axis will be moved 

 

 

 

These arrows apply for 
scaling and rotating as well! 
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Now enter Scale Mode 
Notice that the arrows remain – But now the arrows have a different function 
 

For example; if you select the Red Arrow and move the mouse,  
then the x-axis will scale – but not the other axes 

 
 
We just scaled along 
the x-axis! 
 
 
 
 

 
 
 
 
 

Now feel free to scale 
the object along the 
y-axis (Green Arrow)

The shorter walls 
have also 

increased in 
thickness.  This is 

because the 
entire object 
was scaled – 
not just the 

floor, ceiling, 
and the now 

elongated walls 
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But what if we want to change the shape of only one of the walls?
  

 
 

The solution is to Scope Down.  This is a process in 
which an object that is made of multiple shapes is 

broken 
down into its individual shapes!  In this way, the object  

(or prefabrication) can be modified on the fly!

When an object is Scoped Down, 
only that object comes into view. 

(i.e. enemies, objects, furniture, etc will all 
disappear until the object is Scoped Up to its 

original configuration 



 
 
 
 
 
 

VOL. 6, NO. 10 JOURNAL OF OBJECT TECHNOLOGY  45

Now we need Textures. 
Click the Textures tab to see 

the available textures. 
However; there don’t seem 

to be many of them… 
 

 
The way to solve 
this is to enter the 
Texture Manager 
 
 
 

 
Select Add WAD 

and then open 
“standard.wad” 

from the list 
 
 
 
 
 
 
 
 
 

Notice that 
there’s a new 
section in 
your Textures 
tab! 

 
 
 
 
 

As can be perceived,  
there are plenty 
more textures to 

work with now! 
 

 
 
 

Standard.wad p2 Standard.wad p1 
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Let’s quickly apply a “wood” 
texture to our entire room. 

We can achieve this by going 
into Select Mode and dragging 

the mouse over the entirety of the room 

For my example, I’m using 
“woodflhori” texture 

But we also need a sky! 
So this time, select only the ceiling 

part of the room, and find a sky texture 

 
For this example, I’m 
using the “skywhite” 

texture

 

 
Now, Scope Up so you can treat the room’s infrastructure as one object again 

 
 

Save your game! 
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Now, Build your level, and Run your level! (Build should work correctly with just the 

default settings) 
When the dialogue boxes come up, just click OK

 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 

When you run the level, 
you may have to look 

for your 
building…  The game 

places the initial 
camera at the origin of 
the level and looking to 

the right (direction of 
+x).  To fix this, simply re-

align your level to be 
centered in the origin 
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