Design Tradeoffs

The originabameconcept involved level design which included a curved irregularly shaped tuénnel.
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The model was then exported to the Torque specific format DTS to be tested with the game engine.

While the model appearetb work, it became apparent that this approach would not work. The main

problem being that it was impossible to create collisitneshes which contoured to the tunnel perfectly.
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collision meshes and minimize the curved pieces to 90° turns only. We #gamlwork on creating a

vehicle to travel down the tunnel.



Asticky vehicle class was created which enabled the player to stick to the walls and travel around all

sides of the tunnelHowever, even after several weeks of tweaking, the results of this vehicle were
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itself when turning to always continue on straight down the tunnel, and continuously moves down the

tunnel without input. However, the vehicle was deemed too unreliablee rotating around the tunnel

was much too slow and jerky, and at times the vehicle would begin to "drift" sideways before correcting

itself.

At this point, a vehicle class with physics was abandoned for a simple mechanism for ship movement.
This mechnism relied on rotating the ship arouncticlea fixed number of degrees per key press.
However, one game limiting factor was that the tunnel could no longer contain turns.
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By now it had become apparent that creating the tunnel in Blender and exgaiti DTS was not the
most efficient method. A specific interior format for Torque, DIF, was discovered. A quick breakdown
between the two formats follows.

DTS vs. DIF:
PROS CONS
DTS: ¢ No restrictions on mesh creation. s Collisionmeshes need to be convex and
e Required for animations. must therefore be made separately.
¢ Do not include visibility information.
DIF: e Collision meshes are the visible ¢ Brushes (meshes) must be convex.
meshes. e Concave shapes need to be broken doy
e DIF interiors can be split into a se into multiple convex shapes.
of zones that only render when e Do not support animation.
they are in view of the camera. e Do not support transparent textures.
e Support geometry optimization
(removing hidden surfaces)
e Support lightmap rendering.

Thus it was decided to use DIF for the interior level (tunnel) design and DTS for all other objects in the
game.From thispoint on, a Torque published utility called the Torque Constructor capable of exporting
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With aworking level and ship movement now implemented, our attention was turned to creating the
key elements in our gam&he first item on the list was getting rid of the buggy looking vehicle. It was
decided to use a ship modeled after theMing for the playe The model was edited in Blender adding
the necessary Torque specific elements and all textures were created using Photoshop



The original LucasArts\Aling vs. our recreation.



After creating the player ship, the next step was to add enem@riginally the game would include
several enemy types. In the end only one enemy type was includexke enemies became known as
spiderbots and were produced in a similar fashion as tWiAg.

Several versions of Al shooting wémplemented.The simple enemy Allways aimed shots based on
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would never hit the player if he was moving sidewayseimproved! L G NA Sa (2 LINSBRAOG ¢
shipwill be and aims their laser fire in that direction. The lateral distance that the player will travel can
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the circle.

Objects and powerups followed. Again, blender was used for creating the models and Photoshop for
adding the texturesAgain,varioustypes of objects angowerups wereinitially envisioned, but due to
time constraints only the following were includedtire final game.



Caution Wall Health Kit

Rocket Powerup Triple Shot Powerup



