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Jogos digitais
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Programas interativos
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Deteccao de eventos
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Game Loop
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Fonte: http://gameprogrammingpatterns.com/game-loop.html
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Disciplinas relacionadas

* Nenhuma
[(Modelagem e Simulacao?)
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Jogos digitais

Orientacao a objetos
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Classes e instancias

Como organizar os tipos de
elementos do jogo?
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Classes e instancias
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Fonte: http://www.airships.net/lz-130-graf-zeppelin
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Disciplinas relacionadas

* Lab. Prog. 2*
* POO

* Eng. Soft*

* Lab. XP
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Simulando Fisica
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Casos faceis

Circulos
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Casos faceis

Axis-aligned bounding boxes
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Casos faceis

Axis-aligned bounding boxes
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Circulo vs. retangulo

VYamos assumir uma AABB

C
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Circulo vs. retangulo

Ponto do retangulo mais
proximo da circunferéncia

x,, = max(left,min(right,x))
Y, = max(bottom,minl(top,y_J)
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Ponto vs. Poligono convexo

Como saber se o ponto esta
dentro?
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Ponto vs. Poligono convexo

Produto vetorial
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Ponto vs. Poligono convexo

Comparamos aresta por aresta
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Ponto vs. Poligono convexo

Usamos o sinal do determinante!
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Disciplinas relacionadas

* Vetores e geometria
* Alg. Lin.

* Geo. Comp.

* CG
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Simulando Fisica

Detectar objetos proximos
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Implementacao ingénua

Todos contra todos

Colide?  obj2 obj3 obj4
obj1
obj2
obj3
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Particao espacial

A ideia e agrupar objetos proximos

Exemplo: Quad-Tree
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Fonte: http://gameprogrammingpatterns.com/spatial-partition.html
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Particao espacial

Outras estruturas conhecidas:
Grade fixa
K-Dimensional Tree
Interval K-Dimensional Tree

Binary Space Partitioning Tree
R-Tree
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Disciplinas relacionadas

* Alg.eEDs lell
* Analise de Alg.
* CG
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Inteligencia Artificial

(@)

Definindo comportamentos




Maquina de Estados Finita

within range

hero spotted

hero lost low hp
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Disciplinas relacionadas

* Automatos
* |A
* Complexidade Comp
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Inteligencia Artificial

Path-finding
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Algoritmo A*

Variacao do algoritmo de Dijkstra

http://theory.stanford.edu/~amitp/GameProgramming/
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Algoritmo A*




Disciplinas relacionadas

* Alg.eEDs lell
* |A
* Alg. em Grafos
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Renderizacao

Apresentando o jogo
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Spritesheets




Projecoes tridimensionais
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Projecoes tridimensionais

XI

=y

Transformacao Linear:
T: R2 - R?
T(v+u) = Tlv) + T(u)
T(k.v) = k.T(v]
TlO)=0
Transformacao Afim:

P:R2 > R?

Plvl=T(v] +p
PlO)=p
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Projecoes tridimensionais

Coordenadas homogéneas

abu X ax + by +u ab0 X
cdv y| = |cx+dy+v| = | cdO y| +
001 1 1 001 1
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Rasterizacao
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Disciplinas relacionadas

* Vetores e Geom.

* Alg. Lin.

* Lab. Metodos Num.
* CG
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Conteudo procedimental
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Automatos celulares
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Gramaticas

Regras
A - ABA
B-> CC
Expansao
1A
2) ABA

3) ABACCABA
4) ABACCABACCABACCABA
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Automato celular
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Conteudo procedimental

Outros algoritmo: Noise
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Disciplinas relacionadas

* Automatos
* Modelagem e Sim. (?)
* CG
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Unlimited Slide Works

Obrigado!

wWww.uspgamedev.org
www.fb.corm/uspgamedev

contatofduspgamedev.org

47/47


http://www.uspgamedev.org/
http://www.fb.com/uspgamedev

Unlimited Slide Works

* Networking

- Peer-2-peer (Age of Empires)
- Client/Server (QuakeWorld)

* Shaders
* Multithreading
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