The game as a Process

Managing assets for deliver

Assets are delivered though modding The Source (3D Engine – DirectX, C++) to alter and create new functions that allow for actions to be delivered in the game.  Listeners are triggered through various interactions in the environment, user input, and AI.  These ‘trigger’ the pre-built functions to call an action or event to take place.

In our tile-based example, various keyboard characters are listeners, and trigger functions such as walk, shoot, jump, etc. that are delivered into the game.  In addition, everything is easily managed because the game is made up of tiles that are given various properties that also trigger functions and actions.  Some tiles are defined as walkable or not.  Some tiles contain items that result in an action when the user is in that tile.  This keeps everything consistent and well-managed.

Managing assets in the background

Background assets are defined in the DirectX as well as dependent on the user and his graphic card settings.  The game should allow for users to configure the overall video resolution of the game, as well as the rendering quality of characters, environment, and shadows.  Furthermore the game should allow for user control of antialiasing, image quality, and vertical sync.  These can alter game play, as some will allow for more environment to be visible, others will allow for the level of clarity of detail of the environment, and all will affect the overall frame rate of game play.  DirectX will allow us to detect optimal settings for the user, but we should still allow users the ability to customize.

Background assets of the actual game will include storing numerous variables and data structures.  Data structures could include stacks which would allow a user to undo an action or return to a previous time in the game.  Other data structures will be used to hold elements such as items the user has.  Variables will keep track of game time, scores, coordinates of current location, agent statuses, etc.

Engine maintenance, loading all our code/files


The game will be written in an object oriented approach with various classes, that all need to be instantiated and called from a driver (exe) file.  This will allow for the execution of the game, and will throw errors if the hardware cannot support the game.  A directory will be created to store saved games (txt files).  This folder will be scanned when prompted to load a file and will simply parse in all the necessary variables and recreate data structures if necessary.

