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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
week we start out with creating a room and adding some objects to the room. The
instructions for this are presented below.

1 CREATING PANELS

Step 1: Create an “Intro Screen”

Open up a paint program

Set the dimensions to 1024x768 pixels

Design your intro screen as you feel lead - just remember to add the following:
- Game’s Name

- Author’s Name

- Start Button (we will add a button next to wherever you place it)

- Instructions Button (we will add a button next to wherever you place it)
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FIRST PERSON SHOOTER GAME

4. Save as “introscreen.bmp” and place it inside the same folder as your c-script file

Sheeting Range

Start

[nstructions

Step 2: Create an “Instructions” Screen

Open up a paint program
Set the dimensions to 1024x768 pixels
Remember to add the following:
- Back Button (we will add a button next to wherever you place it)
4. Save as “instructions.bmp” and place it inside the same folder as your c-script file

Instructiens

The goal of the game is 1o score as many points as you can
betore the timer runs out. There are three guns to choose
from. When you run out of ammeo on one gun you ¢an run to
another gun and contuine firing as long as the time hasn’t run
out. Each gun has it’s advantages. For example, the rocket

launcher has few rounds but it can take out many targets at

once. The laser gun doesn’t require any rounds but points are
based on accuracy. The smaller the target or the closer your
shot 1s to the bullseyve the more points you'll earn.

Back

Step 3: Create a “Game Over” Screen

Open up a paint program

Set the dimensions to 1024x768 pixels

Remember to add the following:

- Quit Button (we will add a button next to wherever you place it)
- Final Score Button (we will add a final score here later)
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4. Save as “credits.bmp” and place it inside the same folder as your c-script file

Game

Final Score:

Quit

Step 4: Create a Button

We are going to create the illusion of clicking on a button. So create two buttons in this
step. The first button will be what the button will look like when we mouse over it. The
second button will be what the button will look like when we mouse over it.

Open up a paint program

Set the dimensions to 65x65 pixels

Design any type of button

Save as “buttonl.png” and “button2.png,” and place it inside the same folder as

P wnN e

your c-scrip* '~

while not over while over
(buttonl.png) (button2.png)
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FIRST PERSON SHOOTER GAME

Step 5: Create a Score Panel

1. Openup a paint program
Set the dimensions to a size that
fits your scorePanel

3. Remember to add the following:
- Score
- Bullets
- Time

4. Save as “scorePanel.bmp” and
place it inside the same folder as
your c-script file
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2 PERSONALIZING A MOUSE CURSOR

Only Step: Create Your Cursor

1. Openup a paint program
2. Setyour image size to 32x32 pixels

Pixel Dimensions: 3.00K OK

oK |
Width: | €2 | pixels v
Height: | 32 . pixels v _

|

Docurnent Size:

width: | 0.107 inches v
Height: |0.107 inches v
Resolution: 1300 pixelsfinch v |

[] Constrain Proportions

Resample Image: | Bicubic v

3. Draw animage
- Anything you paint black will be made transparent

Save your picture as mouse.pcx *Note: Don’t use Microsoft Paint to make a .pcx file
- Here’s an example
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3 IMPORTING SPRITES

Sprites are useful for adding detail without taking up to much rendering time. To add a sprite

is very similar to adding an entity but instead of selecting an MDL, select a picture

1. Select Object -> Load Entity

2. Change the “Files of type:” combo box to “Sprite Files (*.bmp *.pcx *.tga *.dds)

Look in: I J work

@ ball.mdl j feuer.mdl
= balForTest.md [ fisch1.mdl
@ cbabe.MDL ;_E] fischz.mdl
= chucha7.mdl [ gem1.MDL
= cube.mdl ) gibbit.mdl
= elf.mdl —_E kugel.mdl

@ explosion.mdl j launch.mdl
<] |

5] Ibeam.md @ torch.MDL
=) MaterialBall.mdl |2 warlock.MDL
=] mgun.MDL = wasser.mdl
=) pistol.mdi = witch.MDL
:r:: ro-arm.md| @ woman.mdl
:fl rocket.mdl

=

@ TextureBall,mdl

File name: |

Files of type: | Model Files (“.mdl)

Maodel Files [*.mdl)

Map Entity Files [*.wmb)

Terain Files [*.

Spites Files |*.bmp " pcx " taa “.dds|

56 JOURNAL OF OBJECT TECHNOLOGY VOL. 7, NO. 4.



3. Select picture!

Look in: | ) work

@ ackfont.pcx j bulhole.tga —j endtxt1.pex @ ibulhe
g] arrow.pex = endtxt2. pex = ipbul
=) black. pex =) cross.pex =) endtxt3.pex * linebi
E] blitz.pcx Eﬂ digfont.pcx _5;] explo+7.pcx _@ palet

j blitz+4.pcx 3 DigitalPongBall.bmp j fpart.pcx _E parti
|55 blue. pex (=) elf +4.pex |&5f) gbrass.pex {=] pbult
| BrokenStones.bmp ;:] endtxt0.pcx j gelb.pcx ™ Pong

o

| burms. pex

Files of type: ] Spites Files (*.bmp *.pcx *tga *.dds) _1] Cancel

A few helpful tips...

A sprite will always face the camera so you will only have to make sure it is in the correct
place when imported. The drawback is that shadows are not rendered. Sprites are good for
making smoke, clouds, leaves and other particles. You can move, scale and do other visual
manipulations just like other entities

>
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FIRST PERSON SHOOTER GAME

4 CREATING YOUR OWN SPRITES & TARGETS

There are many ways you can personalize your game. One of the easiest is to create your
own sprites!

GO L jg lc duck Search Images Search the Web ;'_:".'_“:.’_'_i"'""" Jesat

Moderate SafeSearch is on

Images Showing Al

image sizes ~

-, & . F - -
Buflehead Duck Duck Alex's Yellow Duck - The Yellow Mandann Duck Ax galenculata Mandann Duck Aix galeniculata

540 % 435 - 53k - jpg 768 % 512 - 90k - jpg Duck ... 600 % 443 - 84K - jpg 600 x 417 - 88K - jpg
' W, 8XZ00berance com 600 x 486 - 86k - jpg ww.utahbirds org www, utahbirds. org

w
e
P b
' Eastpont Duck Farm flying mallard duck - famale Duck is a thrving year-round duck yard card- duck sign Donald Duck - Snowboarding
852 x T12 - 8T0k - jpg 800 x 573 - Tk - jpg town ... duck ... Size KB
slandgenealogy. cor ommons wikimedia org 500 x 375 - 20k - jpg 1384 x 1789 - 1216k - jpg 616 x 821 - 135k - jpg

1. Search online for an image you want to make into a target

2. Save your image and open it up into a paint program
3. Be sure to color the entire background black
This is because GameStudio recognizes black as the generic “Transparency Color”
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4. Save your image as a “.bmp” or “.pcx” *Note: don’t use Microsoft Paint to make a
.pcx

5. Place your image inside your Work Directory

6. Open your game in the level editor and import the new target into your game
You may need to resize your target or move it to a new location

7. Add a target function to your new target and you’re all set - shoot away!
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FIRST PERSON SHOOTER GAME

Moving Target Function

1. Import the model or sprite into your game
2. Assign your target the “MovingTarget” action
3. Personalize your moving target under properties
a. Skill 1 = number of points target is worth (Default: 10 points)
b. Skill 2 = range target will move left and right (Default: 100 pixels)
c. Skill 3 = speed of target (Default: 1 pixel/ sec)
d. Skill 4 = number of seconds target is down after hit (Default: 5 sec)
e. Skill 5 = axis target will move on (Default: y-axis)
i. 0=y-axis
ii. 1=x-axis

iii. 2=z-axis
f.  Skill 6 = rotates the sprite 180 degrees after reaching the end of Skill 2’s
move range (Default: No)
i. 0=No
ii. 1=Yes

Spinning Target Function

1. Import the model or sprite into your game
2. Assign your target the “SpinningTarget” action
3. Personalize your spinning target

Skill 1 = number of points target is worth (Default: 2)
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5 IMPORTING A GUN

Now we need something to shoot the targets with!

1. Select Object -> Load Entity
2. Open mgun.mdl, pistol.mdl, or
launch.mdl

Look in: ‘ J work

() Textures4Wad j elf.md|

g] ball.mdl ;!] explosion,md
g ballForTest.mdl ;I feuer.mdl
=) blinder .mdl =) fisch1.mdl
E cbabe.md| g fisch2.mdl
Echucha?‘mdl ~_:!] gem1.MDL
E cube.mdl g gibbit.mdl

4]

=l o il
= kugel.mdl =) rocket.mdl
_;»_1] launch.mdl g TextureBall.mdl
;fj Ibeam.md| gl torch.MDL
g] MaterialBall.mdl ;IJ warlock.mdl
=) wasser.mdl
Qpistol.mdl ;1] witch.MDL

=) ro-arm.mdl ;_I] woman.mdl
>

File name: |mgun.MDL

| Open |

Files of type: | Model Files (*.mdl)

3. Reposition the gun where you want it

Cancel ‘

VOL. 7, NO. 4.

JOURNAL OF OBJECT TECHNOLOGY 61



FIRST PERSON SHOOTER GAME

Choose Action
[weapﬁm‘lﬁ
4. Right-Click the gun and select Behavior | | patrol
and select a “weap_...” action that patiol_path
player_drive
matches how you want your gun to | | player_move

player_swim
player_walk
shotgun

react

sparkgun
SpinningT arget
teleporter

weap_mg_animated
weap_rocketlauncher

testgun '
ﬁ_

| oK | Cancel|

5. Build and Run your game! When you spot your gun in the game, pick it up and Left-

Click to shoot. Notice that when you fire at the target, you acquire points!
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